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CHAPTER 1: INTRODUCTION

Welcome to Chaosium’s Basic Roleplaying system, one of most influential role-
playing game systems in the world.

If you're familiar with roleplaying games you can skip through much of this intro-
duction. This covers the terms used in the Basic Roleplaying system. For veteran
players, the only section in this introduction you should pay attention to is the Op-
tional Rules section.

TERMS USED IN BASIC ROLEPLAYING

The following terms are used frequently in this book. Some are common in role-
playing games, and are provided as an aid to new and experienced gamers alike.
Each is explained at length in relevant sections.

Ability: Something a character can do or feel, whether a skill, a passion, or some
other factor rated on a 1-100 rating. Generally when you roll an ability successfully,
you get an experience check.

Allegiance: An optional system measuring devotion to a spiritual being, principle,
or deity, improved by performing favoured actions.

Augment: Using one ability to modify the chance of success using another ability,
such as when one skill provides additional support to another, or a passion can help
improve the chance of a skill succeeding.

Base Chance: The default chance at succeeding with a skill a character has no
training or experience in.

For example, on the character sheet, Hide (20%) means that even if your
character has not invested any skill points in the Hide skill, they have a 20%
natural ability in it.

Base Range: The normal distance within which a missile weapon can hit a target.

Character: The role you assume in a game session, described in game mechan-
ics by values such as characteristics and skill totals. Generally, characters have



names and backgrounds determined by the player, with assistance and/or approval
from the gamemaster. (see also player character and non-player character).

Characteristic: Your character’s physical, mental, and spiritual attributes
(Strength, Constitution, Size, Intelligence, Power, Dexterity, and Charisma), rated
numerically on a scale (usually 3—18), with a human average being 10-11.

For example, if the initial maximum characteristic is 18, a STR 17 means
your character is extremely strong, while a DEX 7 means they are a bit
clumsy.

Characteristic Roll: One of your character’s characteristics multiplied by a num-
ber (Intelligence x3, for example), expressed as a percentage, and rolled with per-
centile dice. A characteristic roll is usually x5, but other multiples may be used.

For example, if your character’s Intelligence characteristic is 14, they have
a 42% chance at succeeding with a characteristic check with a multiple of
x3.

Combat Round: A 12-second (or equivalent) amount of time imposed during
combat or dramatic activities, where the order that actions occur is important. This
is game time, not actual time—the events of a few seconds of action may take sev-
eral minutes to play out between the players and gamemaster.

Critical Success: This is the result of a skill check roll that is 1/20 (or 5%) of the
regular chance of success. Generally, a critical success is rewarded with greater
results, though in some cases a critical success is required for success at all.

For example, if the regular chance for success is 75%, any roll of 4 or un-
der is a critical success (1/20 of 75% is 3.75, rounded up to 4).

D100: A percentile die roll, attained by rolling two 10-sided dice (D10s), with one
representing the tens, and the other the ones. Some dice come already marked as
‘tens’ (00, 10, 20, etc.) and are always used as the first number in a D100 roll. A roll
of 01 is the best possible result, while 100 (which usually reads as 00) is the worst.

For example, a roll of 60 (or 6) and 2 equals a result of 62.

Damage: A value representing injury, subtracted from a character’s hit points.
Weapons, unfortunate events, and other hazards inflict damage on characters.

Damage Modifier: A modifier to rolled damage due to above-average Strength
and Size characteristics.

DEX Rank: Based on the Dexterity characteristic, this determines when your
character can usually act during a combat round. Characters with higher DEX will
generally act before characters with lower DEX.
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Difficulty Modifier: The amount a skill's chance is adjusted by, based on the cir-
cumstances surrounding its use. These range from Automatic (no roll required),
Easy (skill is doubled), Average (no modification to skill), and Difficult (skill is
halved) to Impossible (no roll, or a 01% chance at the gamemaster’s discretion).

Experience Rolls: If you are successful with a roll for one or more of your char-
acter’s abilities or characteristic resistance rolls (see below), you should mark your
character sheet in the provided check box (sometimes this action is called an “ex-
perience check”), if appropriate. Later, between adventures or during down-time,
you can determine if your character’s ability has improved in that skill or if the char-
acteristic has increased through successful use. Some skills cannot be improved by
experience and must be improved through other means.

Fail: A roll of percentile dice above the required chance for success.

For example, a roll of 89 when the required chance was 56% indicates a
failure.

Fatal Wound: A wound that costs your character more hit points than they cur-
rently possess. Without intervention (medical or otherwise) death comes at the end
of the following combat round.

Fatigue Points: An optional system, using your character’s Strength and Consti-
tution characteristic to determine how long they can endure strenuous physical
activity before tiring.

Full Turn: A period consisting of 25 combat rounds, equalling five minutes of
game world time.

Fumble: A roll of 99 and/or 00 when rolling percentile dice to determine success.
Generally, when a fumble is indicated something bad happens above and beyond a
simple failure.

Gamemaster (GM): The director, or guide for the game, who helps you create
characters, comes up with the adventure, and represents the world outside your
character, rolling dice for the non-player characters and the opposing forces.

Game Time: The time that elapses as a scenario or campaign unfolds as experi-
enced by your characters. This is not usually the same as the real time you and the
gamemaster spend playing.

Hit Location: An optional system for specifying where a successful attack lands
on your character’s body, or where their attacks hit a foe.

Hit Points: A measure of the relative health of your character, represented in a
value derived from their Constitution and Size characteristics. Attackers inflict dam-
age in hit points, subtracted from the target'’s total hit points. Usually when your
character reaches 0 hit points, they are dead.

“In character” or “Out of character”: The distinction in the chat between play-
ers and the gamemaster around the gaming table, representing the difference
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between real-world discussion and game discussion. Both achieve the same goal,
but represent different styles or aspects of play, and can be used interchangeably in
play. Some groups or players lean towards one or another—it's an element of pref-
erence. “In character” discussion is flavourful and immersive, while “out of charac-
ter” discussion is essential to describe rules mechanics and to speed along play
through unnecessary detail.

For example, in character, you might say ‘Sir Wilfric asks the innkeeper
“Could you perhaps allow us the night's stay for a promise of future pay-
ment!”” while out of character, you might say "I try to Persuade the
innkeeper to let us stay a night without pay.”

Magic Points: Another name for power points (see power points).

Major Wound: An injury causing enough damage to exceed half the character’s
normal hit point total in a single blow. Usually accompanied by a debilitating effect.

Minor Wound: Any single injury that is less than a major wound in severity (less
than 1/2 normal hit points).

Modifiers: Temporary additions or subtractions to your character’s rating in an
ability, usually from circumstances, environment, or equipment.

For example, trying to pick a lock with a bent paper clip is an example of
substandard tools, for a —20% modifier. Using a standard lockpick does not
modify the skill. Using a deluxe set of calibrated precision lockpicks and
lockpicking equipment adds +20% to your character’s skill rating.

Move (MOV): The rate of movement your character can make during a single
combat round. This measurement is a flexible one, but usually translates to one
meter of unhurried movement per point of MOV.

Non player Character (NPC): A character or creature in the game world that is
played or otherwise represented by the gamemaster, instead of being played by you
or another player.

Opposed Roll: When your character wants to attempt an action another charac-
ter (or non-player character) wants to oppose with an “opposite” skill that cancels or
thwarts the initial action. In this case, both skill checks are made, and the results
compared.

For example, Stealth is usually opposed by Listen.

Passion: An optional system where a strongly held belief towards a subject—
such as Devotion, Fear, Hate, Love, Loyalty—is measured on a percentile basis.
Passions are used to indicate or determine how your character feels about the sub-
ject and how strongly, and is often used to augment ability rolls. (see augments).
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Percentile Dice: Two D10s rolled together, with one designated as the tens fig-
ure, and the other as ones. Some dice are numbered in units of ten, i.e., 00, 10, 20,
30, etc. See also D100.

Player Character (PC): This is your character, usually created and almost always
controlled by you, comprised of abilities and an identity you assume through role-
playing. Your character is your representation in the game world and enables you to
interact with the setting.

Power: A generic term for magic spells, mutations, psychic abilities, sorcery, or
super abilities your character may possess (see Chapter 4: Powers).

Power Points: The amount of willpower or energy your character has, represen-
ted as a total based on their Power characteristic. These are spent to use special
powers or abilities and can be drained by other abilities. When your character
reaches 0 power points, they fall unconscious. Power points can also be called ma-
gic points in appropriate genres.

Profession: Your character’s job occupation, represented as a list of skills they
have been trained to use (or have had the opportunity to learn).

Rating: The chance of success for an ability, rated as value from 1-100 (some-
times higher).

For example, Demolitions 43% is a rating of 43, meaning a 43% chance of
success when the skill is attempted during normal circumstances. (see also
skill rating).

Resistance Roll: When your character wants to attempt an action being resisted
by an inanimate object or force, the relevant characteristic (for example, Strength) is
opposed to another appropriate characteristic (for example, the stuck door’s
Strength). The two numbers are cross-referenced on the resistance table (see be-
low) to determine a chance of success, and one or both characters roll dice to see
who succeeds. Equal characteristics mean a 50% chance of success. Resistance
rolls can also be used when pitting one character against another character, such
as an arm-wrestling match (Strength vs. Strength).

Resistance Table: The table showing the ratio of characteristic versus character-
istic. To use the resistance table, find the opposing force on the vertical column, the
resisting force on the horizontal column, then cross-reference them to find the likeli-
hood of success, expressed as a percentile chance.

Roll: A roll using D100 to determine whether an attempt at performing a skill, abil-
ity, or power was successful. The result of a skill roll is a critical success, special
success, success, failure, or a fumble. Additional means of determining the qual-
ity of success are presented in optional rules.

Sanity: An optional system where your character’s mental health is measured by
their capacity to withstand horrific sights, events, and revelations. As Sanity gets
lower, the grasp on reality diminishes. If your character loses too much Sanity at
once, they can go temporarily or permanently insane.
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Skill: An ability, training, field of knowledge, talent, speciality, or something your
character knows something about (or is talented in), quantified as a skill level. Skills
are used in skill rolls, where percentile dice are rolled against the skill's rating.

Skill Rating: The degree of competence your character has with a skill, ex-
pressed as a number from 00% (no skill whatsoever) to 100% or higher (world-class
expert).

Special Success: Aroll of 1/5 of the required score for success indicates that
your character performed exceptionally well and achieves a superior result than a
traditional success. This is especially significant in combat.

For example, a character with 70% in a skill who rolls 14 or lower has
achieved a special success.

Success: The result of a percentage dice roll where your character performed
the task adequately, and achieved an average quality of success. If the roll is very
low, it may be a special success or critical success, as described above. If it is
above the ability ranking, it is usually a failure. If it is very high, such as a 00, it
might be a fumble.

For example, if your character has a 70% in a skill, and rolls 70 or lower,
they have succeeded.

OPTIONAL RULES

Over the years, various sub-systems were introduced into Basic Roleplaying
games to cover situations or conditions suitable to the specific game, such as ex-
panded combat systems for fantasy games, rules for insanity and research for hor-
ror games, rules for the use of vehicles and spaceships, rules governing grand pas-
sions and personality traits, different magic systems appropriate to the genre, etc.
Core elements have even been changed or treated differently, sometimes even in
different editions of the same game.

These variations appear here as optional rules, presented in boxes like this one,
with suggestions about when to use them, and notes about how they affect play,
and in some cases, about how they interact with other optional rules. Thus, the
gamemaster can pick and choose optional rules as desired.

Before you begin play, you should decide what sorts of optional rules you want to
use, especially those that apply to character creation. Chapter 10: Settings suggests
what optional rules go well with particular settings, and additionally, a complete list
is presented in Chapter 9: Gamemastering.

14



CHAPTER 2: CHARALTERS

Put simply, your character is you in the game world, the persona you play in the
game. The character is the focus of all roleplaying games—an abstraction of phys-
ical and mental abilities, skills, and other descriptors. You interact with your game-
master in that world through your character. Most characters controlled by players
are player characters (PCs).

Your gamemaster describes the setting, the environment, and the encounters to
the players. Your gamemaster has at their disposal a roster of other characters,
called non-player characters (NPCs). Both player and non-player characters use the
same rules, though generally non-player characters are less detailed than player
characters, as NPCs rarely face the same variety of situations player characters do.

Chapter 11: Creatures describes how your gamemaster can create appropriate
non-player characters and includes a roster of ready-to-use non-player characters
(as well as monsters and other creatures) for a variety of settings and eras. This
section deals with player characters and is essential reading for you and your
gamemaster alike.

When a “character” is mentioned, the term applies to player characters and non-
player characters.

POWER LEVEL

Throughout this chapter and elsewhere in the rules are references to the game’s
power level. This describes how reasonably competent the player and non-player
characters are, and where on a scale from “realistic” to “mythical” gameplay will feel
like.

There are four game power levels, described below.

NORMAL

Characters have no powers or very few, unreliable powers. Sometimes characters
are defined by a single power, barely more than an extraordinary talent. This is the
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most suitable power level for horror or modern adventure games, where technology
and wits are often the decisive factor in survival.

HERDIC

Characters have a few strong powers or a wide range of mid- to low-level powers.
This is suitable for games featuring inexperienced, costumed heroes or apprentice
wizards in training, the mutated survivors of a radioactive apocalypse, vigilante her-
oes, or a high fantasy world of wizards and warriors. Some futuristic settings might
be created using this power level, with citizens having many minor powers granted
by genetic manipulation.

EPIC

Characters are incredibly skilled or powered, such as arch-mages, or formidable
supernatural beings. Sample games might be full of veteran costumed heroes or vil-
lains, or veteran supernatural heroes fighting the forces of darkness in the shadows
of the modern world.

SUPERHUMAN

These characters have immense capabilities and are the mightiest of heroes.
Games might feature extraordinarily powered costumed superheroes, galactic
guardians, or even modern incarnations of great demigods.

Your gamemaster should make it clear to you and your fellow players what power
level your game is, to set expectations and to guide the rest of character creation.

CREATING A CHARALTER

You first need a character. Following is a system for developing your character.
This system creates reasonably competent characters. Suggestions are provided in
each step for more powerful characters. You should have a blank character sheet
handy, and maybe another sheet of paper for notes. At chaosium.com you can
download digital versions.

When you get ready to create your character, your gamemaster and the other
players should have already decided what sort of game you’ll all play, whether it be
a science fiction, fantasy, modern horror, historical intrigue, espionage, pulp action,
techno-thriller, or any number of other genres.
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Your gamemaster should be prepared to guide you and the other players through
the character creation process, knowing what professions are allowed and appropri-
ate to the game or campaign, and what level of competency the characters should
exhibit. These issues are most important to Step Seven and may influence Step
Three.

STEP ONE: NAME AND CHARACTERISTICS

Write your character’s name at the top of the page. This should be appropriate to
the setting and game being played. If no idea suggests itself yet, wait until later. You
can write your own name on the character sheet as your gamemaster may need to
keep track of which character belongs to whom.

e Choose your character’'s gender and write it in the correct space.

* Roll 3D6 for the characteristics Strength (STR), Constitution (CON), Power
(POW), Dexterity (DEX), and Charisma (CHA). Enter the results in the appropri-
ate places on your character sheet.

* Roll 2D6+6 for the Intelligence (INT) and Size (SIZ) characteristics.

These numbers provide the bare bones of your character, determining what char-
acteristics the character is strong or weak in.

e  If you wish, redistribute up to 3 points between your characteristics.
* No characteristic can begin at more than 21 points.

* If you aren’t satisfied with the characteristics you have, and your gamemaster
approves, you can start over.

If the campaign is using one or more types of powers, your gamemaster may al-
low you to increase your starting characteristics (see Chapter 4: Powers, particu-
larly Diminish/[Enhance Characteristic).

Choosing Characteristic Values (Option): Traditionally, characteristics are
rolled in order, with up to 3 points redistributed. Instead, you may roll 3D6 seven
times and choose where results go. In this case, SIZ and INT cannot be below 8.

Higher Starting Characteristics (Option): For a higher-powered game, roll
2D6+6 for all characteristics.

The Education (EDU) Characteristic (Option): Roll 2D6+6 for Education (EDU)
for this characteristic, for characters from societies with formalized education. An
EDU of 12 indicates a high school graduate-level education, with higher values in-
dicating college or advanced degrees.

Cultural Modifiers (Option): Cultural modifiers emphasize characteristic differ-
ences between different species (such as elves or dwarves) or for different human
cultures. Initial characteristics may be adjusted or limited at this point. See Cultural
Characteristic Modifiers (Option).

Non-human Characters (Option): Non-human characters may use different dice
rolls and modifiers to determine initial characteristics. See Chapter 11: Creatures.
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Point-based Character Creation (Option): Usually, characteristics are rolled
randomly. Instead, players can purchase characteristic points from a pool. See
Point-based Character Creation (Option).

STEP TWD: POWERS

Read this carefully! If the game you’re playing in involves magic, mutations,
psychic abilities, sorcery, or superpowers you may begin with some of these
powers. Ask your gamemaster about it and refer to Chapter 4: Powers for more in-
formation. These systems require more explanation than is provided in this chapter.

If there are no powers in the campaign, ignore this step and proceed.
If there are powers, the following types are available:

* Magic: Simple spellcasting with a wide variety of applications.
« Mutations: Strange genetic anomalies, some beneficial, some adverse.
e Psychic Abilities: Using the power of the mind to manipulate reality.

e Sorcery: A more baroque type of spellcasting, including elemental and de-
monic summoning.
e Superpowers: Mighty abilities that defy imagination.
More detail on each appears in their relevant sections.

STEP THREE: AGE

The default age for characters is 17+1D6 years old. Your gamemaster may
choose to alter this based on the requirements of the game setting. If you wish to
begin play with a character younger or older, choose an age that seems appropriate
and meets your gamemaster’s approval.

. For every full 10 years added to the rolled starting age, based on the level
of the campaign, modify professional skill points by +0 (Normal), +20 (Heroic), +30
(Epic), or +40 (Superhuman) (see Step Seven).

. Any fraction of years below 10 does not qualify for this skill bonus. Based
on level of campaign, for every year below the minimum age (18) described above,
subtract 0 (Normal), 20 (Heroic), 30 (Epic), or 40 skill points (Superhuman) from
your character’s professional skill points.

. Your gamemaster may limit available professions to characters below 18
years of age.

. At age 50 and every full 10 years above, modify one of STR, CON, DEX,
or CHA (your choice) by —1. At age 80 and every full 10 years above, modify three
of these characteristics. See Ageing and Inaction (Option).

. For every year below the original rolled age above, modify any one charac-
teristic other than EDU (your choice) by —1. Your gamemaster may require that you
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make SIZ one of these lowered characteristics. These points can be gained through
play (experience), training, or gradually through natural means (gamemaster’s dis-
cretion). See Ageing and Inaction (Option).

Your gamemaster may also choose to simply ignore these rules, based on the
game’s power level. This allows for elderly adventurers, child geniuses, and is gen-
erally more enjoyable for all players.

Education (EDU) (Option): If you're using the EDU characteristic, your charac-
ter’s starting age must be at least EDU+5 (representing time spent learning). Every
full 10 years added to your character’s starting age, adds +1 to your character’s
EDU characteristic. Be sure to increase the relevant skill points generated in Step
Six.

STEP FOUR: CHARACTERISTIC ROLLS

Here’s where you determine your characteristic rolls. By now you should know what
your final characteristics are, but if not, hold off on this step until you've finalized
them. Each has a place on the character sheet.

e Multiply STRx5 for your Effort roll.

e Multiply CONx5 for your Stamina roll.
e Multiply INTx5 for your Idea roll.

e Multiply POWx5 for your Luck roll.

e Multiply DEXx5 for your Agility roll.

e Multiply CHAx5 for your Charm roll.

Knowledge Roll (Option): Multiply EDUX5 for your Knowledge roll (if EDU is be-
ing used).

STEP FIVE: DERIVED CHARACTERISTICS

Now it’s time for the derived characteristics: damage modifier, hit points, power
points and experience bonus. If you’re using optional systems, you should also de-
termine your initial fatigue points and sanity points. Write the results on your charac-
ter sheet.

. Damage Modifier: Add STR+SIZ and find the damage modifier corres-
ponding to your character’s total on the Damage Modifier table.
. Hit Points: Add CON+SIZ and divide by 2 (rounded up). Circle that num-

ber in the Hit Points box on your character sheet and write it below. This is your
character’s maximum hit points. If your character loses hit points, mark them off,
and erase the marks as hit points are healed or otherwise restored.

. Major Wound Level: Your major wound level is 1/2 hit points, rounded
up.
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. Power Points: In the Power Point box, circle the number equal to POW
and write the total on the line below. This is your character’s maximum power
points. These fuel magic spells, mutations, psychic abilities, or superpowers. Mark
power points off as they're spent and erase the marks as they're recovered or oth-
erwise restored. The number written in the space, equal to your POW, is the value
your power points return to with rest.

. Experience Bonus: Your character’s experience bonus is equal to 1/2
their INT, rounded up.

. Move (MOV): Your character's MOV measures how fast during a combat
round they can move. Human characters can normally move 10 units per round. A
unit is a somewhat variable amount usually equalling 1 meter. See Movement
Rates.

Skill Bonuses (Option): If using characteristic-based skill category bonuses, cal-
culate the bonus for each using the Skill Category Bonus table. Write these values
in the spaces for each category. This bonus adds to the base chance for every skill,
if any. For each category:

. Add +1% for every point in the primary characteristic over 10; subtract 1%
for every point below 10.

. +1% for every 2 points in the secondary characteristic above 10; —1% for
every 2 points under 10 (rounding down the bonus if required).

. —1% for every point in the negative characteristic above 10; +1% for every
point under 10.

Hit Points per Location (Option): With the optional hit location system, determ-
ine the number of hit points for each hit location. The head, abdomen, and each leg
have 1/3 of your hit point total, the chest has 4/10, and each arm has 1/4 of the total
hit point value. Round all fractions up.

Fatigue Points (Option): If fatigue is being used; add your character’s
STR+CON to get their fatigue point total. In play, as your character expends energy
or perform rigorous physical activity, they will lose fatigue points. They recover rap-
idly through rest and other means and change frequently.

Sanity (Option): If Sanity is being used; multiply your character’s initial POW
score by x5 to get their current Sanity (SAN) total. In play, mark these off on your
character sheet when your character loses sanity points. When your character
reaches 0 SAN, they are considered unplayable.

STEP SIX: PERSONALITY (OPTIONAL)

Study your character’s characteristics and imagine the sort of person you would
like them to be. Choose one of the options below or roll 1D4 for a random result.
These packages of skills are a quick way to develop your character—there will be
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more skills in the next step. Skills are defined in Chapter 3: Skills 37-52 and
classes of weapons are described in Chapter 8: Equipment.

Personality Types

Result Description

1 Brutal: Your character thinks first of solving problems by means of
physical force and brawn. Give 20 skill points each to Brawl, Climb,
Dodge, Grapple, Insight, Jump, Ride, Sense, Stealth, Swim, Throw,
and to any two Combat skills.

2 Skilled: Your character believes that technique, craft, and expertise
are the secrets of success. Give 20 skill points each to Appraise,
any one Craft, Disguise, Dodge, Fine Manipulation, First Aid, any
one Knowledge skill, Navigate, Pilot, Ride, Sleight of Hand, Stealth,
and to any one Combat skill.

3 Cunning: Your character first tries to outsmart an opponent to gain
an advantage. Add 20 skill points each to Appraise, Bargain,
Disguise, Insight, any two Knowledge skills, Listen, Research,
Sense, Spot, Stealth, any one Technical skill (appropriate to
setting), and any one Combat skill.

4 Charming: Your character enjoys persuading other people to work,
while they make the decisions. Give 20 points each to Appraise,
Bargain, Command, Etiquette, Fast Talk, Insight, Perform,
Persuade, any one Language (Other), Language (Own), Sense,
Status, and any one Combat skill.

Your gamemaster may have other personality types, or you can create your own,
choosing 13 skills and adding 20 points to each skill rating (with your gamemaster’s
approval).

When distributing these skill points, add the bonus to the base chance for each
skill, usually presented as a value in parentheses after the skill, such as Fast Talk
(15%). Write that total after the skill.

For example, adding 20 skill points to Fast Talk (15%) yields a rating of
15+20=35%.

STEP SEVEN: PROFESSION AND SKILLS

To determine the starting skills for your character, turn to the professions list.
Choose a profession there. Professions are described fully later in this chapter. Your
gamemaster may restrict available professions, so ask before making this choice.
Some professions provide special advantages, such as the use of magic. Note
these on the character sheet.

21



Once a profession has been chosen, determine the character’s professional skill
point pool. This represents what your character has learned in that profession,
whether through training or on-the-job experience. As always, skill points are added
to any bonuses granted from previous steps and to the skill’s base chance.

The campaign’s power level determines the initial skill point pool. Your gamemas-
ter should have decided by now what kind of game they will run, and how powerful
and competent player characters should be.

* Normal: Allot 250 points to professional skills. No skill should begin higher than
75%. If you are using the optional skill category bonus, the limit is still 75%, and
you must spend any points above this on other skills. If a combination of bo-
nuses increases the skill to more than 75% before this step, do not add any ad-
ditional skill points.

«  Heroic: Allot 325 points to professional skills. No skill should begin higher than
90%, with the same restrictions as above.

«  Epic: Allot 400 points to professional skills. No skill should begin higher than
101%, with the same restrictions as above.

e Superhuman: Allot 500 points among professional skills, with no limit to skill
ratings. See Skill Ratings Over 100% (Option).

For an original profession, allot the power level's number of skill points, as above.
Your gamemaster may have some restrictions on how these skill points can be
spent.

Once all professional skill points have been allocated, multiply your character’s
INTx10 to determine their personal skill point pool. Spend these skill points on any
skills you like, with your gamemaster’s approval. Add points spent on a skill to its
base chance, profession bonuses (if any), professional skill point allocations, and
skill category bonuses (if any).

The total must not exceed the skill limit for game type set above. Your gamemas-
ter may impose a cap of 50% on personal skills that range too far outside a charac-
ter’s profession. This skill cap is higher based on the level of the campaign: 75% for
heroic, 90% for epic, and 100% for superhuman. Skills that naturally exceed these
numbers through prior bonuses can have no additional points spent on them.

Calculate the final rankings for all character skills from base chance, personality
type, professional skill pool, personal skill pool, and the optional skill category bo-
nuses (if used). You might want to shift some points around at this time but keep the
professional skill points and personal skill points separate.

Education (Option): If Education (EDU) is being used, instead of a base
250/325/400/500 skill point pool, make the initial skill points be based on EDUx20
for normal characters, EDUx25 for heroic characters, EDUx30 for epic characters,
and EDUx40 for superhuman characters.

Cultural Skills (Option): For a game with significant differences between human
cultures, your gamemaster may have this influence starting skills or beginning skills
allowed. See Culture and Characters.
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Increased Personal Skill Points (Option): The INTx10 personal skill point total
may be increased to INTx15 for heroic characters, INTx20 for epic characters, or
INT%25 for superhuman characters, as appropriate. This option is recommended for
games where characters are tremendously competent and skilled beyond what their
current profession would indicate.

STEP EIGHT: POSSESSIONS

Most characters have some sort of possessions, whether gear or weapons. The
front of the character sheet has a section for weapons, and the back a space for
possessions. Your profession describes your character’s beginning wealth level and
the Status skill can provide guidelines for what sort of additional equipment that
your character might be able to lay hands upon. It's not necessary to list every item
your character owns, but merely those that might be important in play.

In most cases, your character has the following:

* A complete set (or sets) of clothing appropriate to their environment and set-
ting.
¢ An amount of pocket money and personal savings based on their wealth level.

* A personal item showing some relation to their family or background. This can
be an heirloom, keepsake, or some trinket with a strong emotional connection.

e Any trade tools or equipment suitable to their profession, if appropriate.
* Any weapon they have a skill of 50%-+ in, if appropriate.

* Based on the setting, profession, wealth level, and Status, they may have a
vehicle such as a horse, wagon, bicycle, automobile, personal flier, small space
transport, or some other means of transportation. This is subject to your game-
master’s approval.

* No detailed rules for finances are provided: the suggested wealth for profes-
sions and the Status skill are the best guidelines for determining what items
and funds they begin play owning or having access to. Your gamemaster should
be able to help you describe this in an appropriate level of detail and may have
additional restrictions or suggestions.

STEP NINE: SIZE AND DISTINCTIVE FEATURES

This step is primarily cosmetic and is not entirely necessary.

You may now choose to determine your character’s height and weight, based on
SIZ. Generally, the SIZ range of 10-13 represents the human range of average
weight and height. A person of SIZ 8 (normal minimum) is relatively small, and
someone of SIZ 18 is exceedingly large. You can define this as you wish, either
through exact numbers for height and weight, or with descriptions such as “Tall” or
“Slender”.
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If using the Distinctive Features option. Note these features under your character’s
name on the character sheet.

STEP TEN: FINISHING TOUCHES

This is the final step for various aspects of your character. If you couldn’t think of a
name beforehand in Step One, now is the time. Beyond that, you can come up with
the rest of this section before play begins or as you get a feel for your character.

As desired, you should fill in all the blank spaces that describe the character,
mentally and physically, and come up with some ideas about their background. In
Step Nine you determined your character’s distinctive features, so you should de-
cide whether your character has other, less distinctive, features. What colours are
their hair, skin, and eyes? How do they dress? Do they have any interesting man-
nerisms, or a motto or saying they use often? Do they have an interesting reputa-
tion?

If it is relevant, determine where your character is from. Where did they go to
school (if at all)? What is their relationship with their family? Is the character a mem-
ber of any significant organizations? Do they have an interesting past? Do they have
any significant religious or political beliefs? If appropriate, you should work with your
gamemaster to determine these issues before play begins, or at least do some
thinking about them ahead of time. In play you can also flesh out other details of
your character’s background as necessary or leave these aspects undetermined if
they are not relevant.

The back of the character sheet has space for additional descriptive or background
elements. Fill out as many or as few of these as you'd like, and check with your
gamemaster to make sure that they know about them and that they're suitable for
the game.

Point-Based Character Creation (option)

Standard character creation uses dice rolls to determine starting characteristics,
but you and your gamemaster may choose to use a point-based system, offering
more control over your character’s creation. If so, the following adjustments are
made to Step One.

e All characteristics (STR, CON, SIZ, INT, POW, DEX, and CHA) begin at 10.

*  You have 24 points to spend on characteristics. This is the equivalent of the
‘normal’ power level for a campaign. No initial characteristic can be raised to
higher than 21.

¢ Each point of STR, CON, SIZ, or CHA costs 1 point.
e Each point of DEX, INT, and POW costs 3.

*  You can choose to lower your starting characteristics below the starting value of
10, to a minimum of 3.

24



e For each point of STR, CON, SIZ, or CHA you reduce below 10, you get 1 point
to spend on other characteristics.

e For every point of DEX, INT, and POW you reduce, you get 3 points back.

*  Only with a gamemaster’s permission can you raise or lower a starting charac-
teristic beyond the range of 3—21. For higher power levels (epic and superhu-
man), the characteristic maximum should be ignored.

e For games with powers, you may apply any unused points from characteristic
generation to your power budget. This is only with your gamemaster’s permis-
sion, as it may result in you losing points overall.

If point-based characteristic generation is allowed, the next step for a game with

powers would be the alternate Step Two described in Chapter 4: Powers. For a non-

powered game, character creation should then skip to Step Four.

Higher Starting Characteristics (Option)

For higher-powered campaigns (with a roll of 2D6+6 instead of the normal 3D6),
the starting point total for above is 36 points, equivalent to the heroic power level.
Epic power level characters begin with 48 of characteristic points, and superhuman
power level characters begin with 60 points. The normal characteristic maximums
should not apply.

Education (Option)

If the EDU characteristic is being used, your gamemaster should assign a value
to EDU based on your character’s age (described in Step Three) and background.
You can modify this with any points you choose. Each point of EDU costs 3 points.

Cultural Modifiers or Non-Human Characters (Option)

If your gamemaster is allowing cultural modifiers for starting characteristics, these
modifiers should be applied to characteristics afterwards. If non-human characters
with cultural modifiers to starting characteristics are available, your gamemaster
should adjust your starting points and/or initial characteristics, as appropriate.
Chapter Eleven: Creatures contains advice on allowing non-human characters.

CHARACTERISTICS

Your character is measured and defined by a set of characteristics, values that
represent their physical and mental capabilities. Higher characteristic numbers are
usually better (though a high SIZ can work against you for stealth). Characteristic
values indicate raw natural gifts your character has. Characteristic values can
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change over the course of play. Injuries or adverse conditions can decrease charac-
teristics, while training, exertion, and conditioning can increase them.

e  Physical characteristics (STR, CON, SIZ, DEX, and CHA) have a maximum of
21 for humans.

* Mental characteristics (INT, POW, and EDU) can usually be raised without lim-
its.

e Under most conditions 3 is the lowest value for any characteristic other than
SIZ or INT, which have a minimum value of 8.

If other races or species are allowed in the campaign, they may have higher or

lower characteristic maximums. Magic, mutations, psychic abilities, sorcery, or su-

perpowers can also raise characteristics, without limit.

STRENGTH (STR)

Strength measures brawn and raw muscle power. The Effort roll (STRx5) is its
characteristic roll. STR helps determine how much a character can lift or carry, push
or pull, or how tightly they can hang on to something. In combat, STR limits what
kind of weapons a character can wield, as well as helping determine how much ex-
tra damage (if any) they inflict with any hit. STR can be increased through exercise,
while certain injuries and diseases can permanently reduce STR. A character with
STR 0 is an invalid, unable to rise from their bed.

CONSTITUTION (CON)

Health, vigour, and vitality are all measured by Constitution. The Stamina roll
(CONXxb5) is its characteristic roll. CON determines how well a character can resist
fatigue, poison, disease, drowning, and other hardships, and is a factor in calculat-
ing hit points. CON can be increased through conditioning. Diseases, poisons, and
some injuries can temporarily or permanently reduce CON. A character dies when
their CON falls to O for whatever reason.

SIZE (S17)

Size defines height, weight, and bulk. There is no SlZ-associated characteristic
roll; on the character sheet the space is used to note your character’'s damage mod-
ifier. Resistance rolls using SIZ can determine whether a character can stand firm
against resistance, see over an obstacle, or squeeze through a crack. A character’s
SlZ, as body mass, helps determine hit points and damage modifier (if any). Factors
like gluttony or rigid diet can increase or decrease SIZ, at your gamemaster’s dis-
cretion. Some powers may also affect SIZ. Severe injuries (like lost limbs) can also
permanently decrease SIZ. A character dies if they lose more than half their SIZ
(round up) due to starvation or extreme diet. A character reduced to SIZ 0 through
magic or other influences simply disappears, wasting away to nothing. Your game-
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master should be the arbiter of any involuntary SIZ changes, as these are uncom-
mon.

INTELLIGENCE (INT)

Representing reason, mental acuity, and wits, INT measures how well a character
learns, remembers, and analyses information. The Idea roll (INTx5) is its character-
istic roll. INT is critical in determining initial skill values. Possibly the most important
characteristic, INT has no fixed maximum and can conceivably rise indefinitely
through study and mental exercise. Wounds to the head, prolonged exposure to
harmful drugs, or certain types of diseases can reduce INT. A character with an INT
0 has been reduced to a vegetative state, unable to survive independently.

POWER (POW)

The most intangible of characteristics, Power represents willpower, magical
aptitude, and spiritual development. POW is essential to leadership, intuition, and
magic. The Luck roll (POWx5) is its characteristic roll. POW serves as the determ-
iner for initial power points and initial Sanity points. Like INT, human POW has no
set maximum, and can rise indefinitely. Magical influences can reduce POW (tem-
porarily or permanently) and some magic is fuelled by the permanent sacrifice of
points of POW. For powers (see Chapter 4: Powers), POW is probably the most im-
portant characteristic. POW is the suggested basis for initial power choices, so a
character with higher POW will have more powers (or more levels in those powers).
A character whose POW score reaches 0 has lost their soul and becomes catatonic
without any will or life force.

DEXTERITY (DEX)

Dexterity score measures balance, agility, speed, and deftness. Characters rely
upon DEX when reacting to an attack, climbing, performing delicate work, or moving
stealthily. The Agility roll (DEXx5) is its characteristic roll. Injuries or nerve diseases
can reduce DEX, while rigorous training can quicken reflexes and improve balance.
A character with DEX 0 is utterly immobile.

CHARISMA (CHA)

Charisma determines how likeable or attractive a character is to others, and is
based as much on presence, personality, and demeanour as simple physical ap-
pearance. The Charm roll (CHAXx5) forms its characteristic roll. CHA is used to
measure first impressions and indicates how eager others will be to associate with
someone, through physical attraction or an appealing personality. CHA can be
raised through physical conditioning, cosmetic surgery, or careful application of
grooming and etiquette. It could even be improved by a small amount by posses-
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sion of particularly impressive gear. It can also be reduced through injury or dis-
ease. A character with a CHA 0 is either utterly odious, provoking disgust from all
who encounter them, or has become so nondescript that they barely register.

Cultural Characteristic Modifiers (Option)

Some cultures might receive modifiers to basic characteristics, such as SIZ. This
can be a potentially sensitive topic. Your gamemaster is encouraged to award such
bonuses with caution, and to balance positive bonuses with negative ones, or to
equalize play by giving all cultures an equivalent bonus, though maybe to different
characteristics or attributes. It is emphatically not recommended to penalize INT, no
matter what the apparent justification. No player should be penalized for choosing a
particular culture. It is also recommended that this be used only for settings where
such distinctions are commonly acceptable, such as in fantasy worlds where blood-
lines are unique or in science-fiction settings where humanity has been shaped by
genetic manipulation and has adapted to the galactic environment.

CHARACTERISTIC ROLLS

Some challenges do not intuitively map to particular skills. Can a hunter stay
awake in a blind all night waiting for their quarry? Can a hardened detective piece
together the tantalizing clue hidden in the scraps of evidence? In these situations,
your gamemaster can call for a characteristic roll: a D100 roll against an appropriate
characteristic, multiplied by another number. Your gamemaster decides which multi-
plier to use based on the difficulty of the task. Standard characteristic rolls use a
multiplier of x5, though extremely difficult tasks may require a multiplier of x2, or
even be based on the characteristic itself as a percentage. For more details on task
difficulty and modifier selection, see Chapter 5: System.

EFFORT ROLL (STR=3)

Most feats of strength involve matching STR against the SIZ of the lifted object on
the resistance table (see Chapter 5: System). In cases when a SIZ rating is not
available or is difficult to determine, use an Effort roll. Effort rolls can also be used
as an easy way to determine things such as whether a character can pull them-
selves up onto a ledge. Are they worn out at the end of a long hike? An Effort roll is
a quick way to decide.

STAMINA ROLL (CON=3)

Based upon CON, Stamina rolls measure endurance. Use a Stamina roll
whenever physical or intestinal fortitude is in question. To list a few examples, a
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Stamina roll might determine whether a character can stay awake all night, or en-
dure seasickness, ill-prepared food, or strong drink with no ill effects.

IDEA ROLL (INT=3)

An Idea roll represents the ability to make clever guesses, informed hunches, or
reasonable deductions based upon nothing but observation and raw intellect. When
no skill seems appropriate, an Idea roll can show understanding of a concept or the
ability to unravel a puzzle. Memory is also part of the Idea roll: use an Idea roll to re-
member an important detail, retrace steps through a labyrinth, or memorize a
lengthy formula.

Your gamemaster may also allow an Idea roll if you are stalled, getting you back
on track by revealing a hidden meaning of some already uncovered clue, or letting
them know that something ‘doesn’t quite seem right’ about a particular person,
place, or thing. This type of Idea roll should only be granted at your gamemaster’s
discretion and is not generally solicited by players.

Your gamemaster may also require an Idea roll if you wish to have your character
think or behave in a manner that represents player knowledge vs. character know-
ledge. If a character is a primitive hunter encountering modern technology, for ex-
ample, your gamemaster may require an Idea roll for them to be able to grasp basic
concepts of the item, even if the player automatically knows what it is based on its
description.

LUCK ROLL (POWx3)

Luck is the knack of being in the right place at the right time, having things work
out despite the expectation, or the uncanny ability to escape a random peril un-
scathed. Does your character just happen to have that one special bit or equip-
ment? Will a friendly passer-by lend a hand if they are stranded by the side of the
road? Does the hideous creature attack the character or a nearby non-player char-
acter? Does a character fall through a weak floor, or snag their clothes on a
splintered plank and escape plummeting to death? Luck rolls can be used to answer
all these questions. Successful Luck rolls can create fortunate coincidences under
normal circumstances or save someone from certain doom in an emergency.

AGILITY ROLL (DEX=3)

Whenever a feat of deftness, balance, or agility is called for and no appropriate
skill exists, use an Agility roll to measure success. An Agility roll might, for example,
determine if a character can keep their balance on a heaving ship’s deck, gather up
all the pieces of a broken vase in a hurry, run carrying a precious elixir without spill-
ing any, or grab the vine at the edge of a cliff before falling off.
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CHARM ROLL (CHAx3)

Use Charm rolls to adjudicate interpersonal reactions not covered by an existing
skill. Making a good first impression, seducing an acquaintance, or becoming the
person a group turns to first for guidance are all good uses for a Charm roll. If a
character is standing outside a trendy night club wanting to be let in, a successful
Charm roll will get them noticed and waved through the door.

The Education Characteristic (Option)

The seven main characteristics serve for most games, regardless of setting, but
Education (EDU), an optional eighth characteristic, can be used to help generate
starting skill points. EDU works best in modern or futuristic settings but can be eas-
ily adapted to any campaign setting.

Education (EDU)

Education measures a character’s grasp of general knowledge gained through a
rounded educational system or some other broad learning method. It is not a substi-
tute for specific knowledge about a field—instead it represents general knowledge
of the world. Whether gained through formal study, training, or hard-won experience,
EDU can also measure how many years a character has trained or studied to reach
their current knowledge level.

EDU does not automatically correlate to 1 EDU point = 1 year in school. It can
also represent general life knowledge as well as dedicated study. Not all years in
school are educational, just as all time spent outside school does not mean nothing
is learned. EDU can be readily adapted to most settings—its meaning is obvious in
settings with standardized educational systems. In a medieval setting, it might rep-
resent tutoring or study in collegiums, lyceums, or monasteries, or extensive travel
along exotic trade routes and to foreign ports.

Memory loss can reduce EDU, while a year of hard study or intensive training in-
creases it by +1. An EDU 0 indicates a void of knowledge of the outside world,
though this does not mean that everyone is a near-amnesiac in campaigns where
this characteristic is not used. EDU does not apply to animals or creatures without
an EDU characteristic—their knowledge is either instinctual or is based on different
precepts.

Use of EDU should also be paired with the Know roll (EDUx5).

The Knowledge Roll (EDUx5) (Option)

The Knowledge roll covers the facts and trivia that the average person knows as
‘general knowledge. Know rolls can be used to recall different kinds of facts, de-
pending on the setting and even the culture of a given character. A medieval peas-
ant might use a Knowledge roll to remember the name of a noble lord or the details
of the lives of saints, while a modern citizen of the USA would recall important pres-
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idents or remember what happens if bleach and ammonia mix. Knowledge rolls
should rarely take the place of a more specialized Knowledge skill, and deal strictly
with facts. Making good use of those facts is a function of INT.

DERIVED CHARACTERISTICS

In addition to characteristics (and their attendant characteristic rolls), a character
is also defined by a set of derived characteristics, figured from their characteristics.
If injuries, magic, or other factors increase or decrease a characteristic, all charac-
teristics derived from that characteristic immediately change to reflect the new
value.

For example, your character (CON 16, SIZ 14, HP 15) falls victim to a
deadly poison, which reduces their CON value to 10. Your character’s max-
imum hit points immediately drop from 15 (16+14=30, divided to 15) to 12
(10+14=24, divided to 12). Additionally, their major wound total drops from 8
to 6. If wounds had already brought your character lower than 12 hit points,
they would not take any additional damage, but they are limited to the 12 hit
point maximum until their original CON is restored.

DAMAGE MODIFIER (STR+SIZ, SEE TABLE)

Bigger, stronger characters and creatures are more powerful in physical combat,
inflicting more damage than average with each strike. Smaller, weaker beings inflict
less damage with their attacks. The damage modifier reflects this advantage, ex-
pressed in terms of damage dice added or subtracted from the damage of success-
ful attacks.

A character adds their full damage modifier to all hits with brawling or melee
weapons. In the case of a negative damage modifier, subtract the appropriate dice
from any inflicted damage. If the total is O or less, the blow is too soft to inflict any
harm. An attack never does negative damage, so if the modified damage roll goes
below 0, count it as 0.

Missile weapons don’t allow a character to use their full damage modifier. If your
character's damage modifier is positive, divide the results in half (round up) when
using a thrown weapon or a bow. If the damage modifier is negative, keep the modi-
fier as is. Self-propelled weapons (firearms, energy missile weapons, etc.) do not re-
ceive a damage modifier.

To calculate damage modifier, add the character’s STR and SIZ, and find the res-
ult on the Damage Modifier table (following).
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Damage Modifier Table
STR+SIZ Damage Modifier STR+SIZ Damage Modifier

2-12 —-1D6 73-88 +4D6
13-16 —-1D4 89-104 +5D6
17-24 None 105-120 +6D6
25-32 +1D4 121-136 +7D6
33-40 +1D6 137-152 +8D6
41-56 +2D6 153-168 +9D6
57-72 +3D6 Each +16 Additional +1D6

EXPERIENCE BONUS (1/2 INT)

The smarter a character is, the faster they can learn, especially under stress. To
determine their experience bonus, divide their INT by 2, rounding up. Add the ex-
perience bonus to the learning roll for each experience check your character makes
to improve a skill or characteristic. Consult Chapter 5: System and Skill Improve-
ment.

HIT POINTS (AVERAGE OF CON AND SI7)

Hit points represent your character’s capacity to withstand punishment and phys-
ical injury. When you take damage, you subtract hit points from your total. Calculate
maximum hit points by adding your character's CON and SIZ scores, then divide the
total by 2. Round all fractions up.

Your character loses consciousness when their hit points are reduced to 2 or less,
and if their hit points reach 0, they die at the end of the following round. You can
lose more hit points than you have, so keep track of any negative value. Lost hit
points heal naturally at a rate of 1D3 points per game week, though medical atten-
tion can speed recovery. See Damage & Healing.

Total Hit Points (Option)

For hardier player-characters able to survive quite a bit more damage, use
CON+SIZ to determine hit points, without dividing by 2. This results in characters
who can handle themselves well in combat, take injuries without much inconveni-
ence, and makes major wounds much less common. Injuries caused by special and
critical successes are much less likely to kill characters outright. This optional sys-
tem can easily be used with the hit points per location system, increasing the
chances that characters will remain attached to their limbs, and vice versa.

To draw a major distinction between player characters and weaker “cannon-fod-
der” non-player-characters, your gamemaster might have only the player characters
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and important non-player-characters use hit points equalling CON+SIZ, giving all
other non-player-characters hit points based on (CON+SIZ)/2. This gives a signific-
ant advantage to player characters, and allows them to survive more than a few
solid injuries. It also allows for player characters who can take on large numbers of
non-player-characters without significant fear of being killed by one critical blow.

Hit Points by Hit Location (Option)

For more detailed combat, hit points are divided among your character’s body
parts. If an attack is successful, a D20 roll determines where the blow lands. If using
the optional hit location system (see Hit Locations), your character’s hit points are
divided among their various hit locations. Use the following formula for humanoids,
rounding up for each location:

Location Hit Point Value
Leg, Abdomen, Head 1/3 total hit points
Chest 4/10 total hit points
Arm 1/4 total hit points

The humanoid hit point spread is provided below based on Maximum Hit Points.

Locaton 1 & ¢ ° N ® © = 2 §3 > » © X
o LoboR 3
N [$)] ~ o
Each Leg 1 2 2 2 3 3 3 4 4 5 6 6 7 7
Abdomen 1 2 2 2 3 3 3 4 4 5 6 6 7 7
Chest 1 2 2 3 3 4 4 4 5 6 7 8 8 9
Each Arm 1 1 2 2 2 2 3 3 3 4 4 5 5 6
Head 1 2 2 2 3 3 3 4 4 5 6 6 7 7

The sum of your character’s hit points by location exceeds their maximum hit
points, but whenever a character is wounded, the rolled damage is subtracted from
both that location’s hit point total and your character’s maximum hit points.

Damage exceeding a location’s total hit points renders it useless. Damage equal
to twice a location’s hit point total crushes or severs it. See Damage per Hit Loca-
tion.

For example, your character has 14 hit points, with 5 hit points in each leg,
5 hit points in the abdomen, 6 hit points in the chest, 4 hit points in each
arm, and 5 hit points in their head. Even though their hit points in all loca-
tions total 34, your character will die if they suffer a total of 14 hit points of
damage.
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The Major Wound system is not easily compatible with the hit location system
and should a gamemaster choose to use the optional hit locations and Damage by
Hit Location systems, the major wound system should be eliminated or adapted
considerably, perhaps with the nature of the major wound being chosen by your
gamemaster where applicable.

MAJOR WOUNDS (1/2 OF HP)

Divide your character’s hit point total in half, rounding up if necessary. This total is
their major wound level. If your character takes this amount of damage from a
single wound, they may suffer horrific side-effects as well as simple hit point loss.
See** Major Wound**s in Chapter 6: Combat.

POWER POINTS (MAX = POW)

Power points (PP) represent your character’s vital essence, their reserves of spir-
itual or life energy. Your character spends power points to cast or resist spells. Your
character’'s maximum power points are usually equal to their POW characteristic.
Generally, spent power points regenerate at a rate of 1 per hour of sleep or total
rest, or 1 for every two hours of normal activity. See the Power Point Recovery
Rate Table for rates for higher POW scores. If your character is engaged in strenu-
ous activity, they cannot regain power points. When your character’s power point
total falls to 0, they are completely exhausted, and faint until regaining at least 1
power point. You cannot have negative power points.

Power Point Recovery Rate Table

Max PP Asleep Awake

1-24 1 per hour 1 per 2 hours
25-48 2 per hour 1 per hour
49-72 3 per hour 1 per 40 minutes
73-96 4 per hour 1 per 30 minutes
97+ +1 per hour divide time in half

Unlike hit points or fatigue points, power points can climb above the maximum for
brief times under certain conditions. As noted, if your character receives additional
power points (usually through the use of a power), they can store up to twice their
POW characteristic in extra power points. Any power points beyond that are lost. If
your character uses any power points while over their normal maximum, these must
come from the extra power points first. These extra power points are not renewed
and do not regenerate as normal and dissipate entirely after a night’s sleep or a
suitable juncture determined by your gamemaster.

ltems that store power points and allow the wielder to use the stored power points
do not count against this total, as long as the power points are not stored in the
user’s own power point reserve. In most cases, the power points are used straight
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from the item’s reserve, and do not affect the user’'s own power points. See Chapter
8: Equipment for more on items with power point reservoirs.

Other Kinds of Power Points (Option)

Due to the variety of powers in Chapter 4: Powers, “power points” is used in place
of other names like “temporary power” or “magic points.”. If desired, your gamemas-
ter can change the name to “energy points” or “magic points” or whatever is appro-
priate to the setting. If systems other than magic or sorcery are used, it is recom-
mended to keep them called power points, to avoid confusion. It is advised not to
use two different names for power points in the same game.

MOVEMENT (MOV)

All human and humanoid characters begin with a movement (MOV) attribute of
10. This measures how much distance your character can move in a combat round.
A unit is a flexible distance, and can range from 1-5 meters, depending on how
quickly your character is moving.

e Awalkis 1 meter per MOV.
e Arunis up to 5 meters per MOV.

*  An average rate of movement in combat is 3 meters (yards) per unit, meaning
that on average, your character moves 30 meters a combat round.

Movement rates are described further in Movement Rates in Chapter 5: System.

FATIGUE POINTS AND SANITY POINTS (DPTION)

Some optional systems and powers refer to fatigue points and sanity points. For a
more detailed encumbrance and fatigue system, your gamemaster should use fa-
tigue points (described below). Games based on horror, blasphemous sorcery, or in-
describable atrocity will depend heavily on the use of the sanity system (also be-
low).

FATIGUE POINTS (MAX = STR + CON)

Fatigue points (FP) measure your character’s endurance, such as how long they
can engage in strenuous activity before exhaustion sets in. Your character’'s max-
imum fatigue points are equal to their STR+CON. Your character expends 1 fatigue
point per combat round of strenuous activity (melee combat, swimming, sprinting,
climbing, etc.). Sprinting or backbreaking labour costs 1 fatigue point per turn.
Forced marches cost 1 fatigue point per hour. Unlike hit points and power points,
your character can continue to act with negative fatigue points.

When your character drops below 0 fatigue points, they suffer a penalty of —1%
per negative point of fatigue to all skill, characteristic, and resistance rolls. When
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your character’s negative fatigue point total equals their base fatigue value
(STR+CON), they are incapacitated by exhaustion, incapable of action. An ex-
hausted character may fall unconscious (gamemaster discretion), and even if they
remain awake, they cannot act until their fatigue point value regenerates to a posit-
ive number. Your character’s encumbrance value (ENC) also affects their base fa-
tigue value. See Encumbrance.

Your character regains 1 fatigue point every minute (5 rounds) where they do not
spend fatigue points. Resting, walking at a slow pace, or riding a beast or vehicle
does not expend fatigue. An average character recovers from 0 to their full fatigue
point total in 20 minutes (assuming a STR 10, CON 10, and 1 fatigue point re-
covered per minute of rest).

Simple Fatigue

For a simpler version of fatigue eliminates fatigue points altogether, your game-
master may declare that after some massive endeavour or extreme physical hard-
ship, your character is fatigued. They are either ready for action, or they are fatigued.
Your gamemaster may allow a Stamina roll to escape being fatigued after a period
of physical exertion.

Using this method, your character grow tired after spending CONx3 uninterrupted
combat rounds in battle or difficult physical activity. After that, your character is auto-
matically fatigued, and all skill rolls are Difficult.

After spending CONx4 uninterrupted combat rounds in battle or difficult physical
activity, your character makes all their skills as if they were 1/4 the normal skill rating
and must make a successful Stamina roll to do anything physical before the skill rat-
ing can even be attempted.

After CONx10 rounds of such activity, your character is utterly exhausted, and is
barely able to lift their weapon, stand upright without something to lean on, etc. At
this point, your character must make a Difficult Stamina roll to do any basic action,
and your gamemaster may rule that any skill roll is Impossible or limited to your
character’'s POWx1.

SANITY POINTS (MAX = POW=3)

As described in Sanity (see Chapter 10: Settings), sanity points (SAN) repres-
ent your character’s mental and emotional fortitude, and their ability to withstand
shock, terror, and cosmic awfulness. Your character’s base SAN points equal their
POWXx5.

Whenever your character is exposed to a horrifying situation or mind-bending
strangeness, they must roll D100 against their current SAN point total. If your char-
acter fails (or perhaps even if they succeed) they lose sanity points.

A character who suffers sufficient SAN loss will likely go mad. Your character’s
temporary insanity score (like a Major Wound Threshold) equals % their current
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SAN. Losing this many SAN points in a five-minute period results in some form of
temporary insanity.

Sanity points do not naturally regenerate and can only be recovered under very
specific circumstances. Characters can gain SAN beyond their base value, to a
maximum of 99. Certain types of blasphemous knowledge can limit a character’s
maximum allowable SAN score.

DISTINCTIVE FEATURES (OPTION)

Distinctive features are a way of describing notable features about your character.
These are descriptive only and have no mechanical value. They serve to help make
your player character seem more real. The further from average—higher or lower—
your character’s Charisma (CHA) characteristic, the greater number of distinctive
features they have.

Distinctive Features

CHA Number of Features

3 orless
4-7

8-9
10-11
12-14
15-16
17+

A WON-=2DNDWS

Roll 1D10 or choose a category below for each distinctive feature your character
has. You can choose the same category multiple times. Then choose a feature or
features from the entry. These are all cosmetic and do not affect game values, but it
is useful to keep your character’s characteristics and skills in mind when picking dis-
tinctive features.

If your character's CHA is low (9 or lower), these features may be unpleasant, un-
attractive, or unusual looking. If your character’s CHA is high (12+), the features are
attractive or impressive-looking, even if the feature would be normally not one
thought of as attractive. However, this is not restrictive, and appearance is not al-
ways indicative of actual charisma.

As you choose, picture your character in your mind, and imagine how they appear
in the game’s setting. You can also combine different features in interesting ways.
Your gamemaster may veto certain distinctive features if they would be out of place,
depending on the setting.

1—Hair on Head: Bald, bald on top, blond, black, braided, brown, crew-cut, curly,
dirty, full of lice, glossy, gray, long, lustrous, matted, oily, perfumed, receding, red,
shaven, spiky, very long, wavy, wig, feature of your choice.
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2—Facial Hair: Arched eyebrows, braided beard, bushy beard, curled and per-
fumed beard, enormous moustachios, eyebrows grown together, goatee, long
beard, no eyebrows, sideburns, strange designs cut in close-trimmed beard, thick
eyebrows, feature of your choice.

3—Facial Feature: Birthmark, black eyes, blue eyes, bright eyes, broken nose,
broken teeth, brown eyes, deeply tanned, double chin, earrings, enormous chin,
even teeth, eye patch, fleshy lips, gap in teeth, gray eyes, hairy ears, high
cheekbones, hooked nose, large eyes, large nose, long eyelashes, jagged teeth,
nose ring, pale, pockmarked skin, pointed chin, pointed teeth, prominent incisors,
pug nose, round face, scar, sensuous lips, stained teeth, tattooed, thin lips, tiny
ears, turned-up nose, warts, weak chin, white teeth, wide-eyed, yellow teeth, fea-
ture of your choice.

4—EXxpression: Adoring, alluring, arrogant, bemused, bright-eyed, curious,
cringing, dour, drunken, friendly, guarded, haughty, lecherous, leering, meek, mis-
chievous, naive, outgoing, piercing, pleasant, proud, seductive, sneaky, sneering,
squinting, expression of your choice.

5—Clothes: Ancient style, armoured hat, athletic, barefoot, clothes leave wearer
too hot or too cold, conical hat, embroidered with special emblem, expensive, fash-
ionable, fine boots, for wrong sex, formfitting, full of holes, garish, gaudy, ill-fitting,
lots of cheap jewellery, new, nightclothes, partly nude, peaked hat, prim, rich, san-
dals, satiny, sexy, skintight, sporty, subdued, too much ornamentation, uniform, util-
itarian, vulgar, wide hat, clothes of your choice.

6—Bearing: Angry, casual, clumsy, confident, ethereal, fearful, graceful, humble,
jaunty, languid, military, nimble, plodding, pushy, reserved, slouching, sprightly, stiff,
swaggering, sensual, swaying, wary, weary, yielding, bearing of your choice.

7—Speech: Accented, affected, aggressive, deep, demanding, drawling, faint,
hesitant, high-pitched, imperious, musical, mumbling, nasal, raspy, sharp, sensual,
shrill, slow, smooth, soft-spoken, strong, throaty, unintelligible, whining, speech
characteristic of your choice.

8—Arms and Hands: Birthmark visible, bracelets or other arm jewellery, bulging
biceps, calloused hands, deeply tanned, hairless, hairy, knobby elbows, large
knuckles, left-handed, long arms, long fingernails, muscular, one arm longer than
the other, one finger missing, one too many fingers present, pointed elbows, pointed
fingernails, powerful arms and hands, rings, scar, slender, smooth-skinned, tat-
tooed, unlined, very hairy, very pale skin, feature of your choice.

9—Torso: Barrel-like, belly ring, birthmark visible, broad-shouldered, curvy, every
bone shows, flat stomach, hairless, high waist, lean, long torso, many scars, mus-
cular, narrow, no navel, one nipple gone, pot-bellied, prominent scar, short,
shrunken chest, sinewy, sleek, slender, slim-hipped, svelte, tall, tan lines visible,
tanned, tattooed, thick, thin, very hairy, very pale, willowy, feature of your choice.

10—Legs and Feet: Birthmark visible, bulging thighs and calves, calloused feet,
deeply tanned, hairless, hairy, knobby knees, limping in one leg, many scars, mus-
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cular, one toe missing, one too many toes present, scar, scars from flame or acid,
sleek, smooth, tanned, tattooed, toe ring, very hairy, very long legs, very pale skin,
very short legs, weathered skin, feature of your choice.

Come up with distinctive features of your own if these are not sufficient. For
games featuring non-human races, feel free to add new and unique features, or dis-
allow inappropriate features.

PROFESSIONS

In addition to being defined by characteristics, your character is also defined in
terms of their skills. These are learned through life experience, often as part of
education and a profession. A profession is a job or vocation your character is as-
sumed to be a part of when they begin play (or was a part of before play began),
guiding skill allocation. A profession is just where they start when play begins and is
not a limit to what they can do and become. They can grow and change over the
course of a campaign far beyond their profession.

PROFESSIONS BY SETTING

Following is a listing of the more common professions, with notes about the set-
tings in which they would be commonly encountered. These settings are described
in Chapter 10: Settings. Some profession titles and initial skill lists may not be suit-
able for each setting and should be adjusted by the players and gamemaster as re-
quired.

For example, in campaign set in ancient Japan, your gamemaster tells you
that the warrior profession is called samurai, assassin is a ninja, the thief is
a bandit, the criminal is a yakuza, and the noble is a courtier.

These lists are not exhaustive but represents the most suitable professions for
player characters in each general setting. These professions can be expanded as
desired, and even unlikely choices are possible. Our own modern world still has
small pockets of tribespersons and shamans, for example, though they are hardly
common.

SETTINGS AND SKILLS

You and your gamemaster should make sure the skills associated with a profes-
sion fit the game’s setting. For inappropriate skills, substitute a different speciality if
that makes it work, and if no other speciality is appropriate, choose another skill
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within the same category. See Chapter 3: Skills for more information on skill speci-
alities and skill categories.

SKILL CATEGORY BONUSES (OPTION)

If you and your gamemaster want your character’s characteristics to influence
their skill ratings, you should employ this system. As described in the Chapter 3:
Skills, each skill is grouped into skill categories. Each category is linked to one or
more characteristics that are used to compute a skill category bonus for each cat-
egory. To compute the bonus for each skill category, note the primary, secondary,
and negative characteristics of each category (or use the chart below):

e  Primary characteristics add +1% for every point over 10 and subtract —1% for
every point under 10.

e Secondary characteristics add +1% for every 2 points over 10 and subtract —
1% for every 2 points under 10. Round down.

* Negative characteristics subtract —1% for every point over 10 and add +1% for
every point under 10.

Skill Category Modifiers

Category Primary Secondary Negative
Combat skills DEX INT, STR —
Communication skills INT POW, CHA —
Manipulation skills DEX INT, STR —

Mental skills INT POW, EDU —
Perception skills INT POW, CON —
Physical skills DEX STR, CON Sz

For example, your character has the following characteristics: STR 14,
CON 13, INT 8, SIZ 12, POW 10, DEX 12, and CHA 8. Their skill category
bonuses are:

e Combat: +3% (+2 for DEX, +2 for STR, —1 for INT)

e Communication: —3% (-2 for INT, O for POW, —1 for CHA)

e Manipulation: +3% (+2 for DEX, —1 for INT, +2 for STR)

e Mental: —-2% (-2 from INT, 0 for POW, EDU is not used in this campaign)
e Perception: —1% (-2 for INT, O for POW, +1 for CON)

e Physical: +3% (+2 for DEX, +2 for STR, +1 for CON, -2 for SiZ)
See Chapter 3: Skills for more information about skill categories, category bonuses,
and base skill chances.
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Skill Bonus Table

Value Primary Secondary Negative
1 -9% -4% +9%
2 -8% -4% +8%
3 -7% -3% +7%
4 -6% -3% +6%
5 -5% -2% +5%
6 -4% 2% +4%
7 -3% -1% +3%
8 -2% -1% +2%
9 -1% -0% +1%
10 +0% +0% -0%
11 +1% +0% -1%
12 +2% +1% -2%
13 +3% +1% -3%
14 +4% +2% -4%
15 +5% +2% -5%
16 +6% +3% -6%
17 +7% +3% -7%
18 +8% +4% -8%
19 +9% +4% -9%
20 +10% +5% -10%
21 +11% +5% -11%
Etc. +1%/point +1%/2 points -1%/point
SIMPLER SKILL BONUSES

If calculating skill category bonuses is too complicated, each category bonus can
instead be defined as 1/2 of the primary characteristic (round up). This method res-
ults in higher initial skill chances and eliminates the chance of a category penalty. If
desired, use the simple skill category modifiers from the following table.

Simple Skill Category Modifiers

Category Primary
Combat skills DEX/2
Communication skills CHA/2
Manipulation skills DEX/2
Mental skills INT/2
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Perception skills POW/2
Physical skills STR/2

PROFESSIONS A THROUGH Z

Most of these professions are generic enough to be suitable for many settings or
eras. Each includes a general description, a list of appropriate skills, and a sugges-
ted wealth level. Each setting in Chapter 10: Settings suggests appropriate profes-
sions.

These professions are not exhaustive. Depending on the setting, your or your
gamemaster may create additional professions, or adapt existing professions even
more. Information on creating new professions or adapting existing ones is found in
Creating New Professions.

Your gamemaster may limit your choices of profession or ask you to determine
your profession randomly, but it is usually preferable to choose a profession, to pre-
vent being forced to play a character you will not enjoy.

Skills: These skills are the main skills used by members of that profession. Your
character will spend their professional skill points on these skills during character
creation. Your character does not have to have all these skills, but these are a sug-
gestion of which skills would be appropriate. With your gamemaster’s permission,
you can substitute any of these skills for another if the skill does not fit with the era,
setting, or your character concept.

For example, you wish to play a constable with a penchant for deduction in
a campaign set in 12th century England. You look at the professions list and
see that the Detective template lists the Firearms (Pistol or Revolver) skill. It
would be wholly reasonable to switch this with Melee Weapon (Sword) for
that setting.

Wealth: An average wealth level for a character in that profession. In some
cases, a range is provided, allowing for you and your gamemaster to decide the
most appropriate to the setting. The description is meant to be a suggestion only;
you and your gamemaster may choose to adjust the suggested wealth level up or
down depending on your character concept.

An alternate method of determining initial wealth level where a range is presented
is to begin with your character at the lowest of the wealth ranges, adjusted upward
for each successful Status roll you can make. This should be done after your char-
acter has been created.

While the Status skill describes the ways in which Status and wealth relate to one
another, a brief description of each wealth level is below.
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Special: This indicates whether a member of the profession is likely to have
powers, described in Chapter 4: Powers.

Wealth

Ultimately, wealth represents what your character’s economic status is at the start
of play, and what they are accustomed to. Each level below describes the relative
state of someone in that wealth level. Wealth is covered further in Chapter 8: Equip-
ment, as it determines what sort of possessions your character can initially own and
acquire in play.

Destitute

Penniless, your character must scavenge food and drink or rely on charity. Home-
less, they sleep wherever they can find a dry and safe spot. They may have some
small possessions other than what they can carry, but these are not particularly
valuable and are hidden away, stolen if discovered. This level of poverty is probably
reflected in your character’'s appearance, and they may have difficulty performing
normal tasks due to prejudice against the destitute.

Poor

While your character has some money and does not want for a place to sleep or
food to eat, their life is without much luxury. They do not have much free cash. With
this level of wealth, their abode is humble and potentially in a poor or undesirable
part of town. They are partly employed, unemployed, or work hard for meagre
wages.

Average

Your character has a comfortable income and lives without much difficulty, though
major purchases must be weighed carefully. They have an average home or apart-
ment somewhere and may have a reasonable amount of money in savings, though
few would think them anything other than middle class or of average income. They
can pay their bills and expenses, and can splurge occasionally on luxury items, but
they are generally living a lifestyle common to most people in their culture and era.

Affluent

Your character is doing quite well and has a considerable income or stream of
money with which they can live opulently and enjoy life. Living accommodations are
very upscale, and your character does not need to think twice about making major
purchases. They have a large amount of money saved and may live a life of excess
and luxury without any consequences.

Wealthy

Your character has vast material wealth from a near-inexhaustible source. They
can make purchases of considerable expense without a second thought, with a
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quality of life enviable to most. They have a great amount of money saved, and due
to their level of wealth, are likely to have social and business opportunities far bey-
ond those of any other income level.

A List of Professions
Artist
Assassin
Athlete
Beggar
Clerk
Computer Tech
Occultist
Crafter
Criminal
Detective
Doctor
Engineer
Entertainer
Explorer
Farmer

Artist

Gambler
Herder
Hunter
Journalist
Labourer
Lawkeeper
Lawyer
Mechanic
Merchant
Noble
Writer
Pilot
Politician
Priest
Sailor

Scholar
Scientist
Servant
Shaman
Slave
Soldier
Spy
Student
Teacher
Technician
Thief
Tribesperson
Warrior
Wizard

You make your living through making art, whether drawing, painting, sculpture,
design, photography, film-making, or any other means of creative expression in a
physical or digital medium. Performers should refer to the Entertainer profession.

e Wealth: Any, but usually Poor or Average.

«  Skills: Any two Art skills, any Craft, Insight, one appropriate Knowledge skill,
Language (Other), Language (Own), Listen, Research, Spot.

Assassin

As a cold-blooded professional assassin, death is your trade. Whether you kill for
money or some other cause, you are skilled in the termination of other living beings,

usually in secrecy.

*  Wealth: Average or Affluent. You may also have a wide range of weapons and

false identities, as appropriate to setting.

e Skills: Dodge, Hide, Listen, Spot, Stealth, and five of the following as appropri-
ate to setting: Brawl, Disguise, Drive, Electronics, Grapple, Firearm (any), Fine
Manipulation, Martial Arts, Melee Weapon (any), Missile Weapon (any), Ride,

Throw, Track.



Athlete

Whether professional or amateur, state-sponsored or still in school, you excel in a
style of sports or exercise, honing your body and resolve for solo or team athletic
competition.

e Wealth: Poor through Wealthy, usually Average or Affluent.

. Skills: Climb, Dodge, Jump, Stealth, Throw and choose five of the following as
appropriate to setting and sport: Brawl, First Aid, Grapple, Insight, Listen, Mar-
tial Arts, Spot, Ride, Swim.

Beggar

You survive by begging for money, food, and other necessities. You may call yourself
a hobo, homeless, or a wandering vagabond. Perhaps you had a run of bad luck,
are of a discriminated-against group, have a criminal past you cannot escape, or in-
sanity or substance abuse drove you to this state.

«  Wealth: Destitute, though some beggars are actually Poor and only pretend to
be worse off.

e Skills: Bargain, Fast Talk, Hide, Insight, Knowledge (Region: local area),
Listen, Persuade, Sleight of Hand, Spot, Stealth.

Clerk

You spend your days at a desk, usually working in some financial field. This profes-
sion could be one where you deal with customers, such as an accountant or salar-
ied employee in a company, government, or other organization.

*  Wealth: Average.

«  Skills: Bargain, Etiquette, Knowledge (Accounting), Knowledge (Law), one
other Knowledge, Language (Own), Persuade, Research, Status, and either
Technical Skill (Computer Use) or Literacy, as appropriate by era.

Computer Tech

You could be a corporate software engineer or an illicit hacker. Alternately, you
could be working in any of the many fields of software development. Much of your
life is spent interfaced with a computer, often connected to the world’s information
network. Lines of code, data, and other virtual assets are as real to you as the tools
and materials of other craftsmen.

e Wealth: Average to Affluent.

*  Skills: Craft (Computer Hardware or Code), one Knowledge skill, Language
(Other) (a programming language), Repair (Electrical), Repair (Electronics),
Research, Science (Mathematics), Status, Technical (Computer Use), and
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choose one of the following skills as specialities as appropriate to setting: Ac-
counting, Hide, Knowledge (Law).

Crafter

Whether a village blacksmith, a glass-blower, or a maker of finely tuned watches,
you make trade goods by hand and sell them to interested buyers. You usually work
in a shop, whether you own it or are merely employed there.

e Wealth: Poor to Affluent, usually Average.

e  Skills: Appraise, any one Art, Bargain, any two Craft skills, Spot, Research,
Status, and choose two of the following as appropriate to setting and trade:
Fine Manipulation, Heavy Machine, Repair (Electrical), Repair (Electronics),
Repair (Mechanical).

Criminal

You make your way through the world by breaking the law, whether by strong-arm
theft, organized crime, picking pockets, or some other means of gaining valuables or
money illegally.

*  Wealth: Poor to Affluent, sometimes Wealthy, usually Average.

e  Skills: Bargain, Hide, Stealth, Drive or Ride, and choose any six of the follow-
ing as appropriate to setting and racket: Appraise, Brawl, Climb, Fast Talk, Fine
Manipulation, Firearm (any), Gaming, Grapple, Insight, Jump, Knowledge
(Law), Listen, Martial Arts, Melee Weapon (any, usually knives or clubs), Per-
suade, Spot, Throw.

Detective

Whether employed by the police or working privately, you use skills of observation,
deduction, and criminology to determine who has committed crimes. You may have
a wide range of forensic and scientific skills or operate on gut instincts.

*  Wealth: Average or Affluent.

e  Skills: Firearm (Handgun), Knowledge (Law), Listen, Persuade, Spot, Re-
search, and choose four of the following as appropriate to setting and concept:
Art, Brawl, Disguise, Dodge, Drive, Fast Talk, Firearm (any), Grapple, Hide, In-
sight, Knowledge (any), Language (Other), Language (Own), Medicine, Ride,
Science (any), Technical (Computer Use), Stealth, Track.

Doctor

You have made it your calling to treat the injured, infirm, sick, and otherwise un-
healthy, using diagnostic skills and medical practices gained through extensive
training and study. You may have taken an oath to help any who need it, no matter
what they have done or who they are.
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*  Wealth: Average to Affluent.

e  Skills: First Aid, Language (Other), Medicine, Persuade, Research, Spot, and
choose four of the following as appropriate to setting: Insight, Language (vari-
ous), Psychotherapy, Science (any), Status.

Engineer

You build, repair, or maintain machines, work in construction, or are a mechanic
dealing with technology appropriate to your era and setting, from simple stone archi-
tecture to highly advanced spaceship drive systems. Some engineers maintain and
operate a large and complex vehicle of some sort, from a sailing ship to a space
cruiser, while others are employed in the creation and maintenance of siege en-
gines or architectural structures.

e Wealth: Poor to Affluent, usually Average.

»  Skills: Craft (any), Repair (Mechanical), Repair (Structural), Spot, Status, and
five of the following, as appropriate to setting and concept: Art (usually Draft-
ing), Drive, Heavy Machine, Knowledge (any), Pilot (any), Repair (Electrical),
Repair (Electronics), Science (any), or Technical (Computer Use).

Entertainer

You use your performing talent to entertain audiences of all sizes, improvisational or
scripted, in person or through broadcast transmission or pre-recorded distribution.

*  Wealth: Destitute to Wealthy, usually Average.

e  Skills: Art (any), Disguise, Fast Talk, Fine Manipulation, Insight, Language
(Other), Language (Other), Listen, Perform (any), Persuade.

Explorer

You have made it your life’s work to seek out the unknown corners of the world, go
where none have gone before, and to bring back knowledge of what you have
found, either for glory or in the name of discovery.

e Wealth: Affluent or Wealthy.

e Skills: Climb, Language (Other), Language (Own), Persuade, Research, Spot,
and four of the following as appropriate: Knowledge (Anthropology, Group,
History, Natural World, or Region), Drive, Fast Talk, Firearm (Pistol, Revolver,
or Rifle), Navigate, Pilot (Aircraft or Boat), Ride, Science (Geology), Swim,
Track.

Farmer

As a farmer you dwell in a rural or barely tamed area, coaxing a living out of the
land through growing crops or tending animal herds. It is a hard life with long days
of backbreaking labour, but nonetheless satisfying.
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e Wealth: Poor to Affluent, usually Average.

e  Skills: Bargain, Craft (any), Knowledge (Natural History), Listen, Spot, and five
of the following as appropriate to setting and concept: Brawl, Drive, Firearm
(Rifle or Shotgun), First Aid, Heavy Machine, Knowledge (History), Repair
(Mechanical), Ride, Science (Biology, Botany, or Geology), Track.

Gambler

You survive by the whim of chance, or by cheating fate in games of luck and skill. In-
evitably, you travel around; drifting from one gambling arena to another, sometimes
one step ahead of the law, hoping your luck won’t dry up.

e Wealth: Poor to Affluent, usually Average.

e  Skills: Bargain, Brawl, Dodge, Fast Talk, Gaming, Insight, Knowledge (Account-
ing), Persuade, Sleight of Hand, Spot.

Herder

You make your living tending herd animals, riding the open range and taking care of
the herds, finding strays and bringing them to market when it is time to sell.

*  Wealth: Poor to Average, occasionally Affluent.

e Skills: Craft (usually knots), Firearm (Rifle), Knowledge (Natural History),
Knowledge (Region: the Range), Listen, Navigate, Ride, Spot, Throw, Track.

Hunter

Whether for survival or for the thrill of the hunt, you specialize in tracking and either
trapping or killing wild animals or other beings.

*  Wealth: Poor or Average, unless a big game or sport hunter, then Wealthy.

. Skills: Climb, Hide, Listen, Navigate, Spot, Stealth, Track, and three of the fol-
lowing as appropriate to setting and concept: Firearm (Rifle or Shotgun), Know-
ledge (Natural History or Region), Language (Other), Melee Weapon (usually
Spear), Missile Weapon (any), Ride.

Journalist

Whether a columnist for a weekly paper, a web journalist, a photojournalist, a televi-
sion anchor, or a gonzo commentator, you make a living from the coverage and
analysis of events, to be broadcast or distributed in some other medium. This may
come with some measure of fame or notoriety.

e Wealth: Average to Affluent.

e Skills: Fast Talk, Insight, Language (Own), Listen, Persuade, Research, Spot,
and three of the following as appropriate to setting and concept: Art (Photo-
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graphy), Craft (Photography), Disguise, Hide, Knowledge (any), Language
(Other), Status, Stealth, Technical (Computer Use).

Labourer

You are a blue-collar worker, whether on a factory line, in a warehouse, or simply
heavy labour. Your muscle and ability to do repetitive tasks are more important than
any brainpower you can muster.

«  Wealth: Poor or Average.

e SkKkills: Climb, Craft (any), Drive, Brawl, Grapple, Heavy Machine, and four oth-
ers, as appropriate to setting: Appraise, Fine Manipulation, Language (Other),
Literacy, Repair (Mechanical), Repair (Structural), Technical (Computer Use).

Lawkeeper

You have the authority and the jurisdiction to uphold and defend the law, ideally in
defence of the common folk. Your enforcement of the law and legal code is suppor-
ted by the power structure in your community.

¢ Wealth: Usually Average. Corrupt lawmen are sometimes Affluent.

. Skills: Brawl, Dodge, Fast Talk, Knowledge (Law), Listen, Spot, and four of the
following, as appropriate to setting and concept: Drive, Firearms (any), First
Aid, Grapple, Insight, Knowledge (Region or Group), Language (Other), Martial
Arts, Melee Weapon (any), Missile Weapon (any), Pilot (any), Ride, Status,
Technical (Computer Use), Track.

Lawyer

You are trained in law and use the legal system to prosecute or defend, or you rep-
resent the legal interests of individuals, organizations, or governments. Though you
have no authority above or beyond that of the common citizen, your inside know-
ledge of the legal system gives you considerable power within the legal system.

«  Wealth: Destitute, Poor, Average, Affluent, Wealthy

e Skills: Bargain, Fast Talk, Insight, Knowledge (Law), one other Knowledge
skill, Language (Own), Perform (Oratory), Persuade, Research, Status.

Mechanic

A grease-monkey, you spend your time maintaining, repairing, and sometimes build-
ing machines, vehicles, or more complex constructions. You are good with tools,
and able to easily decipher technical problems or issues.

e Wealth: Poor to Average, usually Average.

. Skills: Bargain, Craft (Metalwork), Drive, Fine Manipulation, Heavy Machine,
Repair (Electrical), Repair (Electronics), Repair (Mechanical), Repair (Struc-
tural), Spot.
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Merchant

You make a living in retail or wholesale, purchasing resources for less and selling for
more. You might work in or own a shop, or you might be mobile: a travelling sales-
man, a wandering tinker, an adventuresome spice merchant, or an international
sales representative.

*  Wealth: Average to Wealthy, usually Affluent. Your gamemaster and player
should determine whether the character owns their own shop or trade vessel.

e Skills: Appraise, Bargain, Fast Talk, Knowledge (Accounting), Knowledge
(Business), Persuade, Research, Status, and any two other skills as specialit-
ies, as appropriate to setting and concept.

Noble

You were born into wealth and a ruling class. In a society that recognizes such so-
cial distinctions your status is often associated with ranks and titles, but even if such
titles are meaningless you are still easily recognized as among the elite. You are ac-
customed to an elegant and extravagant lifestyle, and you know and are known to
the wealthy and other high-born of society.

e Wealth: Affluent to Wealthy, usually Wealthy.

e  Skills: Bargain, Drive, Etiquette, Language (Own), Language (Other), Literacy,
and Status, plus any other three skills as hobbies or fields of interest.

Occultist

You are a student of obscure secrets, hidden lore, and magical power, believing in
the influence and primacy of supernatural forces. If appropriate to the setting, your
gamemaster may allow you to use powers (probably magic or sorcery) perhaps
studied while a member of an occult organization or secret society.

e Wealth: Poor to Wealthy, usually Affluent.

«  Skills: Fast Talk, Insight, Knowledge (Anthropology), Knowledge (History),
Knowledge (Occult), Language (Other), Language (Own), Research, and any
two other skills as appropriate to setting, usually from the following: Art (any),
Craft (any), Knowledge (Archaeology), Medicine, Science (any), Status.

e Special: If magic is present in the setting, you may have magic powers. See
Chapter 4: Powers for more information.

Pilot

Whether on land, on or below the water, in the skies, or through the deeps of space,
you are trained in guiding and piloting a vessel of some sort, steering it for commer-
cial, official, or military ends. Your job ranges from space fighter pilot to tramp
steamer captain, depending on the setting.
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Wealth: Average to Affluent. If you own your own vessel, Affluent.

Skills: Drive, Heavy Machine, Listen, Navigate, Pilot (any), Spot, plus any four
of the following skills, as appropriate to setting: Bargain, Climb, Command,
Craft (any), Knowledge (Region), Repair (Electrical), Repair (Electronics), Re-
pair (Mechanical), Language (Other), Persuade, Science (Physics), Science
(Astronomy), Technical (Computer Use).

Politician

You have been elected or appointed to a position of authority and make your living
taking part in or directing government activities, whether city-wide or greater. You
could be a medieval magistrate or a galactic senator, depending on the setting.

Wealth: Affluent to Wealthy, usually Affluent.

Skills: Bargain, Etiquette, Fast Talk, Insight, Knowledge (Law), Persuade,
Status, plus any three other skills as appropriate to the setting, usually from the
following: Knowledge (Accounting, Group, History, or Region), Listen, Lan-
guage (Other), Language (Own), Perform (Oratory), Research.

Priest

Your faith and belief in the divine have led you to the calling of the priesthood, and
you spend your time preaching or in activities befitting the worship of your deity (or
deities). You could be an acetic monk or a televangelist, depending on the setting.

Wealth: Poor to Affluent, usually Average, possibly Wealthy if you are the reli-
gious leader of a large group of worshippers, at your gamemaster’s discretion.

Skills: Fast Talk, Insight, Knowledge (History), Knowledge (Philosophy), Know-
ledge (Religion), Language (Own), Perform (Ritual), Persuade, and two of the
following: Knowledge (Occult), Language (Other), Listen, Literacy, Perform
(Oratory), Research, Status, Teach.

Special: Your affiliation with a faith or cult may grant you access to magical or
supernatural powers. See Chapter 4: Powers for more information.

Sailor

You ply the ocean waves, working hard to maintain your vessel’s integrity, whether

as a pirate, a naval officer, or an ancient world trader.

Wealth: Poor or Average, usually Average.

Skills: Climb, Craft (any), Dodge, Grapple, Navigate, Pilot (Boat), Swim, and
any three of the following: Artillery (any, usually shipboard), Command, Lan-
guage (Other), Listen, Repair (Mechanical), Repair (Structural), Spot.
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Scholar

Study and learning define your life, and you specialize in one or more fields of
knowledge, eagerly seeking out all there is to know within your intellectual domain.
You might teach this knowledge to students or hoard it for your own use.

*  Wealth: Average or Affluent, usually Average.

e Skills: Language (Other), Language (Own), Persuade, Research, Teach, and
choose five Knowledge or Science skills appropriate to setting and related to
your field of study.

Scientist

Whether employed by a corporation, educational institution, government, or working
on your own, you explore a field of science through rigorous speculation, experi-
mentation, and observation, repeating the process and refining the base of know-
ledge.

«  Wealth: Average or Affluent, usually Affluent.

e  Skills: Craft (any), Persuade, Research, Status, Technical (Computer Use) or
Heavy Machine, and any five Knowledge or Science appropriate to setting and
related to your field of study.

Servant

You are employed as a helper or servant, tending to the household affairs and do-
mestic needs of an affluent employer. You might be a gentleman’s manservant, the
adjutant of a general, or you could be a scullery maid in a sprawling castle.

e Wealth: Poor to Average, though sometimes servants have limited access to
their employer’s lifestyle of Affluent or Wealthy, at your gamemaster’s approval.

e Skills: Craft (any), Etiquette, Hide, Language (Own), Listen, Stealth, and
choose four of the following as personal specialities, as appropriate to the set-
ting and concept: Bargain, Drive, First Aid, Insight, Knowledge (Accounting),
Language (Other), Persuade.

Shaman

You are a tribal magician, skilled in contacting the spirit world and lending advice
and aid to your chieftain and the members of your tribe. You have secret knowledge,
passed down from mentor to student, and you may have the ability to use magic.
Most shamans are members of a more primitive culture, though there are some
modern practitioners.

«  Wealth: Poor or Average, at a tribal-level existence.

«  Skills: Art (any), Insight, Knowledge (History), Knowledge (Occult), Language
(Own), Listen, Perform (Rituals), Persuade, and two of the following as special-
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ities, as appropriate to setting and concept: Craft (any), Fast Talk, First Aid,
Hide, Knowledge (Anthropology), Language (Other), Medicine, Science (Phar-
macy), Status.

e Special: Depending on the setting, you may be able to use magic. See
Chapter 4: Powers for more information.

Slave

Captured and enslaved or born into captivity, you are a slave or indentured servant
to an individual master, or to an organization or religion. You might be treated well:

the head of a household’s staff, or perhaps you are beaten and regularly punished
and live in fear. To be classified as a slave, it is assumed that most of your life has

been spent as a slave. If you were captured and enslaved recently, use your previ-
ous profession instead.

¢ Wealth: Destitute to Poor, though sometimes slaves have limited access to
their owner’s lifestyle of Affluent or Wealthy, at your gamemaster’s approval.

»  Skills: Craft (any), Dodge, Etiquette, Fast Talk, Hide, Insight, Language
(Other), Listen, Stealth, and one other skill as an occupational speciality.

* Note: This profession should be picked with sensitivity to the other players and
gamemaster, and it is recommended that any character with this profession be
escaped or emancipated when play begins.

Soldier

Whether through enlistment or conscription, you are a professional soldier, charged
with the defence of your country or organization. You might be a mercenary or sell-
sword, or you might actually believe in the cause you fight for. Either way, you've re-
ceived martial training, and work in a squad of other soldiers, doing what you're
ordered to.

*  Wealth: Poor or Average, but frequently given access to expensive or other-
wise-prohibited equipment.

e Skills: Brawl, Climb, Dodge, First Aid, and six of the following, as appropriate
to setting: Artillery, Command, Drive, Firearm (usually Rifle, but any), Grapple,
Heavy Weapon (any), Hide, Language (Other), Listen, Jump, Medicine, Melee
Weapon (any), Missile Weapon (any), Navigate, Repair (Mechanical), Ride,
Spot, Stealth, Throw

Spy

You are skilled in subterfuge and infiltration, entering countries or organizations un-
der cover or in secret, finding out their secrets, and reporting them back to an en-
emy or interested party.

*  Wealth: Average or Affluent, depending on the setting.
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«  Skills: Dodge, Fast Talk, Hide, Listen, Research, Spot, Stealth, and three of
the following, as appropriate to setting: Art (Photography), Brawl, Disguise,
Etiquette, Firearm (any), Grapple, Knowledge (any), Language (Other), Lan-
guage (Own), Martial Arts, Navigate, Pilot (any), Psychology, Repair (Electron-
ics), Repair (Mechanical), Ride, Swim, Technical (Computer Use), Throw,
Track.

Student

You spend your time studying, either as a general student or an apprentice to some
master. Your curriculum may be at a prestigious university, a martial arts academy, a
wizard’s school, or at some private and exclusive institution.

e Wealth: Poor to Wealthy, usually Average.

»  Skills: Language (Own), Research, and choose eight other skills as courses of
study, as appropriate to the setting and concept. Common choices are from the
following list: Art (any), Craft (any), First Aid, Insight, Knowledge (any), Lan-
guage (Other), Listen, Medicine, Repair (any), Perform, Persuade, Psychother-
apy, Science (any), Technical (Computer Use), and one Physical skill (if in-
volved in athletics).

« Special: Students of the arcane arts may have access to magic or sorcery, or
you may be at a school to help you control your superpowers, mutations, or
psychic abilities. See Chapter 4: Powers for more information.

Teacher

You are an instructor of one or more subjects, teaching groups or tutoring a single
student. Whether employed by a university, a high school, or other educational insti-
tution, you instruct students in an academic setting towards some standard of
achievement.

*  Wealth: Average or Affluent, usually Average.

e Skills: Language (Own), Persuade, Research, Status, Teach, and choose five
other skills as areas of expertise, as appropriate to the setting and concept.
Common choices are from the following list: Art (any), Craft (any), First Aid, In-
sight, Knowledge (any), Language (Other), Listen, Medicine, Repair (any), Per-
form, Persuade, Psychotherapy, Science (any), Technical (Computer Use).

Technician

Specialized in maintaining, repairing, and utilizing complex machinery, computers,
or other electronics, you are highly capable at dealing with engineered systems.
You do not design these machines, though you possibly know them better than their
creators did.

¢ Wealth: Average or Affluent.
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«  Skills: Fine Manipulation, Heavy Machine, Listen, Repair (any), Science (Phys-
ics), Research, Spot, Technical (Computer Use), and two other skills from the
following list as a speciality, as appropriate to setting and concept: Craft (any),
Drive, Pilot (any).

Thief

You take what you want, either to survive or because it appeals to you. You could be
a lowly pickpocket, an infamous brigand, or a glamorous international jewel thief.
You flaunt the law to steal, either armed, through clever deception, stealth, or some
combination of all three.

*  Wealth: Any, subject to gamemaster’s approval.

«  Skills: Appraise, Dodge, Fast Talk, Hide, Stealth, and five other skills from the
following list, as appropriate to setting and concept: Bargain, Brawl, Climb, Dis-
guise, Fine Manipulation, Firearm (Pistol, Revolver, or Shotgun), Grapple, In-
sight, Listen, Jump, Knowledge (Law), Persuade, Repair (Mechanical), Spot.

Tribesperson

Hailing from a primitive culture, you are an accepted member of a tribe, and are un-
familiar with most of the elements of civilization. You survive through hunting or for-
aging, and your world is a small one: your village and the surrounding environment.

*  Wealth: Destitute to Poor, at a tribal-level existence. Or you may be a noble of
the tribe, with a higher wealth level, depending on your Status.

e Skills: Craft (any), Dodge, Grapple, Hide, Knowledge (Natural History), Spot,
Throw, Track, and two of the following skills, as appropriate to setting: Brawl,
Climb, First Aid, Listen, Jump, Knowledge (Occult), Melee Weapon (usually
Spear or Club), Missile Weapon (Bow), Language (Other), Ride, Stealth, Swim.

Warrior

You specialize in individual combat, surviving by your reflexes and your weapon
skills. Perhaps you adhere to a code of honour like chivalry or bushido, or you are a
mercenary or barbaric adventurer. Soldiers fight in groups or squads, while warriors
look only to their own prowess.

«  Wealth: Destitute to Average, usually Poor.

«  Skills: Brawl, Dodge, Grapple, Melee Weapon (any), Missile Weapon (any),
and five other skills from the following list as specialities, as appropriate to set-
ting and concept: Climb, Firearm (any), Hide, Listen, Jump, Language (Other),
Martial Arts, Ride, Spot, Stealth, Swim, Throw, Track.
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Wizard

You understand and can use magic or sorcery. Through chant and gesture, you can
produce magical effects, and you dedicate yourself to improving and increasing your
repertoire of spells and your personal access to power points.

e Wealth: Poor to Wealthy, usually Affluent.

e Skills: Craft (any), Insight, Knowledge (Occult), two other Knowledge skills,
Language (Other), Listen, Perform (Rituals), Persuade, Research.

e Special: You can use magic or sorcery. Work with your gamemaster to determ-
ine your initial spells (see Chapter 4: Powers).

Writer

You write prose, poetry, scripts, or some other form. You are most comfortable com-
municating in writing, and your words have the power to entertain, inform, or per-
suade those who read them.

e Wealth: Poor to Wealthy, usually Average.

e Skills: Art (writing), Insight, Language (Own), Persuade, Research, and five
other skills from the following list as specialities, as appropriate: Fast Talk,
Knowledge (any), Language (Other), Listen, Status, Technical (Computer Use).

FINISHING TOUCHES

At this point you're finished with character creation, assuming your game doesn’t
have magic spells, mutations, psychic abilities, sorcery, or superpowers for your
starting characters. If these are available, turn to Chapter Four: Powers and begin
selecting those, with your gamemaster’s assistance.

Background is often an important part of a character, but this is the least quantifi-
able in game rules. Try to come up with elements of experience or identity that drive
your character, asking some simple questions such as any of the following:

e What tragedies and successes have they experienced?
e Where did they grow up?

¢ Who was the most influential person in their life?

e Who are their family? Are their parents still alive?

* Are they in love? Are or were they married? Children?
*  Are they happy in life?

¢ Do they have many friends? How about enemies?

e What do they want to achieve?
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You can examine your character sheet and reflect on the choices you’ve made
during character creation. Perhaps some of the skills indicate a personality type,
such as studious, eclectic, violent, or some other such adjective. You might try to
find the character’s ‘voice’, or some other means of expression that makes them
come alive at the gaming table. Not everyone wants to be a method actor, though,
and don't feel that you need to come to the table with an in-depth personality and
back-story for your character. Some of that will come during the roleplaying experi-
ence, and some of it will come naturally as your character is faced with adventure
and adversity.

The hard part is over—now the fun can begin!

CULTURE AND CHARACTERS (OPTION)

Many settings, particularly historical or fantasy, offer distinct and original cultures,
usually with qualities common to their denizens. These qualities can be defined as
races, cultures, or even all denizens of a planet. Your gamemaster may choose to
develop cultural backgrounds appropriate to an original or adapted setting. Some-
times these can lead to stereotypes, and your gamemaster should consider these
with care.

Cultural backgrounds are not necessary—members of a culture are inevitably dif-
ferent enough to allow a diverse set of skills and characteristics, but you and your
gamemaster may feel that they add a valuable element to the game setting. Each
cultural background description can contain some or all the following:

Leader: The ruler, president, authority, or other governing body of the country or
region.

Culture: The dominant culture of the area. Usually human, though Chapter 11:
Creatures contains examples of non-human races.

Appearance: One or more of the distinctive features may be common to the cul-
ture or group, such as colouration or facial features.

Demeanour: If appropriate, personality traits may be common to the culture or
group. Not everyone is like this, however, and these can be ignored if desired.

Language(s): The language or languages commonly spoken or known by natives
of this region.

Occupations: Professions common to the folk of the region. These are not the
only ones practised here—they are merely the most common or emblematic of the
society. Three is a good number of these.

Religions: What god or gods are worshipped commonly in this region? If allegi-
ances play a part in the campaign, then religion should be included.

Arms and Armour: In historical or fantasy settings, medieval-style arms and ar-
mour is often quite different country-to-country, and armies of each land tend to train
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with different weapon styles. This is less distinctive as settings become more mod-
ern, though your gamemaster can use this information when equipping non-player
characters.

Cultural Skills: Some skills may be commonly taught and used within this culture
as a part of socialization and common education. At your gamemaster’s discretion,
these skills might gain a small bonus. If bonuses to skills are used, it is recommen-
ded that every culture gain equal bonuses, though to a different set of skills.

Items: This might include a significant possession common to someone from this
culture, often of religious or having social significance. It does not have to be valu-
able, and characters from this culture are under no compulsion to retain possession
of this item.

CREATING NEW PROFESSIONS

If this list of professions does not offer a profession you would like your character
to be, you can create your own with your gamemaster’s approval. Your gamemaster
also might want to devise new professions for a particular setting.

First, describe the new profession to your gamemaster. Determine if this new pro-
fession is like another provided here. If it's nearly identical to an existing one, then
you can alter a few of the required skills until the new profession matches your
concept. You can also vary the wealth level according to the new profession.

For example, you decide that ‘taxi driver’is a new profession. Your game-
master recognizes that this is basically a land-bound version of the Pilot
profession. From here, you and your gamemaster choose to modify your
character’s wealth level from Poor to Average, and amend the skills list to:
Bargain, Drive (Automobile), Knowledge (Accounting), Knowledge (Region:
the City), Listen, Navigate, Language (Other), Repair (Mechanical), and
Spot.

Voila, a taxi driver profession!

If you wish to create an entirely new profession:

¢ Decide on a title of the profession.

e Describe (verbally or in writing) the profession to your gamemaster, including
what they spend their time doing, what training they might have, and maybe an
indicator of their position in society.

e Decide an appropriate wealth level or range of wealth levels.

* Choose ten skills that are essential or most used by a member of this profes-
sion. This can also include a “pick one (or more) from the following” option as
long as the total number of available skills is equal to ten.

For example, you might want to play a completely new profession: a pro-
fessional translator. Your gamemaster agrees that this is a unique enough
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profession to warrant a new write-up. First, you both decide that a trans-
lator’s wealth level is generally Average. Secondly, for the initial skills, you
choose: Etiquette, Fast Talk, Insight, Knowledge (Anthropology), Knowledge
(Linguistics), Language (Own), Language (Other), Listen, Persuade, Re-
search, and Teach. The new profession is finished and ready for use.
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CHAPTER 3: SKILLS

Your character must make many decisions, face many challenges, and accom-
plish many tasks during play. Most important actions are defined as skills your
character can attempt. This section lists the most common skills, defines them, and
relates them to tasks your character can attempt in play.

DEFINING SKILLS

A skill represents a specific set of knowledge and aptitude. Every skill is rated on
a percentile scale from 0 to 100 (or higher). This is called a skill rating. The higher,
the better.

The list of skills in this book is far from comprehensive: different games may de-
mand additional skills, and the gamemaster is encouraged to create new skills as
desired. Additionally, the gamemaster may wish to rename or reclassify skills, elim-
inating some, add new specialities (described below) or remove them, as appropri-
ate.

SKILL SPECIALITIES

Many skills are broad and require you to define a speciality, a more focused as-
pect of that skill. Art, for example, is a broad category, so it is divided into specialit-
ies such as Drawing, Painting, Sculpture, Writing, etc. These are listed after the skill
name in parentheses. Thus, Melee Weapon (Sword) and Melee Weapon (Spear) are
considered two different skills. At the gamemaster’s discretion, if your character
lacks a skill rating in an appropriate speciality, you can use a related skill or special-
ity's rating halved (rounding up), to make skill rolls.

For example, your character can use half their skill rating in Science (Astro-
nomy) to make skill rolls that would normally require Science (Physics) or
Science (Mathematics), as these are related skills. However, this astronom-
ical acumen is useless if the gamemaster calls for a Science (Biology) or
Knowledge (History) skill roll.
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USING SKILLS

Whenever your character wishes to take an action or accomplish a task where the
outcome is in doubt, you must declare the desired action. The gamemaster will then
call for a D100 roll against the appropriate skill rating. In general terms, a D100 roll
equal to or under the modified skill rating grants success at the task, while a roll
higher than the rating fails.

The difficulty of the task or other circumstantial modifiers can adjust a skill's rating
up or down. The difficulty modifiers are Automatic (no roll required), Easy (the skill
is doubled), Average (no modification to the skill), Difficult (the skill is halved), and
Impossible (no roll, or a 01% chance at the gamemaster’s discretion). See Modify-
ing Action Rolls for more information. If no modifier is indicated, assume the roll is
at Average difficulty.

In most cases, the appropriate skill for a given action is obvious. Unforeseen cir-
cumstances, however, can lead to new uses of a skill. You are encouraged to find al-
ternative applications of your character’s skills, but all such skill uses must meet with
the gamemaster’s approval.

While many skills are oriented towards actions, they also indicate general know-
ledge of the kinds of tasks governed by that skill.

For example, a medieval warrior might use the Melee Weapon (Sword) skill
instead of Appraise to judge a sword’s quality. The Martial Arts skill might
similarly be used to know about the different dojos in a city and who their
senseis are.

SECRET OR CONCEALED SKILL ROLLS

The gamemaster may also make skill rolls for your character, in cases where they
do not want you to know the outcome of that skill roll or for you to know that a skill
roll is being made at all. The gamemaster may wish to keep a copy of your character
sheet on hand or may ask you for a list of your character’s current ranks in relevant
skills (particularly Perception skills) so secret rolls can be made without alerting you
and the other players that your characters might be missing something when the
skill rolls fail. This method allows the gamemaster to use failed rolls to potentially
mislead or misdirect you, which is a useful tactic for Perception or Mental-based
rolls.

Some of the more obvious skill rolls that may be performed in secret, or without
you being aware of the outcome, are as follows: Appraise, Art, Bargain, Command,
Craft, Disguise, Etiquette, Fast Talk, Gaming, Hide, Insight, Knowledge, Language,
Listen, Literacy, Medicine, Navigate, Perform, Persuade, Psychotherapy, Research,
Science, Sense, Sleight of Hand, Spot, Status, Stealth, Strategy, Teach, Technical
Skill, and Track. Other skills may also be performed secretly, depending on circum-
stances.
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These rolls do not have to be completely secret, and the gamemaster may tell you
that a roll is being made against a particular skill. Depending on play styles, you and
the gamemaster may choose to make hidden rolls where you roll the dice in an area
where you cannot see how they land, such as behind a gamemaster screen or other
concealment.

If the skill is successful, the gamemaster should tell you that your character has
successfully used the appropriate skill and allow an experience check, if applicable.
If the skill roll fails, the gamemaster should inform, misinform, or refrain from inform-
ing you (and your character) of the outcome, as appropriate.

SKILL CATEGORIES

Skills are divided into six skill categories:

e Combat skills measure proficiency with weapons and combat Manoeuvres.
« Communication skills govern conversation, reading, and interpersonal ex-
changes.
«  Manipulation skills define tasks that require precise hand-eye coordination.
«  Mental skills measure specific knowledge and individual judgment.
«  Perception skills gather and interpret information from the environment.
« Physical skills govern feats of strength, agility, and athletics.
Skill categories serve as general guides to the kinds of actions a skill can accom-
plish, as well as offering a framework for you and the gamemaster to create new

skills. Skill categories tie your character’s skill ratings to their most influential charac-
teristic scores through category bonuses, an optional system.

NEW SKILLS

There are blank lines in the skills section of the character sheet. These are for new
skills you or the gamemaster may create. For example, Chapter 4: Powers intro-
duces an optional new skill called Projection, used in conjunction with many
powers. You can suggest and define a new skill, but only the gamemaster can allow
its use in your game.

CHANGING THE SKILL LIST

Just as easily as you and the gamemaster can create new skills, you can rename
skills to fit a particular setting. For example, Fine Manipulation may be renamed De-
vise or Pick Lock for a medieval or fantasy environment. Your gamemaster may also
choose to eliminate certain skills altogether if they do not fit their style of play. It is
highly recommended that any such changes be determined before character cre-
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ation and made clear, so you don’t select skills that may be ruled out or changed by
the gamemaster.

SKILL CATEGORY BONUSES

As described in Skill Category Bonuses, your character receives a bonus or
penalty to skill categories based upon their characteristic scores. Apply the category
bonus to every skill in that category, in addition to the listed base chance, if any, as
listed in the skill description. See the Skill Category Bonus Table for the formulas
used to calculate skill category bonuses.

BASE CHANCES

Most reasonably healthy and physically fit people can swing a club, climb a tree,
or speak their native tongue. Every skill, therefore, has a base chance associated
with it: your character is assumed to have this basic rating in the skill before any ad-
ditional skill points are added. If skill category bonuses (see Skill Category Bo-
nuses) are being used, add (or subtract) them from each skill's base chance.

A skill's base chance depends greatly upon the era of a campaign: characters in a
campaign set in medieval Europe have higher base ratings in Knowledge (Religion)
than modern U.S. citizens, while U.S. citizens might have an advantage in Medical
skills due to rudimentary first aid training in public schools and the workplace. Each
skill description lists several base chances for different eras, as appropriate. The
gamemaster should feel free to alter the base chances for skills to suit different set-
tings.

ACTING WITHOUT SKILL

Sometimes your character must attempt an action using a skill without any skill
rating (0%). If the gamemaster agrees that succeeding at the task is possible, make
a roll using one of these options:

e  Skill Category Bonus: If using the optional skill category system, use the skill
category modifier as the base chance. Raw talent can sometimes overcome a
lack of training. If successful and the skill can be improved by experience, an
experience check should be made.

«  Wild Chance: Try, but with only a 1% chance of success or a last-ditch ‘Hail
Mary’ effort of POWx1 if blind luck can be a factor, with the gamemaster’s ap-
proval. No experience check is allowed for this, as it is blind luck versus any
sort of skill or natural talent.
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MEASURING SKILL RATINGS

Your character’s skill ratings define their capabilities during play. But what does a
given skill rating mean in more general terms? Use the following guidelines as a
guide to proficiency. At certain skill ranks and in non-critical or non-dramatic circum-
stances, a roll may not even be required—under routine conditions, characters at a
certain level of competence can regularly perform these skills without needing to roll
for success, though Automatic success does not merit experience checks.

Skill Ratings
00-05% — Novice

A complete amateur with little hope of succeeding even at Easy tasks. You should
roll each time your character attempts this skill, whether in a stress-filled situation or
under ideal circumstances.

06-25% — Neophyte

Either a beginner or with a small amount of knowledge of the subject at hand. As
they say, ‘Knows enough to be dangerous.’ Succeeds occasionally and may become
overconfident as a result. Roll whenever your character attempts this skill, even if
the task is Easy.

26-50% — Amateur

A little talent, some training, or hobby-level dabbling. Your character is barely quali-
fied but can be entrusted with Automatic or Easy tasks. In non-stressful situations
your character can perform routine activities using this skill without needing to roll.

51-75% — Professional

At 51%, your character can reliably make a living using the skill. They do not usually
need to worry about failing Easy tasks and are experienced or proficient enough to
serve as a leader or manager of others. A 51% is roughly equal to a bachelor’s de-
gree in a specific discipline. Most skills cannot be raised above 75% through educa-
tion or training alone: your character must advance further through practical use.
Your character can usually perform routine or even complex activities relating to the
skill and you are only required to roll when there is an element of risk, or when the
chance of failure is dramatic.

76-90% — Expert

Advanced expertise in the given field: your character has a reasonable chance to
succeed even at Difficult tasks. Only dedicated professionals attain such mastery of
a given skill, and those that do are respected and relied upon for their expertise.
Skills in this range correspond to an advanced degree (Masters or Ph.D.), or many
years of experience. Most average characters cannot begin play with any skill higher
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than 75%. Your character should be able to perform complex and challenging ac-
tions relating to this skill under routine circumstances without rolling, assuming they
take the time and have the proper facilities and/or equipment available.

91% or higher — Master

Few attain this level of mastery. Only the most difficult tasks are beyond their abilit-
ies, and their expertise has likely made these masters famous within their field and
sometimes in the world at large. In routine situations your character can perform
near miracles, and you will rarely need to roll the dice except at most difficult of
tasks or in dire circumstances. If the optional Sanity rules are being used in a cam-
paign, attaining a 91% rating in a skill instantly restores 2D6 SAN points, represent-
ing the self-confidence and discipline associated with mastering a skill (this is a
one-time bonus). If your character begins with this skill rating or higher, there is no

SAN gain.

SKILL LIST BY CATEGORY

Combat Communication Manipulation Mental
Artillery (various) Bargain Art (various) Appraise
Brawl Command Craft (various) First Aid
Energy Weapon Disguise Demolition Gaming
(various)
Firearm (various) Etiquette (various) Fine Manipulation ~ Knowledge
(various)
Grapple Fast Talk Heavy Machine Literacy
(various) (Optional)
Heavy Weapon Language Repair (various) Medicine
(various) (various)
Martial Arts Perform Sleight of Hand Psychotherapy
Melee Weapon Persuade Science
(various) (various)
Missile Weapon Status Strategy
(various)
Parry (various) Teach Technical Skill
(various)
Shield
Perception Physical Physical
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Insight
Listen
Navigate
Research
Sense
Spot
Track

Climb

Dodge

Drive (various)
Fly

Hide

Jump

Pilot (various)

Projection (Optional)
Ride (various)
Stealth

Swim

Throw

ALPHABETICAL SKILL LIST

An alphabetized list of all skills in this section follows. Each entry lists the category
of the skill, and its base chance.

Skill Category Base %

Appraise Mental 15%

Art (various) Manipulation 05%

Artillery (various) Combat per weapon speciality
Bargain Communication 05%

Brawl Combat 25%

Climb Physical 40%

Command Communication 05%

Craft (various) Manipulation 05%

Demolition Manipulation 01%

Disguise Communication 01%

Dodge Physical DEXx2

Drive (various) Physical 20% or 01%

Energy Weapon (various) Combat per weapon speciality

Etiquette (various)

Communication

05%

Fast Talk Communication 05%

Fine Manipulation Manipulation 05%

Firearm (various) Combat per weapon speciality
First Aid Mental 30%

Fly Physical DEXx4 or 1/2 DEX
Gaming Mental INT+POW

Grapple Combat 25%
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Heavy Machine (various)
Heavy Weapon (various)

Hide

Insight

Jump

Knowledge (various)
Language (various)
Listen

Literacy (optional)

Martial Arts
Medicine

Melee Weapon (various)
Missile Weapon (various)

Navigate

Parry (various)
Perform
Persuade

Pilot (various)
Projection
Psychotherapy
Repair (various)
Research

Ride (various)
Science (various)
Sense

Shield

Sleight of Hand
Spot

Status

Stealth
Strategy

Swim

Teach

Technical Skill (various)

Throw
Track

Manipulation
Combat
Physical
Perception
Physical

Mental
Communication
Perception
Mental

Combat

Mental

Combat
Combat
Perception
Combat
Communication
Communication
Physical
Physical

Mental
Manipulation
Perception
Physical

Mental
Perception
Combat
Manipulation
Perception
Communication
Physical

Mental

Physical
Communication
Mental

Physical
Perception
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01%

per weapon speciality
10%

05%

25%

05% or 00%

INT (or EDU)x5 or 00%
25%

00% or equal to
Language

01%

05%

per weapon speciality
per weapon speciality
10%

per weapon speciality
05%

15%

01%

DEXx2

01% or 00%

15%

25%

05%

01%

10%

per shield

05%

25%

15% or various

10%

01%

25%

10%

05%

25%

10%



AUGMENTS AND COMPLEMENTARY SKILLS

Some skills are closely related to others, and expertise in one field can benefit an-
other. With your gamemaster’s permission, your character may temporarily add 1/5
of your rating in a complementary skill to your rating in another skill for skill rolls.
Many complementary uses are noted in the skill descriptions that follow. You and
the other players will doubtless devise more.

Only one skill may be complementary to another when used to assist any given
roll. If multiple skills may be applicable or are used to try to get this bonus, the bene-
fits do not stack—the player and gamemaster should choose the highest bonus to
use, or whichever is most appropriate to the situation at hand.

If the main skill roll is a success, your character receives an experience check
only to the main skill, not to the complementary skill used.

For example, your character has a Medicine skill of 65% and a Science
(Pharmacy) of 40%. They are attempting to treat a diseased patient. As long
as your character has sufficient medical supplies and medications available,
they can add 8% (1/5 of their Science(Pharmacy) rating) to the Medicine
skill rating, for a modified rating of 73%. Your character cannot add 1/5 of
his First Aid or Science (Biology) skill on top of the Pharmacy bonus. In this
case, the gamemaster rules that the Science (Pharmacy)skill is the most
appropriate for the bonus.

An augment to a skill is similar but works in a slightly different fashion. If your
gamemaster permits it, you can attempt a roll of one complementary skill to support,
or augment, another primary skill roll.

e If the augmenting skill roll is successful, you may adjust the difficulty of the
primary skill by one step, such as turning a Difficult roll into an Average one, or
an Average task Easy.

¢  This cannot be done simultaneously with a complementary skill bonus, how-
ever, and only one degree of adjustment is possible.

e If the augment fails, the primary skill is adjusted by one step the opposite direc-
tion, such as a Normal skill becoming Difficult due to confusion or conflicting in-
formation.

e If successful with the augmenting skill roll, you may check it for experience as
normal, as well as with the primary skill. If the primary roll fails, the augmenting
skill does not receive an experience check.

You cannot augment a skill and use a complementary skill bonus simultaneously
for the same skill roll.
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SKILL RATINGS ABOVE 100%

Your character’s experience bonus makes it possible to raise skill ratings above
100%. Skills higher than 100% use the standard systems to compute the chances
of special or critical successes, as well as offering better odds of success at Difficult
tasks or in the face of negative circumstantial modifiers. Additionally, if your charac-
ter has a combat skill higher than 100%, they can take multiple attacks in a combat
round, as described in Attacks and Parries Over 100%.

DESCRIBING RESULTS OF SUCCESSES

Generally, the results of skill rolls are obvious, but if in doubt, use the following
guidelines when determining outcomes:

« Afumble usually means that the opposite of the desired result has been
achieved, providing misleading information, creating some sort of setback, or
even putting the character at a disadvantage.

* Failure means that the desired result is not achieved.

 Anormal success means that a reasonable and average goal has been
achieved. The gamemaster is the ultimate arbiter of the results, but the effect
should be obvious.

* Aspecial success has double the effectiveness of a regular success and/or
provides additional information about the subject.

e Acritical success has triple the effectiveness of a regular success, and/or
provides considerable information about the subject.

As noted above, skills where outcomes are very specific and where detalil is re-
quired, have retained the defined result.

SKILL DESCRIPTIONS

A comprehensive, alphabetical list of skills follows. Each entry contains the follow-
ing information:
»  Skill Name: The name of the skill.

« Base Chance: The skill rating all characters have in the skill, specialized by
era if applicable.

e Category: The skill category the skill falls into, for purposes of general classi-
fication and optional category bonuses.

« Description: A brief description of the kinds of tasks that can be accomplished
using the skill.
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»  Specialities: A listing of the skill’s distinct specialities, if any. Not all skills with
specialities have them elaborated upon in a bulleted list—only those that are
more mechanical in nature, such as Combat skills, are detailed in this manner.

«  Effects: The results of a skill roll, for each degree of success, where required.
In brief, a skill result is a fumble (the worst possible result, usually a roll of 99 or
00), a failure (a roll above your skill rating), a success (equal to or below your
skill rating), a special success (1/5 or less of your skill rating), or a critical suc-
cess (1/20 or less of your skill rating). Chapter 5: System explains this in detail.
See also Describing Results of Success.

*  Setting Notes: Additional information about the skill in different settings. If this
entry is not present, the skill works unchanged in almost any setting.

* System Notes: Relevant rules or systems, if any.

Appraise

Base Chance: 15%
Category: Mental

Use this skill to estimate an object’s worth, be it an old painting, a gemstone, a
weapon, or a riding horse. Failure means they have no idea, while a fumble yields
false information. A special or critical yields additional information.

Art (various)

Base Chance: 05%
Category: Manipulation

Use this skill to create a work of art in paint or sculpture, or to compose a story,
poem, or musical work. A critical or special success yields a timeless classic of con-
siderably more value and prestige, a failure is mediocre hackwork, and a fumble
may harm the creator’s reputation. You would use Perform for acting, dancing,
singing, or playing a musical instrument.

Specialities: Calligraphy, Composing, Conceptual Art, Digital Art, Drawing, Paint-
ing, Photography, Poetry, Sculpture, Sketching, Songwriting, Writing, etc.

Setting Notes: Art is universal, though it may have era- or setting-specific specialit-
ies.
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Artillery (various)

Base Chance: As per weapon speciality
Category: Combat

Use this skill to fire massive field pieces and heavy vehicular weapons, essentially
any weapon too large for a single person to move or manoeuvre, such as a cannon,
trebuchet, or ballista.

Specialities: Specialities are equivalent to types. See Artillery in Chapter 8: Equip-
ment for artillery types.

Effects: See the Attack and Defence Matrix and the Missile Weapon Fumbles
Table for specific effects.

Setting Notes: Suitable for many settings, ranging from siege engines to modern or
futuristic artillery and vehicular weapons. In most settings, a military background is
required to learn this skill.

System Notes: Many large weapons require a crew to operate; attempting to use
one alone is a Difficult action or may be Impossible. It may take multiple rounds or
even turns to load and prepare a weapon system between shots. Many large
weapons employ automatic fire or shoot explosive ordinance. See Autofire and Ex-
plosion. All shots go somewhere; the gamemaster should decide where missed ex-
plosive or energy shots impact.

Bargain
Base Chance: 05%

Category: Communication

Use this skill to haggle over prices, and whenever opposing opinions meet in negoti-
ation and compromise. Use opposed skill rolls to decide important deals, and simple
skill rolls for trivial attempts (saving money on equipment or lodgings, for example).
Bargaining is about compromise: use Fast Talk or Persuade to resolve arguments
that are absolutely won or lost. A fumble might mean turn a merchant into an en-
emy, success means you get a deal, and better results yield higher discounts or
more favourable conditions for your side.

Brawl

Base Chance: 25%
Category: Combat

Use this skill for unarmed combat: kicks, punches, head butts, etc.
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Effects: See the Attack and Defence Matrix and the Natural Weapon Attack and
Parry Fumbles Table.

System Notes: Brawling can be used to parry (see Parry) but a successful parry in-
flicts minimum weapon damage on the parrying arm or leg, as appropriate. Using
Brawl against a foe that has grappled your character (see Grapple) is Easy. Used in
conjunction with Martial Arts and with the Natural Weapon and Unarmed Combat
powers from Chapter 4. Powers.

Climb
Base Chance: 40%

Category: Physical

Use this skill to climb up or down walls, trees, cliffs, or any other surface. Ample
hand and footholds are assumed to be present: modify the difficulty based on condi-
tions or the surface being climbed. Fumbling means you fall hard (see Falling), fail-
ing means you're stuck or you fall (gamemaster choice, based on circumstances),
and superior successes let you climb faster and farther.

System Notes: Generally, climbing is at 1/5 the MOV rate, and animals with natural
climbing ability can move at their full MOV rate. Climbing ladders is Automatic. Very
tall ladders or trees is Easy. Climbing without using your character’s feet is Difficult.
For extended climbs, the gamemaster should call for a skill roll once every minute,
or 10 meters of climbing. Your character can take no other action while climbing,
and all actions taken while clinging to a surface are Difficult, with any fumble caus-
ing a fall.

Command
Base Chance: 05%

Category: Communication

Use this skill to inspire, direct, and coordinate subordinates, guiding them in com-
plex tasks and improving the effectiveness of the group. Military officers, noblemen,
politicians, and business executives are made or broken based on their ability to
manage and lead. Personality, a strong voice, and an iron will are invaluable tools of
command. A fumble incites insurrection, failing is uninspiring and confusing, and
success allows you to add 1/5 your Command skill as a complementary skill bonus
to all your subordinates for each round you command them, so long as they follow
your orders. Roll every round in combat, or every turn in mass combat.

System Notes: Used primarily in combat, though it can extend to corporate negoti-
ations, etc. Artillery, Heavy Weapon, Melee Weapon, Missile Weapon, and Strategy
are the most appropriate skills to receive this benefit.
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Craft (various)

Base Chance: 05%

Category: Manipulation

Use this skill to construct or make things, from a chair to a meal to a house. Special-
ized tools are often required for this skill, and it takes time and raw materials. This
skill can also be used to identify how an object was made, and possibly identify the
crafter who made it. A fumble destroys the material and yields nothing useful, suc-
cess means it works, and a better quality of success yields a finer, sturdier, or more
valuable version of the thing being made, perhaps with additional qualities like a
+10% or +20% to its efficacy when used, higher hit points, etc. This is about function
and practicality: fashioning objects solely for aesthetical purposes falls under Art.

Specialities: Blacksmithing, Carpentry, Ceramics, Cooking, Leather working, Lock-
smithing, Metallurgy, Stonemasonry, and others as appropriate.

System Notes: Using Craft without the proper tools is Difficult. See Chapter 8:
Equipment for more information about making, modifying, or repairing equipment.
Possession of a fine item of clothing or gear may even increase CHA while the item
is worn or displayed.

Demolition

Base Chance: 01%

Category: Manipulation

Use this skill to store, transport, set, and detonate explosives, from kegs of gun-
powder to dynamite, Molotov cocktails, advanced plastic explosives, and anti-matter
bombs. Anyone can simply set off a bomb: this is to achieve a specific effect with the
explosion; collapse a building safely, destroy a bridge, or blow the door of a safe
without harming the contents. Demolition also covers knowledge of appropriate ac-
cessories for explosives, including primer cord, fuses, and detonators. Use Science
(Chemistry) to produce explosive compounds or Technical Skill to fashion other ex-
plosives. A fumble blows things up in your face, a failure means the desired effect is
not achieved (a misfire or dud), and superior successes yield more impressive res-
ults, whether more damage, less collateral damage, special effects like Knockback,
additional area of effect, etc.

System Notes: With a skill rating of 60%-+, normal uses of this skill automatically
succeed. Unstable explosives (sweaty dynamite) may call for a Demolition every
round they are being handled or used. Demolishing a massive structure (bridge,
dam, bunker, or building) is Difficult unless your character has access to blueprints
or plans of the target. Trying to use this skill without appropriate tools (fuses, etc.),
or using explosives outside your character’s normal field of expertise may be Diffi-
cult or even Impossible. Some types of explosives such as grenades might be used
without this skill. See Chapter 8: Equipment for explosives and their effects.
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Disguise

Base Chance: 01%

Category: Communication

Use this skill to employ posture, costume, voice, and other tricks to appear as a dif-
ferent person, or a different kind of person. Dim light, theatrical makeup, and signi-
ficant facial alterations (a haircut or wig, false beards or a quick shave) can add up
to a +20% bonus, at the gamemaster’s discretion. Onlookers who scrutinize your
disguised character or engage them in conversation can make and opposed Spot or
Insight skill check against your character’s Disguise roll to see through the ruse.
Your disguised character can use their Fast Talk skill for the opposed check if they
engage the onlooker in conversation, distracting them from close scrutiny. A fumble
is blatantly obvious, a failure doesn’t fool anyone who gives a second look, and su-
perior successes may even add a complementary bonus to Communication rolls
against those being fooled, or makes detection more difficult.

System Notes: Using this skill to impersonate a particular kind of person (soldier,
policeman, etc.) is a normal action. Impersonating someone vastly different (other
species, alternate body type, another gender, etc.) or a specific well-known person
(a noble, a celebrity, etc.), or attempting a disguise without appropriate clothing or
props is Difficult. The gamemaster may assign additional penalties for cultural or
language barriers, or if multiple Difficult conditions apply. Too much of a stretch may
simply be Impossible.

Dodge
Base Chance: DEXx2

Category: Physical

The best defence in combat, as any combatant knows, is to not be there. Dodge al-
lows your character to evade incoming attacks, using agility to avoid or minimize in-

jury.

Effects: A successful Dodge roll modifies the result of a successful attack, turning it
into a failure. A special result for a Dodge roll modifies an attack two steps (a spe-
cial success becomes a failure), and a critical success on a Dodge roll modifies a
successful attack three steps (a critical attack becomes a failure). See the Attack
and Defence Matrix and the Natural Weapons Attack and Parry Fumbles Table
for specific effects. A successful Dodge roll cannot reduce an incoming attack’s suc-
cess lower than failure.

System Notes: As described in Dodge in Chapter 6: Combat, your character may
either Dodge or Parry in a combat round but cannot do both. If your character is at-
tacked by many foes, they may make multiple Dodge attempts in a round, but each
roll after the first is made at a cumulative —30% penalty to the skill rating. Some mis-
sile attacks are Difficult or Impossible to dodge (see Dodging Missile Weapons).
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Drive (various)

Base Chance: 20% or 01% (see below)
Category: Physical

Use Drive to steer, manoeuvre, and control a ground vehicle, whether pulled by an-
imals or powered by an engine. For common vehicles, the base chance is 20%, for
unknown/uncommon vehicles, it's 01%. A fumble when driving normally means the
vehicle may not start, or a collision or crash. Success means your character gets
where they’re going, or is able to correct a bad condition (like a slide or spin), and
superior successes mean more distance covered in less time, less fuel used, or
some other benefit.

Specialities: Automobile, Bicycle, Carriage, Cart, Chariot, Dog sled, Motorcycle,
Truck, Sleigh, etc.

Setting Notes: Adjust the base chance by the user’s familiarity where appropriate,
but when in doubt, assume that base principles apply.

System Notes: Most day-to-day driving is an Automatic task—a Drive roll is only
required under adverse conditions or for extraordinary driving (speeding through a
busy downtown area, chasing another vehicle, etc.). To tail another vehicle without
being noticed, use an opposed Drive roll vs. the other driver’s Spot. To resolve
vehicle chases, see Chases.

Energy Weapon (various)

Base Chance: As per weapon speciality
Category: Combat

Use this to fire any kind of hand-held directed energy or beam weapon (lasers,
blasters, disruptors, etc.).

Specialities: Energy Pistol, Energy Rifle, etc. Specialities are equivalent to types.
See Weapon Classes in Chapter 8: Equipment for firearm types.

Effects: See the Attack and Defence Matrix and the Missile Weapon Fumble
Table for specific effects. Energy weapons usually impale.

Setting Notes: Energy weapons usually only appear in futuristic settings. Anyone
from a culture without them must make a Difficult Idea roll to figure out how to use
one, and perhaps only after seeing it used. Failures or fumbles can be disastrous,
to the weapon or the user! A military background may be required to learn this skill.

System Notes: Some energy weapons have a minimum STR and DEX require-
ment to use the weapon, as per the weapons tables in Chapter 8: Equipment. En-
ergy weapons do not use damage modifiers but can be used for aimed attacks.
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They cannot be dodged, though target movement and orientation can impose pen-
alties to the shot, as described in Dodging Missile Weapons. Blocking energy shots
with the Shield skill is Difficult.

Etiquette (various)

Base Chance: 05%
Category: Communication

Most cultures, castes, or groups have social rules and codes of behaviour. Proper
dress, modes of speech, specific behaviours, body language, or even trials by com-
bat can all play a part in a group’s etiquette. Use this skill whenever your character
needs to behave appropriately, whether attending a Victorian dinner party, an im-
portant job interview, or joining an organized crime family. Etiquette rolls might gain
an audience with an important non-player character or impress others with your
knowledge of their social mores. A fumble represents a disastrous faux pas, a fail
does not impress, and success or better yields superior results and improves one’s
reception.

Speciality: By group. To learn the manners of a second group, learn a second
Etiquette skill with that speciality.

System Notes: The gamemaster should only call for Etiquette rolls in important cir-

cumstances: for example, the first time interacting with an important group, a signi-
ficant occasion, or when trying to advance status within the group.

Fast Talk

Base Chance: 05%
Category: Communication

The preferred weapon of salesmen, spies, or con artists, use this skill to convince a
target quickly of something they may not believe, or convince them to make a rapid
decision against their better judgment. Use this to bluff one’s way past a doorman or
make a hard sell go quickly. Fast Talk is quick to use, and usually temporary: a few
minutes and a successful Idea roll later, and the target may come to their senses. To
truly change someone’s mind, use the Bargain or Persuade skills. A fumble usually
draws hostility, failing gets you nowhere, and success or better has improved effect-
iveness, or even convinces someone permanently of your position.

System Notes: Good roleplaying and/or an effective argument might make a Fast
Talk attempt Easy, just as poor roleplaying and/or a flimsy argument might make it
Difficult. Trying to Fast Talk a target after a first attempt at Bargain, Fast Talk, or
Persuade fails is Difficult.
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Fine Manipulation

Base Chance: 05%

Category: Manipulation

A measure of steadiness and hand-eye coordination, this skill covers any careful
use of the hands and fingers. Use it when picking locks, disarming a trap, tying or
untying knots, and disassembling mechanical devices. A fumble bungles things, per-
haps breaking or jamming the item being manipulated. Superior successes take
less time, make it easy in the future, show no signs of tampering, or some other
similar benefit.

System Notes: Using this skill without appropriate tools, where required, is Difficult.

Firearm (various)

Base Chance: As per weapon speciality
Category: Combat

This skill measures accuracy with firearms, and provides familiarity with handling,
maintenance, and basic repairs.

Specialities: Machine Gun, Pistol, Revolver, Rifle, Shotgun, Submachine Gun.
Specialities are equivalent to types. See Weapon Classes in Chapter 8: Equipment
for firearm types.

Effects: See the Attack and Defence Matrix and the Missile Weapon Fumbles
Table for specific effects. Firearms usually impale (see Chapter 8: Equipment for
details).

Setting Notes: Any character unfamiliar with firearms must make a Difficult Idea roll
to figure out how to use one if they have not seen it in use. Failures or fumbles can
be disastrous, to the weapon or the user!

System Notes: Some firearms have a minimum STR and DEX requirement, as per

the weapons tables in Chapter 8: Equipment. Firearms do not use damage modifi-
ers, and can be used for aimed attacks.

First Aid
Base Chance: 30%

Category: Mental

Use this skill to stop bleeding, bandage wounds and treat minor burns, set a broken
limb, resuscitate someone who’s drowning, or revive an unconscious person. It ex-
tends to triage and rudimentary medical care but has little effect on poisons, dis-
eases, or subtle physical ailments: these must be treated with the Medicine skill,
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though your gamemaster may allow a Difficult roll for emergency treatment of
poison or disease. First Aid takes a full combat round and cannot normally be per-
formed while in combat. If interrupted, the attempt must be restarted.

Effects: First Aid has specific effects:

« Fumble: The patient takes 1 general hit point of damage, and their condition
remains unchanged.
* Failure: No effect, and no further First Aid attempts may be made.
e Success: One of the following (player choice):
— Heal 1D3 hit points to a single wound or injury.
— Acharacter at 0 or negative hit points in this or the previous round, can be
restored to life if their hit point total is brought to 1+.

— Reviving an unconscious character.

—  Stopping bleeding damage from a bleeding special success or any other
ongoing damage to a hit location
(see Hit Points per Hit Location).

e Special: As above but healing 2D3 hit points.
e Critical: As above but healing 3+1D3 hit points.

System Notes: Keep track of individual injuries, as First Aid can be used on each
injury, potentially healing it up to the amount of hit points the injury inflicted. Only
one attempt may be made per wound. Hazardous or unsanitary conditions may
make rolls Difficult. Your character may add 1/2 of their Medicine skill rating and 1/5
of their Science (Pharmacy) skill rating as a temporary bonus to First Aid rolls. Mod-
ern medical equipment (painkillers, bandages, or medicine) may add up to a +20%
bonus to skill ratings, while futuristic medical technology (artificial spray skin, med-
ical scanners, nanotech healers) can make all First Aid rolls Easy.

Fly

Base Chance: DEXx4 or 1/2 DEX (see below)
Category: Physical

For beings with wings, the appropriate gear (antigravity belt, rocket boots, etc.), or
flight powers, use this skill to manoeuvre in the air without a vehicle. Use Fly to per-
form aerial Manoeuvres. or acrobatics without losing control, outmanoeuvre a foe in
aerial combat, or fly in poor weather conditions. Base chance is DEXx4 for winged
creatures; 1/2 DEX for all others. For jet packs, hang-gliders, etc. use the Pilot skill.
See Aerial Combat and Chases for more information.

Effects: Fly has specific effects:

* Fumble: Stall and perhaps even fall. Winged characters must make a success-
ful Stamina roll or suffer 1D3-1 points of damage from a sprain or strain. A
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device stalls or fails and cannot keep your character aloft. The flyer falls one
round per altitude level above the ground. Make a Difficult Fly roll to stay aloft
—failing means a crash (see Falling).

e Failure: Off course or drops to an undesirable altitude. Goes nowhere.
e Success: Completes the desired manoeuvrer or holds position in a chase

e Special: Completes the desired manoeuvre and gains a +10% bonus to the
next Dodge, Fly or attack roll made in aerial combat.

e Critical: Completes the desired manoeuvrer and gains a bonus of +25% to the
next Dodge, Fly or attack roll made in aerial combat.

System Notes: Short, uneventful flights under normal or moderate conditions are
Automatic. See Weather Conditions for modifiers to flight. Stamina rolls are re-
quired for long-range flights, with the characteristic multiplier decreasing by one
every four hours or fraction thereof spent in the air. Normal flight does not expend
fatigue points, while manoeuvring or stressful flight is a strenuous activity. Flying
while wearing armour or heavy gear incurs a penalty equal to your character’s cur-
rent ENC total (see Encumbrance). A flying character carrying a heavy object must
match their STR against the SIZ of the carried object on the resistance table to stay
aloft.

Gaming

Base Chance: INT+POW%
Category: Mental

Use this skill while playing games, from chess or backgammon to gambling contests
involving cards, dice, or other random or strategic elements. Gamblers make their
living using this skill, but to most others it is merely a source of entertainment. A
fumble cleans you out and potentially puts you into debt, failure means you lose the
round, success yields a minor win, and superior successes reap greater benefits
and perhaps even improves one’s status.

System Notes: Use this to resolve games where skill and strategy play some part,
with other players making an opposed roll. To cheat, use Sleight of Hand or Fast
Talk, opposed by Observe or Insight. Utterly random outcomes use Luck rolls.

Grapple
Base Chance: 25%

Category: Combat

Use this skill for wrestling or any fighting where the goal is to subdue a target
without causing harm. Usually this is non-lethal, but it can be used to deliver real
harm.

Effects: Grappling has specific effects:

79



e Fumble: Roll on the Natural Weapons Fumble Table.
* Failure: The target eludes being held, or an attempted escape fails.

e Success: The target is grappled, attacker can apply one grapple effect (see
Grapple Effects below) next round if the hold is maintained.

* Special: The attacker automatically succeeds in their next Grapple roll to main-
tain the hold and gains a +3 characteristic bonus on any resistance rolls for
grapple effects made this round.

e  Critical: The attacker automatically succeeds in their next Grapple roll to main-
tain the hold, and the target's characteristics are halved in any resistance rolls
for grapple effects during the remainder of that combat round.

System Notes: The attacker must make a Grapple successfully to establish a hold
on the target. Successful attacks grab a random hit location (if that system is used).
Grapples can be parried with the Grapple skill: if the defender parries with a
weapon or shield, the attacker automatically grabs the weapon arm or shield arm if
the Grapple roll is successful. Once a hold is established, the attacker must make a
successful Grapple roll each round to maintain the hold. Taking any action other
than one of the grapple effects breaks the hold. Once held, the target can attack
their attacker if they have a limb free, using Brawl or any small weapon (knives or
handguns). If both hands are free, the target can attempt to Grapple back.

Multiple attackers can attempt to grapple a single target, though no more than two
attackers can hold any one location. Combine the STR ratings of both attackers in
all contested tests.

Grapple Effects

An attacker with a hold on their target can attempt any of the following effects, one
per round, beginning the round after the Grapple takes hold. Some effects can only
be used if the attacker has grabbed a specific body part (see below). As some ef-
fects involve specific hit locations, the gamemaster may need to interpret results.

e Change Hold (Any): Match DEX vs. DEX on the resistance table. If success-
ful, the attacker shifts hold to a different hit location of choice. If unsuccessful,
the target can take an action, though the attacker still has a hold on the original
location.

« Disarm Target (Arm): The attacker matches STR+SIZ vs. the target’'s STR on
the resistance table. If the attacker succeeds, the target drops anything in that
hand, and the arm remains immobilized. If unsuccessful, the target hangs on to
the held item(s), though their arm remains immobilized. The attacker retains
the hold.

e Grab a Second Location (Arm/Leg): The attacker tries to grab and hold an-
other hit location of their choice. Match the attacker’'s DEX vs. the target's
DEX+SIZ on the resistance table. If the attacker wins, they grab the second
location and keep the already held limb trapped. If unsuccessful, the target im-
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mediately matches their STR vs. the attacker’s STR on the resistance table to
break all holds. The attacker can hold as many locations as they have hands.

Injure The Target (Head/Chest/Abdomen): The attacker elbows, gouges, or
squeezes, inflicting 1D3 damage plus their damage modifier to the target (gen-
eral or to the held hit location). The target may immediately match their STR
vs. the attacker’s STR on the resistance table to break the hold.

Immobilize Limb (Arm/Leg): Match the attacker’'s STR vs. the target's STR on
the resistance table. If the attacker wins, no action can be taken with that limb
until the hold is broken. If unsuccessful, the target can take an action, though
the attacker still has a hold on the limb.

Immobilize Target (Head/Chest/Abdomen): Match the attacker’'s STR vs. the
target's STR on the resistance table. If the attacker wins, the target can take no
action at all until the hold is broken. If unsuccessful, the target can still take ac-
tions, though the attacker still has a hold.

Knockdown Target (Head/Chest/Abdomen): The attacker automatically over-
bears the target, dragging both characters prone. The target must make an
Agility roll or suffer 1 point of general damage (or to a random hit location).

Strangle Target (Head): The target must make a CONx1% roll each round or
suffer 1D3 damage to their general hit points. The target may immediately
match their STR vs. the attacker’s character’s STR on the resistance table to
break the hold. Once the attacker begins strangling, they do not need to make
further Grapple rolls each round to maintain the hold. The target must attempt
to break free (see Choking, Drowning, and Asphyxiation).

Throw Target (Special): Match the attacker's STR+DEX against the target's
SIZ+DEX on the resistance table. Throwing a target releases any hold. If the
attacker is successful, the target is thrown 1D6 meters, is automatically
knocked down, and must make an Agility roll or suffer 1D6 general damage (or
to a random hit location). A roll of DEXx1% allows them to land on their feet
without taking damage. If the roll is unsuccessful, the target is not thrown and
may take an action, though the attacker retains a hold. A throw may be attemp-
ted with any limb held, but a successful roll with the head simply inflicts 1D6
points general damage (or to the head hit location) and does not result in a
throw.

Heavy Machine (various)

Base Chance: 01%

Category: Manipulation

Use this skill to operate any machine larger than a person and any wheeled vehicle
heavier than a moving van, such as a forklift, tank, bulldozer, crane, locomotive, or
operate the engines on a large seagoing vessel. Heavy Machine also covers basic
care and preventative maintenance, though once a heavy machine fails, a Repair
skill is required to fix it. For aircraft, use the Pilot skill. A fumble results in a crash,
engine troubles, and/or property damage, while failure means the machine doesn’t
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do the desired task. Successes and superior successes indicate greater effective-
ness.

Specialities: By vehicle type (Armoured Vehicles, Boilers, Bulldozers, Cranes, En-
gines, Turbines, etc.).

System Notes: Generally, heavy machines are unable to participate in chases, but
certain kinds of machines can be used as weapons, doing 3D6 to 6D6 damage,
based on the size of the device. Using this skill outside normal performance is Diffi-
cult, as is operation and maintenance in extreme conditions.

Heavy Weapon (various)

Base Chance: As per weapon speciality
Category: Combat

Use this skill to operate explosive weapons or large direct-fire weapons that push
the limits of portability, such as includes bazookas, rocket launchers, heavy machine
guns, tripod-mounted laser cannons, and others. Use the Artillery skill for heavier
ordnance such as cannons, siege engines, or vehicle- or pintle-mounted weapons.

Specialities: Heavy weapons fall between traditional weapons and artillery and are
often used to deliver explosives. Specialities are by weapon type, and include Ba-
zooka, Flamethrower, Mini Gun, Rocket Launcher, etc. See Weapon Classes in
Chapter 8: Equipment for more details.

Effects: See the Attack and Defence Matrix and the Missile Weapon Fumbles
Table for specific effects. Heavy weapons usually impale or knockback.

System Notes: Most heavy weapons employ automatic fire, or shoot explosive or-
dinance. See Autofire and Explosions. All missed shots go somewhere; the game-
master should decide where missed explosive shots impact.

Hide

Base Chance: 10%

Category: Physical

The art of concealing an object or oneself from view. Your character should use this
skill to escape during pursuit, keep an object from easy detection, or avoid surveil-
lance. A fumble draws immediate attention, failure means that Spot roll to find the
hider becomes Easy, a success requires a Spot roll to be found, and superior suc-
cesses either make the Spot roll Difficult or Impossible.

System Notes: Hide checks are opposed by the Spot of an observer or searcher.
Adequate cover is essential; hiding in scant cover is Difficult, and a total lack of
cover (wide open, broad daylight) makes it Impossible. Special clothing or gear
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(face paint, camouflaged clothing, etc.) can add a bonus of up to +20%, depending
on its quality. Environmental conditions may offer additional bonuses. Someone hid-
ing should keep as still as possible; moving while using Hide Difficult, and moving
more than a meter in a combat round requires both Hide and Stealth rolls. Hide is
only effective against visual and aural detection; advanced sensors may find a hid-
ing character by body heat, or a keen nose might find them using the Sense skill.

Insight

Base Chance: 05%
Category: Perception

Use this skill to evaluate another person’s character, emotional state, and motives
based on body language, speech patterns, and other intangible factors. Insight al-
lows a gambler to sense a bluff, or a detective to sniff out a lie. A fumble provides
misleading information, failure yields nothing, success lets you know what the target
might be thinking, and superior successes reveal to you their innermost thoughts
(within reason).

System Notes: This skill can be opposed by Etiquette, Fast Talk, or even Per-
suade. Using this skill on close friends, family members, or spouses is Easy. If us-
ing the Personality Traits system, Insight can determine the strength of those traits
in general terms (such as “Very selfish”, for example).

Jump

Base Chance: 25%
Category: Physical

Use this skill to leap for height or distance, jump over obstacles. Under normal cir-
cumstances, a reasonably fit human can jump their height horizontally and half their
height vertically from a standing position, and roughly three meters horizontally with
a running start. A fumble results in a fall (1D6 general hit point damage or to a hit
location), a success results in a jump as described above, a special success in-
creases the amount by 50%, and a critical success doubles it. Jump can also re-
duce falling damage by 1D6 per level of success (normal success by —1D6, special
by —2D8, critical by —3D6).

System Notes: A standing jump requires 1 DEX rank. A running jump uses the
same DEX rank as normal running movement. Performing flashy or showy jumps
(somersaults, flips, etc.) is Difficult.
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Knowledge (various)

Base Chance: 05% or 00% (see below)
Category: Mental

This skill represents experience or academic study of a branch of knowledge. Use a
Knowledge skill to remember pertinent facts, to analyse or identify clues, make lo-
gical suppositions, and recall impressive trivia. For more scientific ones, see Sci-
ence. A fumble results in misleading and inaccurate falsehoods, and successes
yield more useful and detailed information.

Specialities: Accounting, Anthropology, Archaeology, History, Law, Occult, Religion,
etc. (see nearby list) The gamemaster should determine whether the Knowledge
skill has a base chance of 05% for specialities that are common, or 00% for those
requiring research and study to even have a rudimentary understanding of.

Setting Notes: In fantasy and historical settings, only a small subset of specialities
exist. As settings grow more modern, specialities increase.

System Notes: The optional EDU characteristic and Knowledge roll cover most
common knowledge—specialized information is represented by an appropriate spe-
ciality of a Knowledge skill.

Knowledge Specialities

The following list of specialities is by no means comprehensive and should be ex-
panded as needed. Some specialities have subspecialties, specific focuses on a
single subject within that field. Write them like this on your character sheet: Know-
ledge (Group/Templars) or Knowledge (Templars), as desired.

* Academic Lore (Ancient Eras Only): In eras when the whole of written
knowledge can be contained in a single library, this represents how
‘learned’ one is. Use it like a Knowledge roll for nearly any area of know-
ledge.

* Accounting: Use it for analysing bookkeeping, financial analysis (debt,
bankruptcy, wealth, net worth, etc.), and to identify financial irregularities
(strange spending, embezzlement, or odd windfalls).

*  Anthropology: The study of cultures, including customs, art, and beha-
viour. Use it to identify a person or artifact’s native culture or to determine
a culture’s social mores and behaviours.

* Archaeology: The study of ancient and vanished cultures. Use it to
identify an artifact from a dead culture, spot a fake, or conduct an excava-
tion and make reasonable inferences about the history of a site or region.

* Art History: The study of art from various eras and places, including style,
famous artists, and specific works. Use it to identify the origin of a piece of
art, spot a fake, or attribute a work to a known master.
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Blasphemous Lore: The study of horrific occult secrets and ancient evils.
The more of this knowledge your character has, the less their grasp on
sanity. See the optional Sanity rules for more information. Blasphemous
Lore skill begins at 0%, not 05%, and cannot be increased with experi-
ence.

Business: The study of entrepreneurial practices, guild regulations, cor-
porate laws, and management techniques for a commercial enterprise.
Use it to identify major players in a field or market, predict economic
trends, and turn a profit.

Espionage: Knowledge of spy organizations, famous or notorious spies
and agents; methodology, notable figures, organizations, tactics, etc. Use
it to know about agencies and their modus operandi. Codebreaking is
handled with Science (Cryptography).

Folklore: Knowledge of the customs, stories, lyrics, tall tales, and legends
of a particular people or region. Use this skill to identify or remember ele-
ments of a folk tale or fable, whether rustic or supernatural.

Group/Subspecialty: General information about a particular culture, na-
tionality, group, club, or social class. Use this skill to identify a member of
that group, know ‘who’s who' within that group, and remember social cus-
toms and mores of the group.

History: The study of past events and eras. Use this skill to remember the
significance of any place, person, event, or object, or to correctly guess
when an object or document was made.

Law: The study of legal practice and precedent. Use this skill to judge the
legality of a proposed action, find legal precedents, free oneself from
trouble with the authorities, or build a case for or against a criminal.

Linguistics: The study of language itself, from the foundations of gram-
mar and vocabulary to how societies shape languages. Use this skill to
identify unknown languages or puzzle out a few words or grasp a basic
meaning, although this skill is no substitute for the appropriate Language
skill.

Literature: The study of significant prose, poetry, and essays, usually from
a single culture. Use this skill to properly identify a quote or allusion to a
specific work, identify when and where an unknown fragment might have
been written, attribute a mysterious work to a known author, spot a literary
fake, or quote ominously appropriate passages from famous works of liter-
ature.

Occult: Knowledge of magic, obscure legends, and so-called ‘secret his-
tory’ that covers everything from arcane philosophies to modern conspir-
acy theories. Use this skill to realize the significance of alchemical or astro-
logical symbols, identify which magical tradition created a ritual workspace,
know the names of powerful spirits, or identify the secret factions conspir-
ing to manipulate a situation.
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* Philosophy: The study of existence and its meaning, from basic logic to
existentialism, nihilism, and beyond. Use this skill to remember the pre-
cepts of a particular philosophy, identify the philosophical leanings of an
author or speaker’s argument, and to engage in philosophical debate.

* Politics: The study and knowledge of political systems or other means of
governance imposed upon or elected by the citizenry. Use this skill to un-
derstand the major power blocs in an area, how to influence the political
structure, and how citizens will react to political change or influence.

* Region/Subspecialty: General information about a specific city, region, or
nation, including important people, local landmarks, and regional history.
Use this skill to find cheap lodgings in a bustling city, remember the best
roadside inn in the province, understand local politics, or find specific mer-
chants or tradesmen.

* Religion/Subspecialty: Details of the mythos, liturgy, and practices of a
specific religion. Use this skill to avoid violating taboos, recall the laws and
obligations of a faith, successfully debate points of theology, identify re-
galia or religious texts, sort orthodoxy from heresy, or properly lead a reli-
gious ceremony.

*  Streetwise: Knowledge of the shadier segments of a society, from the pro-
tocols of the poor to the ways of the criminal underworld. Use this skill to
find a safehouse, identify a fence for stolen goods, or know who to ask for
other semi-legal or illegal favours.

Language (various)

Base Chance: INTx5 (or EDUX5) or 00% (see below)
Category: Communication

The ability to communicate verbally in a language, either one’s native language or
another. Other languages can be learned in the home, at school, on the streets, or
at school, depending on the culture and upbringing. Most characters begin knowing
their own language at INTx5. Bilingual characters must have spent skill points on
another language skill. Day-to-day conversation in one’s own Language is Auto-
matic and does not require a skill roll. Skill rolls are only required when communic-
ating difficult concepts or in difficult and unusual situations, such as translating. This
skill covers verbal communication—reading and writing use Literacy. A fumble
means disastrous misunderstanding, while successes yield smooth and sometimes
eloguent communication.

Specialities: Per language. Each speciality applies to a single language; if you
wish for your character to learn an additional language, they must build up an addi-
tional Language skill.

System Notes: If the EDU optional rule is used, choose the higher of INTX5 or
EDUX5 for the base chance. Understanding obscure dialects or ancient varieties of
a language is Difficult. Complex or long documents or conversations with several
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salient points might require multiple language rolls to understand, one for each
point. See the Language Fluency Table for details about how skill rating impacts
communication and fluency.

Language Fluency Table

Skill Rating

Fluency

01-05

6-25

26-50

51-75

76-00

Knows only a few dozen words, can count to 10. May only
communicate simple ideas. Complex communication (Bargain,
Persuade, etc.) is out of the question.

For example, “Food. Please sell me.”

Gets across simple requests, enough to be understood and
survive day to day. Complex communication (Bargain,
Persuade, etc.) are Difficult.

For example, “How much moneys for this leg of lamb?”

Assured communication. The speaker can speak better than a
child, getting most ideas across. Communication skills are not
restricted, but certain actions may still be Difficult.

For example, “How much? But this lamb was much
cheaper yesterday!”

Allows speaker to tell stories, sagas, songs, etc. Idioms and
jokes become accessible. Can pass for native. Complex
communications are now rolled at the speaker’s full skill
ranking.

For example, “Look at this cut! The lamb was rotten
before it was butchered and is clearly not even worth
the sweat of the labourer who carried it here.”

The language of poets, philosophers, scientists, and diplomats.
Not only can the speaker pass for native, but they can also
mimic one or more local dialects. Jargon and obscure forms of
speech come easily.

For example, “Surely the assessment of this specimen
of provender could be reevaluated in light of its ad-
vanced state of decomposition.”
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Listen

Base Chance: 25%
Category: Perception

Use this skill to hear, interpret, and understand sounds, whether murmurs behind a
closed door, furtive whispers, stealthy footfalls, and snapped twigs. Use this skill to
see if a noise wakes a sleeping character, or to see if they can recognize a specific
sound or voice. The normal range for hearing a human voice speaking at a polite
volume is 15 meters—Ilouder voices carry farther, and quieter ones have a shorter
range. A fumble means a misunderstanding or complete ignorance of a sound, while
successes yield awareness and information about its source.

System Notes: Listen is both active and passive skill: your character can attempt to
Listen for suspicious noises, or the gamemaster can call for Listen rolls when ap-
propriate. Oppose Listen with Stealth to resolve attempts to sneak past a wary or
unwary listener. The gamemaster may choose to make Listen rolls secretly and in-
form you of the result, to avoid giving anything away if the roll fails.

Literacy (various)

Base Chance: 00% or equal to Language (Own/Other) (see below)
Category: Mental

The ability to read and write is taken for granted in the modern era: in previous
ages, reading and writing were products of elite education and signs of distinction or
status. In modern societies, the base chance for Literacy is equal to a character’s
base Language (Own) or (Other) unless otherwise desired. A fumble means a dis-
astrous misunderstanding, failure means meaning is lost, successes yield critical in-
formation or nuances, even renown for work produced.

Specialities: By language. Each speciality applies to single written language; addi-
tional languages are separate Literacy specialities. In modern societies, Literacy is
always equal to your Language skill.

System Notes: Understanding obscure dialects or ancient varieties of a written lan-
guage is Difficult. Complex or long documents (such as books) with multiple salient
points might require multiple Literacy rolls, one for each point.

Martial Arts

Base Chance: 01%

Category: Combat

This represents study and mastery of a specific fighting style. Use this skill to make
specific moves and strikes that cause maximum damage to the target. Martial Arts
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is always used in combination with another skill: Brawl, Melee Weapons, Missile
Weapons, or Grapple, as appropriate. This skill is not necessary to make those at-
tacks—it represents a greater level of training that allows greater effectiveness.

Specialities: By martial arts tradition: boxing, capoeira, escrima, fencing, jeet kune
do, karate, kenjutsu, kickboxing, kung fu, kyujutsu, pugilism, savate, etc. The game-
master may limit the types of combat skills that can be paired with a Martial Arts,
such as only allowing Missile Weapons (Bow) with kyujutsu, for example.

Effects: Martial Arts is not rolled separately when making an attack. Roll against
the primary skill and compare the result to the Martial Arts skill. Results have these
effects:

«  Fumble: Use the appropriate fumble result (see the attack and fumble tables in
Chapter 6: Combat).

e Failure: If the rolled result is above the Martial Arts skill rating but still equal to
or below the combat skill, the attack hits normally. Attacks rolled above the
combat skill miss, regardless of the Martial Arts skill rating.

e Success: If the rolled result is less than or equal to both Martial Arts and the
combat skill, roll for base damage twice and total the result. Your character’s
damage modifier is never doubled.

* Special: As above. For a special success, the additional base damage roll is
added to the effects of the combat skill's special result, if any.

e Critical: As above. If the combat roll is a critical success, the target’'s armour
protection (natural or worn) is ignored, and the additional base damage roll is
added to the effects of the combat skill's special result, if any.

System Notes: The Martial Arts skill works in conjunction with one other combat
skill, and usually with a narrow range of specialities for that skill. This power can be
used in conjunction with the Natural Weaponry mutation and the Unarmed Combat
power.

If multiple attacks are made in a round, the attacker must allocate the Martial Arts
skill accordingly, dividing it as desired between the multiple attacks, or applying it
only to a single attack.

For example, if your character has Brawl 120% and Martial Arts 46%, and is mak-
ing two attacks at 60% in around, you must choose to divide the Martial Arts skill
between these two attacks (23% each, or some combination equalling 46%), or
choose to have it apply to only one of the attacks.

Due to its relative power, the gamemaster may rule that the initial skill rating in this
skill be limited, that increases to this skill may be limited to training rather than nor-
mal experience, that training may be incredibly difficult to obtain, or all three of these
conditions.
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Medicine

Base Chance: 05%
Category: Mental

Use this skill is used to diagnose and treat serious injuries, treat diseases, counter
poisonings, and make general health recommendations, as well as perform surgery
and advise long-term care for chronic health conditions.

Effects: Medicine has specific results:

e Fumble: The patient takes 1 general hit point (for injuries) while treating injur-
ies, or loses characteristic point (for poisons or iliness), and their condition re-
mains unchanged.

e Failure: The patient’s condition does not change, and a second attempt can
only be performed on the next day.

e Success: Pick one of the following effects (player choice):
— Any effect of a successful First Aid roll.

— The patient’s healing rate doubles from 1D3 to 2D3 hit points per week.

— Ongoing characteristic or hit point damage from poison or disease is hal-
ted.

— A poisoned or diseased character is stabilized and recovers 1D3—-1 hit
points or characteristic points per week. This result can only be picked
once per week of treatment.

e Special: As above, but an injury is healed by 2D3 hit points, or 1D3 character-
istic points are recovered.

e  Critical: As above, but a wound or injury is healed by 1D3+3 hit points, or
1D3+1 characteristic points are recovered.

System Notes: Each use of Medicine applies to a single malady: once it has been
treated and is completely cured, additional successful Medicine rolls have no effect.
Other wounds or maladies, however, can be treated. Unsafe or unsanitary condi-
tions may make Medicine rolls Difficult. Special equipment or medicine may add up
to +20% to the skill rating, while futuristic medical technology (artificial spray skin,
medical scanners, nanotech healers) make Medicine rolls Easy. Treating common
and non-life-threatening ailments is Automatic.

Melee Weapon (various)

Base Chance: As per weapon
Category: Combat

Use this skill to wield a particular type of weapon in hand-to-hand combat, whether
attacking or parrying.
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Specialities: Specialities are equivalent to weapon classes. See Weapon Classes
of Chapter 8: Equipment. Each speciality applies to weapons from that category of
weapon only: but the gamemaster may allow use of a similar weapon class as if Dif-
ficult. If successful, make an experience check. If the experience roll is successful,
start a new skill with a speciality at that rating, plus the gained experience.

Effects: See the Attack and Defence Matrix and the Melee Weapon Attack
Fumbles Table and the Melee Weapon Parry Fumbles Table in Chapter 6: Com-
bat for specific effects.

System Notes: Your character can attempt more than one parry per round, but
each roll after the first is made at a cumulative —30%. At the gamemaster’s discre-
tion, your character can wield a weapon from a related or similar weapon category,
with the roll being Difficult.

Missile Weapon (various)

Base Chance: As per weapon
Category: Combat

Use this to wield any hand-held self-propelled missile weapon such as bows, cross-
bows, throwing axes, spears, throwing stars, javelins, blowguns, spear guns, or even
boomerangs. For grenades, use Throw.

Specialities: Specialities are equivalent to weapon classes. See Weapon Classes
of Chapter 8: Equipment. Each speciality applies to weapons from that category of
weapon only: but the gamemaster may allow use of a similar weapon class as if Dif-
ficult. If successful, make an experience check. If the experience roll is successful,
start a new skill with a speciality at that rating, plus the gained experience.

Effects: See the Attack and Defence Matrix and the Missile Weapon Fumble
Table for specific effects. Arrows and pointed weapons usually impale. If you wish
to know where a missed missile weapon attack goes, see the Throw skill.

System Notes: All missile weapons have a minimum STR and DEX required to use
the weapon, as listed in Chapter 8: Equipment. Typically, the attacker’s damage
modifier is halved for missile weapons, and for entirely self-propelled weapons
(blowguns, crossbows, etc.), the damage modifier is not applied. Missile Weapon
can be used for aimed attacks.

Navigate

Base Chance: 10%

Category: Perception

Use this skill to find the way to a destination whether with a compass, sea charts,
the stars, or simply using perception, memory, and intuition as a guide. A fumble
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means one is hopelessly lost and subsequent roll by anyone to become unlost is
Difficult. Failure means delays and a slowed rate of travel, while successes mean
finding one’s way effectively and even making better-than-expected progress.

System Notes: Attempt a Navigate skill roll every four hours of an ongoing journey.
Use of a map or compass may improve the skill ranking by up to +20%. Navigating
in a featureless landscape (at sea, in darkness or bad weather, in a desert, or in
dense jungle) without instruments or maps is Difficult. Advanced navigational aids
(global position service technology, etc.) or familiarity with the area make Navigate
attempts Easy.

Parry

Base Chance: As per weapon
Category: Combat

Use this skill to use a weapon or shield to parry or block an incoming attack. This
skill is covered in detail in Chapter 6: Combat. Refer to the Attack and Defence
Matrix for more information. The gamemaster may rule that a particular attack can-
not be parried, such as from a vastly larger attacker (double or more the defender’s
Siz, for example) or when the attacker is using an area or sweep attack.

Specialities: Specialities are equivalent to weapon or shield classes. See Weapon
Classes of Chapter 8: Equipment. Each speciality applies to weapons or shields
from that category of weapon only: but the gamemaster may allow use of a similar
weapon class as if Difficult. If successful, make an experience check. If the experi-
ence roll is successful, start a new skill with a speciality at that rating, plus the
gained experience.

Effects: See the Attack and Defence Matrix and the Melee Weapon Parry
Fumbles Tables in Chapter 6: Combat for specific effects.

System Notes: Your character can attempt more than one parry per round, but
each roll after the first is made at a cumulative —30%. At the gamemaster’s discre-
tion, your character can parry with a weapon or shield from a related or similar cat-
egory, with the roll being Difficult.

Perform (various)

Base Chance: 05%
Category: Communication

Use this skill to perform, whether acting, dancing, playing an instrument, singing, or
exhibiting some other forms of artistic expression. A fumble is a humiliation, failure
is uninspiring, while successes yield positive attention, cheers, and perhaps critical
acclaim and financial rewards. If recorded and distributed, it may continue to inspire
and earn far after the original performance.
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Specialities: Act, Conduct Orchestra, Dance, Juggle, Orate, Play Instrument (sub-
speciality), Recite, Ritual, Sing, etc.

System Notes: Successful use of the Perform (Ritual) skill may augment a magic
power or cause it to have additional benefits, at the gamemaster’s discretion.

Persuade

Base Chance: 15%
Category: Communication

Use this skill to convince someone that a particular idea or belief is right, correct, or
otherwise acceptable , regardless of their original opinion (if any) whether through
Socratic logic, structured debate, fiery oratory, empathy, or brute intimidation. Listen-
ers may be convinced to take action or grant a request. Like Fast Talk, truth is irrel-
evant. Unlike Fast Talk, the effects of successful persuasion last indefinitely, until an-
other Persuade roll or dramatic experience shifts the subject’s opinion. A fumble
means the subject may become hostile, embracing the opposite of the desired opin-
ion. Failure is unconvincing. Success sways their opinion, and superior successes
yield even better results.

System Notes: Using Persuade across a language barrier (if both speakers have
lower than 50% in the language) is Difficult, as is convincing someone of something
that runs counter to their personality or core beliefs. The gamemaster may reward
effective arguments or good roleplaying with a bonus of up to +20%. Depending on
circumstances, Persuade could take minutes, hours, or even days, and extended
efforts may take multiple rolls to complete.

Pilot (various)

Base Chance: 01%

Category: Physical

Use this skill to steer, manoeuvrer, and control a vehicle through the air, on or under
the water, or in space. Larger vehicles may require multiple pilots, and a roll should
be made every four hours when not in combat, and once per round during combat
or when performing vehicular Manoeuvres.

Specialities: Aeroplane, Airship, Balloon, Boat, Helicopter, Hovercraft, Jet Aircraft,
Jetpack, Starship, Submarine, etc. At the gamemaster’s discretion, a pilot may pilot
a vessel with a similar speciality as if Difficult. If successful, make an experience
check. If the experience roll is successful, start a new skill with a speciality at that
rating, plus the gained experience.

Effects: Most day-to-day piloting is Automatic—roll only under adverse conditions
or for extraordinary situations. A fumble almost inevitably causes an engine to stall
or even crash, failing means the destination is not reached in the desired time
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frame, success gets where one desires, and superior successes yield more expert
piloting and results. See Aerial Combat and Chases for more information, and the
Chase Trouble Table for mishaps.

Projection

Base Chance: DEXx2%

Category: Physical

This optional skill is used by power-using characters to target power-based attacks.
It is described in Chapter 4: Powers and only used in games with appropriate
powers.

Psychotherapy

Base Chance: 01% or 00% (see below)
Category: Mental

Use this skill to evaluate and treat mental illness or trauma, particularly restoring
lost points of Sanity. In practical terms, Psychotherapy can be used to prescribe
drugs and medications, which over time can suspend, treat, and even reverse debil-
itating psychoses or mental illnesses. Medication and intensive questioning can
probe the depths of a damaged psyche and bring back hope from terror and des-
pair. See Sanity for more information.

Effects: Psychotherapy has specific effects:

e  Fumble: One of the following occurs (gamemaster choice):
—  The patient must make a new Sanity roll, for a loss of 1/1D3 SAN.
—  An existing form of insanity becomes more intense, develops some new
symptom, etc.
— The patient trades one type of insanity for another: a phobia might lessen,
but at the cost of an addiction to mood-stabilizing drugs.

e Failure: The treatment has no effect. The patient remains the same and does
not recover any lost SAN or heal from any trauma.

* Success: The treatment takes hold, with one of the following effects:

— After a month of treatment, the patient regains 1D3—1 SAN. This skill can-
not increase the patient's SAN above POWx5 minus any appropriate pen-
alties for knowledge of blasphemous or unspeakable horror. See Max-
imum Sanity for details.

—  The underlying cause of an insanity is properly diagnosed.

—  Once the source of an insanity has been diagnosed, it can be treated. Sep-
arate rolls must be made for each mental illness treated.
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e Special: As above, but the SAN gain is 1D3.

e Critical: As above, but the SAN gain is 1D3+1.

System Notes: This skill is primarily for games where Sanity is used. Treatment re-
quires four to five hours of therapy per month per indefinite insanity. At the game-
master’s discretion, Psychotherapy may be used to manipulate a personality trait
much as if it were a SAN score, shifting it positively or negatively by the same num-
ber of points based on the rolled result above.

Setting Notes: Psychiatric counselling is a relatively modern concept. For settings
where psychological treatment does not exist, the base chance is 00%.

Repair (various)

Base Chance: 15%
Category: Manipulation

Equipment and other objects get damaged or stop working. Use Repair to fix them
or make slight modifications and adaptations.

Specialities: Electrical, Electronic, Engineering, Hydroelectric, Mechanical, Struc-
tural, Quantum, etc.

Effects: A fumble damages the item further and could even hurt the one making the
repair attempt (1D3 hit points for either, for example) and makes further repairs Dif-
ficult. Failure accomplishes nothing, success restores 1D3 hit points and the item
becomes usable again or returns to working order. Superior successes yield similar
benefits, perhaps using the First Aid skill and the gamemaster’s judgement as a
guide. A critical may even improve the item in some small way, such as adding to its
total hit point, armour points, or adding a slight bonus when it is utilized.

Research

Base Chance: 25%
Category: Perception

Use this skill to locate and identify potential sources of information in a library,
archive, or network. Successful rolls yield the desired information from books, docu-
ments, articles, databanks, archives, or websites, with superior successes granting
additional or more specific information. Despite the wide range of types of re-
sources, the principles are the same. An attempt at this skill takes four hours nor-
mally, though electronic methods are much faster. A fumble leads to a disastrous
misunderstanding and results in faulty information. Failure wastes time without any
solid results or provides the barest minimum of information after twice the normal
amount of time.

95



System Notes: The gamemaster is advised to make a failed Research roll take
longer, give slightly misleading or complicated information, raise some sort of alarm
or unwanted attention, or some other setback than simply not yielding any results.
Failure is rarely enjoyable in games, and for mysteries, inaccessible clues are a
dramatic dead-end.

Ride (various)

Base Chance: 05%
Category: Physical

Use this skill to ride, handle, and care for of a specific kind of living animal. With
Ride your character can steer a mount through special Manoeuvres or rough ter-
rain, coax it to top speed, or to keep control if it rears or stumbles. A fumble causes
a loss of control of the mount, perhaps resulting in being thrown to the ground for
1D6 hit points of damage (general or to a random hit location). A successful Jump
roll subtracts 1D6 from the damage total, while the mount gallops away at top
speed. Failure causes the animal to balk, and successes yield it performing as de-
sired or even exceeding expectations. Superior successes may yield bonuses to
combat actions while mounted.

Specialities: By animal type. See Chapter 11: Creatures for example mounts. At
the gamemaster’s discretion, a similar type of animal may be ridden as if Difficult. If
successful, make an experience check. If the experience roll is successful, start a
new skill with a speciality at that rating, plus the gained experience.

System Notes: Resolve races between the same breeds of animals using opposed
Ride checks. Combat and Ride skills must be 50%+ to fight normally in mounted
combat. If the Ride skill is less than 50%, a Ride check is required every round to
keep control of the mount. If the combat skill is less than 50%, all attacks are Diffi-
cult. Even if both skills are higher than 50%, use the lower of the two skill ratings for
attacks and parries. If the mount falls, collapses, or dies, treat the rider as if they
have been thrown. See Mounted Combat for more information.

Science (various)

Base Chance: 01%
Category: Mental

Use this skill to know scientific information and principles from a particular field, and
to observe phenomena and draw data-based conclusions. Related information in-
cludes the history of the science, familiarity with the equipment and methodology,
and an awareness of significant figures and schools of thought in that speciality.

Specialities: Astronomy, Behavioural Science, Biology, Botany, Chemistry (or Al-
chemy), Cryptography, Genetics, Geology, Mathematics, Meteorology, Natural His-
tory, Pharmacology, Physics, Planetology, Psychology, Quantum Mechanics, Xeno-
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biology, Zoology, etc. At the gamemaster’s discretion, skill with a related speciality
may be rolled as if Difficult, though a successful roll does not yield an experience
check or the chance to begin a new skill with that speciality.

System Notes: Many Science specialities require specialized equipment, measur-
ing instruments, computers, or even a laboratory. Science rolls can take anywhere
from 30 minutes to weeks or months, at the gamemaster’s discretion: four hours for
an experiment is a good average. Attempting a Science roll without sufficient time or
equipment is either Difficult or Impossible.

Sense

Base Chance: 10%
Category: Perception

The skill primarily governs taste, touch, and smell; but can extend to some of the
less commonly known other senses (physical orientation, gravity, pressure and bal-
ance, temperature, etc.). Use it to notice or identify a particular type of stimulus that
is not sight (Spot) or sound (Listen), such as finding an item in the dark by touch,
identifying a mysterious odour or faint taste, feeling a hairline fracture, etc. At the
gamemaster’s discretion, this might even extend to a “sixth sense” or intuition. A
fumble is disastrously misleading or reveals complete ignorance of the stimulus, fail-
ure is simple failure to notice, and various degrees of success yield more accurate
perception.

System Notes: Like Listen and Spot, Sense is both active and passive: you can re-
quest your character to make a Sense roll, or the gamemaster can call for a roll in
appropriate situations. Strong or familiar stimuli are Easy rolls to Sense, while faint
or unfamiliar ones is Difficult.

Shield
Base Chance: As per shield type

Category: Combat

Use this skill to block incoming attacks with a shield or other appropriate implement.
All shield blocks follow the same rules for parrying: see Shields and Parry in
Chapter 6: Combat. One can attack with a shield, treating this skill as if it were a
Melee Weapon skill. Damage ratings are given for shields in the weapons lists.
Shields do crushing special results, can cause knockbacks, and can be used for
aimed attacks.

Effects: See the Attack and Defence Matrix and the Melee Weapon Parry
Fumbles Table.

System Notes: Shield blocks are parries. A character may make more than one
shield roll in a round, but each additional roll incurs a —30% penalty to the shield or
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parry skill rating. Large shields can provide cover against missile or even firearms
attack.

Sleight of Hand
Base Chance: 05%

Category: Manipulation

Use his skill to manipulate small objects (dice, cards, coins, wallets, letters, etc.) in a
misleading manner or without attracting attention, such as when picking pockets,
cheating at cards, or performing stage magic. A fumble is glaringly obvious: whether
the item is dropped, or the would-be thief is caught with their hand in the target’s
pocket. Failure means nothing is accomplished, and an unsuspecting target suc-
ceeding in an Idea roll may realize that they are being duped.

System Notes: The skill is opposed by Spot where appropriate. Once an object
has been palmed or taken, use Hide to hide it from a concerted search.

Spot

Base Chance: 25%

Category: Perception

Use this skill to search a room for potentially important details, find a hidden com-
partment, notice a fleeting detail, recognize a disguised foe, or spot enemies lying in
ambush. A fumble is a hugely distracting misperception or mistaken impression, and
different degrees of success yield more useful and pertinent information.

System Notes: Spot is both an active and a passive skill: your character can make
a Spot roll to actively search or examine, or the gamemaster can call for a Spot roll
to see if your character notices a fleeting detail. Hiding or deliberate concealment
requires an opposed Spot vs. Hide test to resolve. Spot is also often opposed

vs. Disguise or Sleight of Hand. In complete darkness, Spot is Impossible, and low
light or thick fog makes it Difficult.

Status
Base Chance: 15%

Category: Communication

Status is a measure of reputation, professional credentials, social class, prosperity,
fame, and even personal honour. Use this skill to influence others by throwing
weight around, such as convincing a bank to make a cash loan or forgive a debt, in-
timidating a non-player character to grant a favour, convincing a vendor to settle for
an 1.0.U., or pressuring authorities into keeping a matter quiet. A fumble is a faux
pas of the greatest magnitude, causing shame, drawing unwanted attention, and
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has the absolute reverse of the desired effect. Successes yield the sought-after res-
ults or even additional favours and consideration. Status is not wealth, however, and
while they are often connected, they are not intrinsically tied to one another.

Specialities: Each speciality represents a single social class, profession, social
group, or area of influence.

System Notes: Status only operates within a given area, by speciality, and using it
outside the area of influence is Difficult. Status is not improved with experience,
training, or other improvement. The gamemaster should offer Status as a reward for
loyal service, daring deeds, or extraordinary merit between scenarios. One point per
adventure is reasonable, with extraordinary deeds or achievements increasing the
gain to 1D3, 1D4, or possibly even 1D6 points. Similarly, failure, scandals, misde-
meanours, and social improprieties can lower Status. Status can be used to im-
press, but also to serve as a means of determining renown. Your character rolls
against another’s Status to identify them, and a non-player character may roll
against your character’s Status to determine what, if anything, they know about the
character.

Status Skill, Social Status, & Character Wealth

As described in Creating a Character and Character Professions, Status can
have a dramatically affect social standing and wealth. Below are three tables that
assign a social rank and average wealth based on Status, with a maximum wealth
for that Status. As one earns Status, their position and fortune will likely improve.
Your gamemaster should revise these tables or create new ones, as desired.

Prehistoric Status

Status Social Rank Wealth Rating Maximum
Wealth
01-15 Slave (Lower Class) Poor Poor
16-95 Tribesperson (Middle Poor Average
Class)
96-00 Nobility (Upper Class) Affluent Wealthy
Ancient/Dark Age/Medieval/lImperial Status
Status Social Rank Wealth Rating Maximum
Wealth
01-39 Lower Class Destitute Destitute
40-43 Lower Middle Class Poor Average
44-47 Middle Class Average Average
48-49 Upper Middle Class Average Average
50-75 Upper Class Affluent Affluent
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76-95 Nobility Affluent Wealthy

96-00 Monarchy Wealthy Wealthy
Victorian/Western/Pulp/Modern Status

Status Social Rank Wealth Rating Wealth Cap
01-14 Lower Class Destitute Poor

15-29 Lower Class Poor Average
30-39 Lower Middle Class Average Affluent
40-75 Middle Class Average Affluent
76-95 Upper Middle Class Affluent Wealthy
96-00 Upper Class Wealthy Wealthy

Status may also affect the initial equipment your character begins with. At the
gamemaster’s discretion, you may make Status rolls to determine if your character
begins with better gear than their wealth level and profession indicate. See Starting
Equipment in Chapter 8: Equipment. Status rolls made before play are not eligible
for experience checks.

Stealth

Base Chance: 10%

Category: Physical

Use this skill to sneak through an area without drawing attention. No cover is re-
quired, but a light tread, confidence and discipline are both called for. To avoid being
seen while immobile, use Hide. A fumble draws unwanted attention, a failure means
that no progress is made, and the character is obvious to anyone who looks, while
successes offer successive degrees of concealment.

System Notes: Stealth assumes slow movement. Moving farther than 1/2 one’s
MOV in a combat round is Difficult. Environmental factors (ambient noise, thick car-
pets, creaky floors, etc.) or gear (soft-soled shoes, noisy armour, bulky equipment,
etc.) can modify Stealth rolls, at the gamemaster’s discretion. Stealth is opposed by
Spot or Listen, as appropriate.

Strategy

Base Chance: 01%
Category: Mental

Use this skill to guide forces in battle, from a small squad to a massive army or fleet,
organize and coordinate logistics for an army, plan and execute a large scale milit-
ary enterprise, and determine what another strategist might be thinking. This skill
also assumes a basic knowledge of military history and tactics, and significant fig-
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ures therein. A fumble represents a military disaster and might lead to utter defeat,
while various degrees of success yield strategic advantages and may mean bo-
nuses to morale and combat effectiveness.

System Notes: Massive military engagements should be resolved in abstract, with
an opposed Strategy roll between the opposing leaders influencing the outcome
(multiple rolls may be required for larger or longer engagements). Using Strategy in
unfavourable conditions (outnumbered, poorly supplied, etc.) is Difficult. This skill is
often used alongside Command: Strategy represents the plan, Command is how
clear it is conveyed to those who must execute it.

Swim

Base Chance: 25%
Category: Physical

Use this skill to move through or under water. Generally, Swim rolls should only be
used for dangerous or stressful situations. Floating, dog paddling, and treading wa-
ter under normal conditions are Automatic. A fumble means that you begin drowning
(see Choking, Drowning, and Asphyaxiation). Once your character begins to drown,
only a Difficult Swim roll or outside assistance can get them back to the surface to
breathe again. Success means normal manoeuvring in the water, while superior
successes mean additional speed and manoeuvrability.

System Notes: In calm waters, Swim rolls are only needed once per turn. Swim-
ming in rough waters requires a Swim check each round. Swimming while carrying
something requires an Effort roll or a STR resistance roll, depending on the situ-
ation. Specialized equipment (floats, swim fins, etc.) offers modifiers of up to +20%.
Actively swimming costs 1 fatigue point per turn. Resolve races in the water as op-
posed Swim rolls, costing 1 fatigue point per round. Subtract any ENC a swimmer
has from their Swim rating. If their ENC exceeds their STR, they sink and must
shed weight or drown. Armoured characters have a penalty applied to Swim (see
Armour). To remove armour in water, make a Swim roll once per combat round per
point of the highest value of the armour (maximum roll if random armour values are
used). Natural armour or armour conferred by a power has no penalty in water.

In underwater melee combat an attacker uses the lower of their combat or Swim
skill ratings to resolve attacks, and trying to Dodge is Difficult. Only impaling
weapons are useful—all others do 1D3-1 points of damage per hit. Water resist-
ance also adds 3 points of armour value to any target. See Underwater Combat for
more information.
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Teach

Base Chance: 10%
Category: Communication

Use this skill whenever your character attempts to train or teach information or tech-
nique to another, using lecture, exercise, or physical sparring. A fumble is retrograde
and causes students to perhaps lose 1D2 skill points if they do not make an Idea
roll to recognize the shoddy teaching, while success teaches as per the normal
rules for training and superior successes improve skill training to 1D6 (special) and
1D6+2 (critical).

System Notes: To teach a particular skill, the teacher must have twice the student’s
skill rating, or a skill rating of 50% (whichever is lower). See Skill Training for more
detail.

Technical Skill (various)
Base Chance: 05%

Category: Mental

Use this skill to operate and maintain advanced technological devices such as com-
puter systems, robots, or other high tech devices. It can also be used to modify
devices to improve their performance or use them for a new purpose outside their
parameters. A fumble potentially breaks the device or jams it in some way, while
successes and superior successes causes the mechanism to perform as designed,
or beyond expectations.

Specialities: Clockwork, Computers, Cybernetics, Electronics, Robotics, Sensors,
Siege Engines, Traps, etc.

Setting Notes: The Technical skill in fantasy or historical settings covers traps,
clockwork or geared devices, siege engines, etc.

Throw

Base Chance: 25%
Category: Physical

Use this skill to hit a target with a thrown object, or to throw a weapon otherwise not
balanced for throwing (such as throwing a greatsword or shield). This covers impro-
vised thrown objects, grenades, sticks of dynamite, weapons not usually thrown, or
non-weapons. Lassos are also covered by this skill, as well as catching items. If the
weapon is made to be thrown, use Missile Weapon.

Effects: Throw has specific effects:
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* Fumble: The object is dropped or lost. In combat, use the Missile Weapon
Fumbles Table.

e Failure: The object misses and goes 1D6 meters in a random direction.
* Success: The object lands where intended. Roll damage normally, if any.

e Special: The object lands where intended and does the special damage type
as appropriate to its shape (see Special Successes).

e  Critical: The object lands where intended to exceptional results, ignoring ar-
mour and doing critical damage, if appropriate.

System Notes: Add 1/2 damage modifier (round up) to a thrown weapon’s base
damage. Most items can be thrown the thrower’s STR in meters, and range beyond
that is Difficult. Thrown objects can be aimed.

Track

Base Chance: 10%

Category: Perception

Use this skill to identify tracks or follow a trail—whether person, vehicle, or animal —
over the ground, through brush, snow, and across broken ground. A fumble loses
the trail and perhaps the tracker themselves. Various degrees of success yield better
results, including potentially being able to assess information about the subject be-
ing trailed or predict accurately where they are going.

System Notes: A Track roll takes 1D3 minutes, and an extended tracking attempt
may require multiple rolls. Depending on the environment, the roll may be Difficult
(a rainy night) or Easy (a bright snowy day). If a trail is lost, finding it again is Diffi-
cult. Trying to conceal one’s tracks is an opposed Track roll. Advanced equipment
may add up to +20% to the skill rating.
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CHAPTER H: POWERS

Characters may have extraordinary powers above and beyond their skills. While

Chapter 2: Characters provides guidelines for creating characters without powers,
this chapter covers those with powers. Several power sets are presented here.
Some are not immediately compatible with one another, while others are easily
used together.

POWER SETS

Included here are five power sets: magic spells, mutations, sorcery, psychic abilit-

ies, and superpowers:

Magic: Spells are cast like skills, using percentile rolls to determine success.
Spells can be made more powerful in various ways, usually by spending more
power points. A magician usually has a small number of spells they use fre-
quently.

Mutations: Modifications or special abilities that accentuate or expand capabil-
ities beyond human norms, like an extra limb, toxins, or a heightened sense of
smell. Unlike other power sets, some mutations are not beneficial and are even
hindrances.

Psychic Abilities: Strange powers of the mind, manifest through mental
strength and force of will. Psychic abilities are usually resolved as resistance
rolls with your INT or POW vs. an opposing characteristic. A psychic may have
a few or many abilities they’re relatively powerful in.

Sorcery: This type of magic consists of short magical incantations that cause a
supernatural effect. Sorcery automatically works except when successfully res-
isted and can have different levels of effectiveness. A sorcerer can change the
spells they memorize day-to-day, picking desired ones from a larger repertoire.
Seeking new spells is a part of playing a sorcerer.

Superpowers: These powers are almost always expansions of existing skills,
new abilities, or allow your character to exceed their natural limits (characterist-
ics, etc.) significantly. Superpower use is often resolved with resistance rolls,
though some superpowers are automatic. Superpowers and super-powered
characters may take on advantages or disadvantages.
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THE SCOPE OF THESE RULES

These powers are adapted from prior Chaosium, Inc. games (see the biblio-
graphy in Chapter 12: Appendices). They are not all-encompassing: expansion and
customization is encouraged. These are a foundation with which you can create ad-
ditional new powers or adapt them freely from other sources such as movies,
books, or even other roleplaying games. More easily, you can import powers from
other Basic Roleplaying games, if you wish!

OPPOSED POWERS OF DIFFERENT TYPES

Though these power sets use different fundamental mechanics they can coexist
within the same game. Superhero settings can have magicians, mutants, psychics,
and sorcerers, for example. Usually, these can coexist without difficulty, but the most
critical question is when they come into conflict or must be compared against one
another. When using these powers in the same game, consider these principles:

¢ Can You Use the Resistance Table? Whenever possible, can any conflicts
between powers be handled by resistance rolls? For resistance rolls, POW
usually drives magic, sorcery, and psychic powers; CON is linked to most muta-
tions; and superpowers use several characteristics. In some cases, the power’s
levels are all you need for a resistance roll.

e Can You Find an Equivalent Rule? If the power isn't based on a character-
istic, you may find an equivalent value as a piece of equipment in Chapter 8:
Equipment, or a spot rule from Chapter 7: Spot Rules. If so, use one of those.

«  What’s More Fun? Which is better for game play; do different powers work to-
gether, even when from different sets, or are they completely different and do
not interact?

HOW D0 CHARACTERS GET POWERS?

The most important questions to ask during character creation are:

* How did the characters get these powers?

e What kind of powers, and how many?

e How powerful are these powers?

e Are there any limitations, and if so, what are they?

Your gamemaster should answer these questions during the character creation
process outlined in Chapter 2: Characters. Power creation can be done after that
section is complete, though decisions made about powers and opportunities for in-
creases to characteristics and skills may necessitate refiguring of those values.
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SELECTING POWERS IN CHARACTER CREATION

Ideally, the decision about powers is decided before character creation, so play-
ers can determine their powers right after Step One in Creating a Character in
Chapter 2: Characters. Use this process to determine your character’s powers, ex-
panding and replacing Step Two.

STEP TWO (POWERS)

What is the game’s power level? You and your gamemaster should discuss this
and agree to it, which leads to shared expectations and satisfaction between every-
one. These are the usual power levels:

« Normal: Characters have no, one, or a few minor powers, sometimes barely
more than an extraordinary talent. This power level is the most suitable for hor-
ror or modern adventure settings, where technology and wits are often the de-
cisive factor in survival.

* Heroic: Characters have a few strong powers or a wide range of mid- to low-
level powers. This level of power is best for games about young superheroes or
apprentice wizards, mutated survivors of a radioactive apocalypse, historical vi-
gilante heroes, or a high fantasy world of wizards and warriors. In vastly ad-
vanced civilizations or eras, normal citizens may have this power level, with
many incredible abilities granted by genetic manipulation or now-unknown sci-
entific principles.

- Epic: Characters are at the level of costumed superheroes, arch-mages, or for-
midable supernatural beings. Games like this are high-stakes, often with the
fate of the world in the balance, and epic-level characters are well-suited for
these challenges.

e Superhuman: These characters are primal beings or the mightiest of heroes.
Games at this power level might feature the upper echelon of costumed super-
heroes, galactic guardians, modern incarnations of great demigods, or all of
them fighting side-by-side.

Each power set covers the powers available to a starting character at each power
level.

MIXING POWER, CHARACTERISTIC, AND SKILL LEVELS

A game’s power level does not necessarily define the starting skill point pools de-
scribed in Step Seven of character creation. You can mix and match skill levels and
power levels as desired.
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For example, superhero characters may have tremendous power, but nor-
mal starting skill points, or vice versa.

Doing so lets you customize game as you like to suit your preferred play style.

POWERED CHARACTERS V5. NON-POWERED CHARACTERS

Should all the characters in a game have powers, or is it all right if some do and
some don’t? This depends on the players and your desired play style—some play-
ers may feel cheated if their characters don’t have equal abilities from the start,
while others enjoy the challenge and differences between characters.

These rules assume that every player has access to the same resources to create
their character. Not everyone wants to play the same type of character with the
same power set, though. Following are a few options to help balance powered and
non-powered characters, characters with different power sets, or those with different
power levels:

»  Skills vs. Powers: Vary the power levels of skills vs. powers, such as lowering
the power level of the powered character by one step or raising the skill level
any non-powered characters by one step, as appropriate.

For example, powered characters in a Heroic level game begin at a Normal
level for powers and skills, while everyone else has Heroic level skill pools.

That said, it is almost impossible to balance all the potential combinations. The
most important thing is to make certain that all the players are happy and things
seem fair.

. Obvious vs. Intrinsic Powers: Many powers are subtle, and could be
defined as just exceptional knacks, or superlative ability or training. Many powers
can be explained as the natural result of heightened training, special capabilities, in-
tense mastery, or exceptional mental or physical discipline.

. Equipment: You can substitute physical items for powers. Chapter 8:
Equipment covers the creation of weapons, armour, vehicles, and other pieces of
gear that may have their own powers and skills, with rules as to how they may be
purchased like powers. Characters may have other advantages such as secret
bases, vast wealth, armies of loyal followers, or other resources. Some guidelines
are in the equipment section, though these sorts of advantages are best handled
between you and your gamemaster.

With any one or more of these methods in use, a seemingly non-powered charac-
ter should be able to be created alongside a character that obviously possesses an
array of powers. For example, a super archer character may personally have few
powers, but instead an array of technological trick arrows that simulate super-
powers.
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CHARACTERS WITH MORE THAN ONE TYPE OF POWER

More than one power set may be available to characters, whether starting or more
experienced.

For example, your character may be a super-powered telepathic mutant, or
use both magic and sorcery, or perhaps even use all five types of powers
presented in this chapter.

However, your gamemaster should have the final say as to whether your charac-
ter can begin with more than one power set.

Following are guidelines for beginning with more than one power set, by power
level.

Normal Power Level

Your character begins with:

¢ One power set at the Normal power level

Heroic Power Level

Your character begins with (pick one of the following):

*  One power set at the Heroic power level
e Two power sets at the Normal power level

Epic Power Level

Your character begins with (pick one of the following):

e One power set at the Epic power level

¢ One power set at the Heroic power level and one power set at the Normal
power level

* Three power sets at the Normal power level

Superhuman Power Level

Your character begins with (pick one of the following):

e  One power set at the Superhuman power level

¢ One power set at the Epic power level and one power set at the Normal power
level

¢ One power set at the Heroic power level and two power sets at the Normal
power level

* Two power sets at the Heroic power level
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*  Four power sets at the Normal power level

As is often the case, having multiple power sets may not be as useful as a single
higher-level power set. The more powers and skills your character uses often
spreads them thin and may result in slower advancement. And no matter how many
of these power sets your character may use, they all draw from the same pool of
power points—your character does not keep a different power point pool for each
power. In some cases, such as an item that stores power points, your character may
not even be able to access those power points to use different types of powers.

For example, a technological battery that stores power points might not
work for spells or for psychic powers... or does it?

MAGIC

Characters who use magic spells are called magicians, and these rules refer to
them as such. Magicians use chants and gestures to produce immediate magic ef-
fects. Magic is quick and easy, drawing from the magician’s POW and using it for
resistance rolls, where required.

HOW MAGIC WORKS

Magic is treated like any other skill: each spell a magician knows is a different
skill, with a percentage chance for success. The magician spends power points
(based on their POW) to fuel spells. When a magician casts a spell, they spend the
relevant power points, and percentile dice are rolled. If successful, the spell takes ef-
fect. If the roll fails, 1 power point is lost and nothing happens.

Like skills, a spell can have an additional effect with a special or critical roll. See
Magic Spell Success Levels for guidance about each level of success.

Most of the time, the magician can attempt to cast the spell again on the next
round if they have enough power points remaining.

Magic can be learned from an instructor and improved through experience. If us-
ing Skill Category Bonuses, spells are Mental skills and that modifier is applied.

COSTS OF MAGIC

Magic spellcasting always has a cost. Magic spells can also be cast in incre-
ments, called levels. Generally, each level costs 1 power point to cast. Some spells
cost more than 1 power point per level. If a magician is reduced to 0 power points,
they fall unconscious. The normal rules for power points apply to any power points
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lost through casting spells. Even if the roll to cast a spell is a failure, the spell costs
1 power point. If the roll fumbles, the spell costs the same amount as if it was a suc-
cess (costing the number of levels in the spell).

Power points regenerate as per the Power Point Recovery Rate Table. Usually,
this is 1 per hour if sleeping and 1 per 2 hours if awake and active.

CASTING TIME

Only one spell can be cast per combat round, but a magician can cast several
levels of the same spell together in the same attempt. Spells each cost 1 DEX rank
to cast per level of the spell and are considered as attack actions if cast in combat.

For example, if a magician with DEX 15 wants to cast a spell in a combat
round, the spell is cast at the DEX rank —1 per level of the spell. Thus, a
level 1 spell is cast at DEX rank 14 (15-1=14).

A magic spell with more levels is cast later in the round. Chapter 6: Combat cov-
ers spell casting times, and the following sections describe magic spell levels in
more detail.

SPELL LEVEL

Each spell is expressed with a level that determines how powerful it is. By default,
a spell is level 1, costing 1+ power points to cast. A spell can be made even more
powerful by adding additional levels (and power points). The effect of each addi-
tional level is provided in each spell’s description.

Adding more levels takes longer than casting the spell at level 1. Each level of a
spell lowers the magician’s DEX rank by —1 for the combat round.

For example, a magician with DEX 15 casting a Fire spell at level 2 does so
at DEX rank 13 (15-2=13) rather than the normal DEX rank 14.

There is a limit to how many levels can be added to a spell, equal to 2 your char-
acter’s INT (rounded up).

For example, a magician with INT 15 is limited to spells of levels 1 through
8. If the additional time to cast lowers their DEX rank to below 0, the spell is
cast in the next round, subtracting the number below 0 from their normal
DEX rank in that next round.

This likely only occurs if a magician’s DEX rank is low or has been lowered due to
other activities in the combat round.
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OVERCOMING POW

Any time a spell affects a living target, the caster must overcome the target’s
POW or power points in a resistance roll. Each spell description designates which
value is used. If it is power points, the value is determined before any points are
spent on the spell. This is not required if the target of the spell is willing to accept the
spell’s effects, and beneficial spells such as Heal or Enhancement do not require a
resistance roll unless the recipient actively does not wish to be aided. In these
cases, use a resistance roll. An unconscious or otherwise debilitated target auto-
matically fails a resistance roll using POW or power points.

COMBINING SPELLS

Two low-level spells of the same type cannot be combined to make a higher-level
spell.

For example, a magician cannot combine two Protection 2 spells to make a
Protection 4 spell.

If two or more spells of unequal levels are applied to the same person, place, or
thing at the same time, only the higher-level spell takes effect, though all the power
points to cast those spells are still spent. If the durations overlap, the lower-level
spell takes effect for the remainder of its duration once the higher-level spell has ex-
pired, if it has not expired already. At no time do two or more of the same spells ap-
ply to the same subject at the same time.

MEMORIZATION OF MAGIC

A magician must commit spells to memory to use them and can memorize a num-
ber of spells equal to half their INT (round up). For example, a magician with INT 15
can memorize eight spells at a time (15x%=7.5, rounded to 8). Any other spells the
magician wishes to carry and have available must be carried in their grimoire, a
type of spell-book used by magicians. It takes 1 hour for a magician to memorize a
spell, and if their INT is already full, one or more spells currently memorized must
be forgotten. Memorizing a magic spell is called readying it, while forgetting it is
called dismissing it. Dismissing a spell also takes 1 hour. Spells remain memor-
ized until dismissed, even if the magician sleeps or is rendered unconscious by
force or some other means.

GRIMOIRES

A magician can cast a spell directly from their grimoire, but this takes one combat
round per level of spell effect desired. A magician can use another character’s grim-
oire if they can read it (with a successful Language roll) and can make a successful
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roll of INTx1 for each spell they attempt to use. If they fail either roll, they cannot un-
derstand the other magician’s grimoire, with its occult codes, unfamiliar symbology,
and idiosyncratic style of organization. After such a failure, the magician can get no
other knowledge out of the grimoire. If their Language skill in the relevant language
increases through training or experience, they can attempt to read the spell-book
again. Once a spell is successfully read, it can be re-read (and potentially memor-
ized) without rolling, though it must be cast normally.

Some magicians can be illiterate, with non-textual means of transcribing a spell,
whether through pictographs, tattoos, occult symbols on great stone columns, or an-
other means. Your gamemaster should work out how accessible these alternate
methods are to the magician and others.

INITIAL SPELLS BY POWER LEVEL

A magician automatically knows how to ready, memorize, and dismiss spells, and
can freely add any currently memorized spells to their grimoire at any time (or can
transcribe any currently memorized spells to a new grimoire if the original is des-
troyed or lost). The magician can spend skill points from Step Three of character
creation, and Step Seven if they have an appropriate profession (Occultist, Priest,
Shaman, or Wizard) for spells.

Following are the starting spells by game power level:

« Normal: A magician knows four spells of their choice, with a beginning skill
equal to INTx1.

e Heroic: A magician knows six spells at INTx1.

«  Epic: Amagician knows eight spells at INTx1. If desired, the magician begins
with a familiar (the POW cost is assumed in the past, so no need to adjust).

e Superhuman: A magician begins with 10 spells at INTx1, a wizard’s staff
already constructed (its power points are based on their current POW score—
the sacrifice of POW is assumed, no need to adjust), and a familiar of their
choosing (as above).

The normal restrictions for having spells in memory apply, and all known spells
are available in the magician’s grimoire.

The Magician’s Familiar

Base Range: The magician's POW in meters.

A magician may have a familiar, a special animal or creature with a magical con-
nection to the magician. A familiar aids in magic and provides other useful abilities.
To gain a familiar, a magician must first capture or befriend the appropriate animal.
See Chapter 11: Creatures for examples, or you and your gamemaster can devise a
new creature, as desired. The creature’s SIZ cannot be more than % the magician’s
POW, rounded up.
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For example, a magician with POW 16 is limited to creatures of SIZ 4 or
lower. All magicians are taught the ritual of binding a familiar, though your
gamemaster may require an untutored magician to seek the knowledge out
in some grimoire or from a mentor.

Once the creature is captured, the magician must live closely to it for three
months. During this time, they cannot be apart for more than one day. Each day of
these three months is spent in ritual preparation, establishing a supernatural rapport
with the creature. At the end of this process, the magician must spend 1 point of
permanent POW and defeat the creature in a POW vs. POW resistance roll (using
the POW value before the point is spent). This is known as binding. When the ritual
is completed, all the magician’s current power points are expended, but now they
have an unbreakable magic link with the creature. If the resistance roll fails, the
creature can never be taken for a familiar, and the POW point is lost.

A successfully-bound familiar is unfailingly loyal to the magician and never will-
ingly betrays them. The magician always senses where their familiar is (and vice
versa) unless they are somehow magically shielded from each other.

While the familiar is within range (the magician’s POW in meters), the magician can:

e Drain the familiar of some or all power points to use instead of the magician’s
own. If the creature is reduced to 0 power points, it falls unconscious.

¢ Drain the familiar of some or all fatigue points, using them instead of the magi-
cian’s own. If the creature is reduced to a negative fatigue point value equal to
its normal total, it falls unconscious.

e See through the familiar's eyes and use its other senses for one combat round,
including use of any special detection (night vision, etc.) that the familiar pos-
sesses. This costs 1 power point to activate per full turn (5 minutes) and can be
spent as needed.

e Use their own INT or POW instead of the familiar’s to defend the familiar
against magical attacks while it is in range. If the familiar is outside the magi-
cian’s range, its natural INT or POW are used instead.

e Send telepathic messages or commands to the familiar. It will obey these, even
if placing itself in danger or certain death. This costs 1 power point per com-
mand

e Speak through the creature’s mouth, if possible. The voice that emerges sounds
like the magician’s, but as if imitating the familiar. For example, a cat emits a
voice like the familiar's magician owner speaking in a mewling ‘catlike’ voice.
This requires the magician to make a successful Idea roll to successfully con-
vey the information through their familiar in this manner—failure means that the
familiar is unable to speak that round or make legible sounds. This ability costs
1 power point per sentence expressed (your gamemaster should determine
what constitutes a sentence).

The familiar can freely leave the magician’s range but does not leave the magician
if it does so—it has simply passed beyond the range the magician can take advant-
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age of any of the abilities listed above. When the magician wishes, the familiar in-
stinctively returns to their side as quickly as it can.

Familiars sometimes assume recognizable aspects of their owner’s mannerisms
and appearance, at your or your gamemaster’s discretion. These can be drawn
from Distinctive Features, Personality Traits, or even the results of major
wounds. If a magician can make a Difficult Idea roll while examining a familiar, and
if the owner is known to the magician, they can determine to whom the familiar is
bound to. For example, a magician’s cat familiar has taken on a slight limp, as the
magician was injured with a major wound in the same limb that never healed. A rival
of the magician, seeing a limping cat, may make a Difficult* Idea roll. If successful,
the second magician recognizes the animal as the first magician’s familiar.*

A magician can only have one familiar active at any one time. If the magician at-
tempts to turn another magician’s familiar into their own, they must perform all of the
above preparations, and then defeat the combined total of the original owner's POW
plus the familiar's POW in a POW vs. POW resistance roll to seize command of the
familiar. If successful, the familiar changes owners. The original owner immediately
knows that the familiar is lost.

A magician can instantly free a familiar from service but does not regain the POW
spent. If a familiar is killed, the magician immediately loses all the benefits of the fa-
miliar, takes 1D6 points of sympathetic hit point damage and may lose 1D6 SAN (if
sanity is being used). The point of POW spent to bind the familiar is lost. If the famil-
iar dies naturally through old age, the magician regains the spent POW point.

The Wizard’s Staff

A magician may wish to craft a staff or have one made for them. This can be ex-
pensive but serves as a sign of magical prowess. A magician with a staff is referred
to as a wizard. It isn’t essential for spellcasting, but it is a useful tool and focus that
most magicians aspire to have—a sign of authority, skill, and mastery.

The term ‘staff’ describes a length of wood or some other substance, around two
meters long, wielded in one or both hands. A staff may, however, be quite different in
size, shape, and appearance. It can be smaller (a wand or sceptre), shaped like
something else (an amulet, ring, or other jewellery), or can even be a weapon. How-
ever, it cannot be a living being. A traditional wizard’s staff is treated as a normal
staff, though other forms likely have different attributes. Work with your gamemaster
to determine a non-traditional staff’s attributes. The time required to make a staff of
any non-wood substance is doubled (see below).

The cost to make a staff is usually prohibitively expensive for all but the most ex-
perienced and successful of magicians, and your gamemaster should set the phys-
ical price accordingly in their setting (it is the equivalent of buying a new car, as a
point of reference). The process of manufacturing a wizard’s staff requires six
months, and while it is generally known to most magicians, your gamemaster may
require your character to make a successful Research or appropriate Knowledge
roll. At your gamemaster’s discretion, the staff may require special elements, such
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as expensive and rare items or substances. Or it may be composed of cheap and
relatively common components. All of this depends on the magician’s personal style.

While the staff is being constructed by the most skilled artisans, your character
cannot do any other task because they must oversee each step of the construction
process, becoming familiar with every aspect of the staff until it is like an extension
of their own mind. The final ritual to be enacted over the staff costs your character a
point of permanent POW, subtracted from their total. There is no roll to be made, but
the POW point does not regenerate.

The staff acts as a reservoir of power points for your character. It can store power
points up to your character’s current POW at the time of the making of the staff
(minus the permanent point of POW sacrificed). For example, if your character has
POW 17 and makes a wizard’s staff, the staff can store 16 power points at any time
(17— 1=16). The wizard chooses when to use the staff’s power points to power a
magic spell, but cannot remove power points to replenish their own supply, or move
any power points into the staff. The staff is essentially a living being in its own right,
and regains spent power points at the same rate as a player character of equivalent
POW. However, if reduced to 0 power points it will wither and die: never to store
power points again.

Some wizards learn to fight using their staves, while others would never dream of
risking these powerful spellcasting tools in such dangerous activity. However, in
combat, a wizard'’s staff is a powerful weapon. A wizard’s staff has 20 hit points (if it
is not a staff, increase its hit point total by 5) and does damage as a normal staff
(see Chapter 8: Equipment, or below, for more details). If it strikes a target success-
fully, it will do an additional 1D6 points of damage if its current power point total suc-
cessfully overcomes the target's current power points in a resistance roll. This extra
damage costs 1 power point whenever this ability is used, though the point is sub-
tracted after the resistance roll. This is not an automatic feature, and must be spe-
cified by the wizard, but does not require any action or take any additional time to
activate. If the staff is broken in combat, it becomes useless and dies, so to speak,
and cannot be used for storing power points again.

A staff can be enchanted with magic spells such as Countermagic and Protection
if the magician wishes, though at your gamemaster’s discretion, it will not allow
other powers (psychic abilities, sorcery, etc.) to affect it. A wizard must be in phys-
ical contact with their staff in order to use it.

A wizard can own and use any number of staves, and will sometimes disguise
them cleverly, to avoid announcing their true function to enemies or even allies.
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*On a successful strike, roll the staff’s power points vs. the target’s power points. If
successful, it does an extra 1D6 damage, at the cost of 1 power point from the
wielder.

GAINING POW

A magician must have a high POW, as they spend power points for spells and
POW helps with spell resistance rolls. Fortunately, a magician can increase their
POW in several ways.

Any time a magician overcomes the magical resistance of a target of equal or
greater POW, their POW has been exercised successfully and may increase. This
includes situations when the magician’s defensive (passive) POW resists an at-
tacker’s (active) POW if that POW was higher than their POW. Overcoming or resist-
ing a target of lower POW does not provide a chance for improvement. Only POW
resistance rolls qualify, not those opposing power points vs. power points.

When successful in a POW resistance roll against an equal or higher POW, place
an experience check next to the POW characteristic. When checking for experi-
ence, the magician's POW may increase (see POW Increases). Each successful
improvement improves POW by 1D3-1 points. As with other experience checks,
this only applies once per adventure, not for each spell resisted.

GAINING NEW SPELLS

A magician can get new spells by seeking them out, discovering them, and buying
or otherwise attaining physical copies of other grimoires, scrolls, etc., then transfer-
ring the spell into their own grimoire. Alternately, a magician can take one game
month per spell to study the principles of any desired spell, assuming they have
some sort of references. At the end of this month, a successful roll of INT+POW
means that the spell is learned and in the magician’s grimoire. It begins at a rating
of INTx1.

If a magician is trying to invent a new spell, discuss it with your gamemaster. The
magician must then spend six months researching it, attempting a roll of INT+POW
each month. Failure adds another month to the overall time. In all, after six success-
ful rolls, the spell is known at a skill rating of INTx1.
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USE OF SPELLS BY NON-MAGICIANS

Non-magicians (those without formal training) may be able to learn and cast
spells. They do not know how to create or read a grimoire, does not know how to
ready or dismiss spells, and simply knows the spell(s) they were taught. A non-ma-
gician can know up to % their INT (rounded down) in spell levels. These spells begin
at an INTx1 skill rating and take an amount of time equal to 30 minus the non-magi-
cian’s INT in weeks to learn. Non-magicians cannot research or create new spells.

BECOMING A MAGICIAN

If a character does not begin play as a magician or lacks access to magic spells
and wishes to learn them, they must first find a wizard (a highly-skilled magician) to
teach them. The apprenticeship to become a magician is a full-time job, and takes
an amount of time equal to 30 minus the character’s INT in months of uninterrupted
study, during which time they learn their initial roster of spells, prepares a grimoire,
and increases the number of magic spells they can hold in INT from % INT (the limit
for a non-magician) to %2 INT. The wizard may charge for their services as described
in Skill Improvement. At the end of this apprenticeship, the character emerges as
a magician, with skill ratings in four spells equal to INTx1, having constructed a
grimoire of their own, and possessing knowledge of how to bind a familiar and make
a wizard'’s staff.

MAGIC SPELL SUCCESS LEVELS

As each spell uses a roll to determine success or failure, success levels can also
measure the quality of the magic spell roll. However, unlike skills, magic spells are
not cut-and-dried in how their effects should be applied based on the result of the
roll. Many magic spells have effects that are either “on” or “off”, with no difference
between a critical, special success, and a normal success. Your gamemaster should
consider the spell’s nature and potential effects when deciding these outcomes. Fol-
lowing are guides to success levels and how they might apply to magic spells:

«  Fumble: All power points intended to be spent on the spell are lost. Addition-
ally, the magician cannot attempt use of this spell for one combat round after
the round the spell failed in. If the spell involves doing damage, the magician
should make a Luck roll: success indicates that the spell just fizzled and does
not work, while failure indicates that the spell struck an unintended target (an
innocent bystander, an ally, valuable equipment, etc.) causing collateral dam-
age and potentially complicating the situation.

*  Failure: The spell doesn’t work but causes no harm or complications. One
power point is spent, but the spell has no useful effect.

*  Success: The spell works as described and the requisite power points are ex-
pended.
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« Special: The spell works with increased effectiveness. If it does damage, the
spell does special damage, as if it were an attack (see Chapter 6: Combat). If
one of the special success damage types (crushing, entangling, impaling,
knockback, or slashing) is appropriate, your gamemaster should incorporate it
into the spell’s effectiveness.

For example, a special success roll for a Lightning spell might cause
knockback.

At your gamemaster’s discretion, another aspect of the spell (range, influence,
etc.) may enjoy 150% effect. Alternately, if the spell requires a resistance roll, in-
crease the spell’s level by x1.5.

e  Critical: The spell works perfectly. If it causes damage, it ignores any armour
the target possesses and does the maximum possible damage. If it does not
normally cause damage, your gamemaster should determine an appropriate
aspect (or aspects) of the spell and double its effectiveness. Alternately, if the
spell involves a resistance roll, your gamemaster may temporarily double the
power’s level or the relevant characteristic for the resistance roll.

These outcomes may require additional interpretation, or your gamemaster can
just use the results of dice rolls without any adjustment for degrees of success. This
should be applied fairly and consistently, and the players should be told whether de-
tailed success levels are being used.

MAGIC SPELLS

Following are a variety of basic spells. These are defined in the following manner:
* Name: The common name of the spell. You may choose to call it something
more flavourful, if desired.

* Range: The maximum effective range for any spell is 100 meters unless other-
wise specified. If it directly affects a target (living or otherwise), the target must
be within line of sight.

* Duration: Spells usually occur instantly in the Powers Phase of the combat
round they are cast in. They usually last for a single combat round, 10 combat
rounds, or for 15 minutes, as indicated in each spell description.

«  Power Point Cost per Level: The power costs this number of power points to
cast per level.

MAGIC SPELL SUMMARY

Following are the most known magic spells. Each spell’s cost per level is given in
parentheses, and each spell’s effect lasts for the duration of the spell.
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Blast (3): Ranged, does 1D6 points of magical damage per level.

Change (1): Transforms 3 SIZ points of an item or being per level.

Conjure (type) Elemental (1): Summons or dismisses an elemental of a spe-
cific type.

Control (3): Allows control over a target’s mind, requires a resistance roll.
Countermagic (1): Reflects incoming spells back at the magician.

Dark (1): Fills an area with darkness.

Diminish (1): Reduces one of the target's characteristics by 1 per level.
Dispel (1): Eliminates existing spell effects, may banish supernatural beings.
Dull (1): Reduces a weapon'’s attack chance and damage.

Enhance (1): Increases one of the target’'s characteristics by 1 per level.

Fire (3): Ranged, does 1D6 points of fire damage per level.

Frost (3): Ranged, does 1D6 points of frost damage per level.

Heal (3): Heals 1D6 points of damage per level.

lllusion (1): Creates 3 SIZ points of an illusion per level.

Invisibility (1): Each level makes 3 SIZ points of an object or person invisible.
Lift (1): Lifts 3 SIZ points of an object or person per level.

Light (1): Fills an area with light.

Lightning (3): Ranged, does 1D6 points of lightning damage per level.
Perception (1): Allows the magician to detect one thing within range.
Protection (1): Adds 1 point of armour value per level against physical attacks.
Resistance (1): Reduces damage from heat and/or cold by 1 point per level.
Seal (1): Joins two inanimate objects together.

Sharpen (1): Increases a weapon'’s attack chance and damage.

Speak to Mind (1): Allows mental communication between the magician and a
target.

Teleport (1): Teleports 3 SIZ points per level anywhere within range.
Unseal (1): Separates two connected objects.

Vision (1): Allows the magician to see what is happening elsewhere, or in the
past.

Wall (1): Creates a barrier to protect your character.
Ward (1): Defines an area protected by Blast and Countermagic.
Wounding (3): Causes 1D6 points of damage per level.
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Blast

Range: 100 meters

Duration: Instantaneous
Power Point Cost per Level: 3

Use this spell to attack a single target with a beam of magic energy. The target takes
1D6 damage per level. Under most circumstances, non-magical armour absorbs the
damage, and this spell can be dodged. If Blast is parried with a shield, the shield
takes the damage, with any remainder going to the target.

Countermagic may stop Blast, but Protection does not work. Resistance does not
work against Blast.

Change

Range: 30 meters
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to change a targeted being or object into a variety of shapes from the
same relative type (animal to animal, vegetable to vegetable, mineral to mineral,
etc.). Each level affects 3 SIZ of the target if the magician can overcome the target’s
POW in a resistance roll. If the target is willing (or the magician themself), no resist-
ance roll is required. To target something larger than 3 SIZ, use enough levels to af-
fect the creature or object’s full SIZ. The targeted being is then transformed into a
creature or object of that exact SIZ. The new shape has the outward attributes and
limitations of the shape (including natural abilities, if any), but characteristics remain
unchanged. Whenever applicable, the target’s characteristics and skills are used, or
the base rating in a newly acquired skill (such as Fly).

Chapter 11: Creatures describes a variety of sample creatures. Either use the
standard write-up or customize one if it is used regularly. If estimating a creature’s
capabilities, assume that large claws do 1D6 plus damage modifier, and a bite or
horn will do 1D3 plus damage modifier.

If the target has already taken hit point damage before the spell is cast, the new
form appears in a similarly wounded state. Similarly, any power points, fatigue, or
other conditions existing on the target are not affected, as appropriate.

In addition to the number of SIZ points this spell can affect, additional levels can be
used to affect more than one object (for example, casting one spell to affect two or
more beings, provided enough SIZ is covered), or extending the duration of the spell
by 15 minutes. When the spell is cast, the magician should specify how additional
levels of the spell are being used.
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Conijure (type) Elemental

Range: 12 meters
Duration: 10 combat rounds
Power Point Cost per Level: 1 per point of elemental POW

This spell conjures or dismisses a specific type of elemental, chosen when the spell
is taken. For the duration of the spell, the elemental must be directed by the magi-
cian’s full attention. Each point of POW the elemental possesses costs 1 power
point.

The following elementals are described in Chapter 11: Creatures.

< Air: Called sylphs, they usually appear as beautiful, near-transparent hu-
manoids, either naked or clad in diaphanous clothing. They have transparent
wings, either feathered or like those of an insect. They usually glide above-
ground.

e Earth: Called gnomes, they are usually thick-bodied humanoid beings made of

earth and rock, frequently male, with mossy beards and roots that cross their
bodies like veins.

«  Fire: Called salamanders, they usually appear as hairless humanoids wreathed
in fire, with darkened skin glowing in cracks from within. Alternately, they ap-
pear as reptiles or serpents.

«  Water: Called undines, and often appear as beautiful mermaids, half-fish and
half-human, pale green and blue. When they appear on land, their fishtails are
replaced with human legs.

Elementals may appear in entirely different forms, and other types may exist.

Control

Range: 100 meters
Duration: 10 combat rounds
Power Point Cost per Level: 3

Use this spell to control the thoughts and/or actions of one intelligent being. The ma-
gician must succeed in a POW vs. POW resistance roll against the target. Each
level of the spell allows the magician to control one being. This spell cannot be used
on unintelligent animals. Each attack is independent with a POW vs. POW roll made
against each target. The magician must concentrate on the spell, using no other
spells or doing anything more than moving slowly and speaking briefly, or the target
will simply stand idle. The magician must make an Idea roll if distracted,

The magician controls the movements and speech of the target(s). The target can-
not speak or perform any voluntary action other than those specified, but if the ma-
gician wishes, the target can speak freely or have a limited range of free actions.
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Having more than one target do different things requires an Idea roll each combat
round to maintain coordination between different targets. If the magician is forced to
fight or concentrates on any other activity, the target(s) collapses into sleep. Once
control is lost, a collapsed target will revive and regain control with a roll of CONx1.
The roll may be attempted once each combat round after collapsing.

If the target is commanded to perform an action it would normally find objectionable,
a Difficult 1dea lets it resist. Success means that the target balks and does not fol-
low the order for one combat round, standing still or otherwise idling. Failure means
the target performs the action as required. The action can be commanded again in
the following round, with a new Idea roll. If the action commanded is wholly objec-
tionable, such as murder of an ally, the Idea roll is unmodified. If the command is
suicidal, the Idea roll is Easy. If the result of the Idea roll is a special success, the
target breaks free from the Control spell in an obvious fashion. If the result of the
Idea roll is a critical success, the target breaks free unbeknownst to the spell’'s
caster.

When the Control spell is done, the target may make an Idea roll. If successful, they
remember every detail of actions taken under the spell’s influence. They do not ne-
cessarily remember who the spellcaster was, unless it is obvious.

Countermagic

Range: 100 meters
Duration: 5 minutes
Power Point Cost per Level: 1

Use this spell to create a magical shield around the magician or any desired subject
they wish to keep magic from affecting. Any incoming spell must have its level over-
come the level of the Countermagic on the resistance table. If the attacking spell’s
resistance roll succeeds, the spell penetrates the Countermagic, but must still over-
come the POW of the target, if required. If it does not require a resistance roll, it acts
as if no Countermagic spell was cast. If the Countermagic spell succeeds on the
resistance table, the incoming spell has rebounded on the original caster. If that
caster has Countermagic on themself, the spell must overcome that Countermagic
to have an effect. Any spell failing to penetrate two Countermagic spells dissipates
and is no more. Countermagic protects the target and anything they are carrying,
within reason (if in doubt, use the character’s STR as a guideline as to how much
they can carry).

If the character or object to receive the Countermagic already has a Protection
spell, the Countermagic is not effective unless its level overcomes the level(s) of
Protection on the resistance table. If successful, both spells take effect. Counterma-
gic is effective vs. Blast and Lightning, but not against Fire or Frost.
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Dark

Range: 100 meters
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to dampen all light within a circle 3 meters in radius plus 3 meters per
level. This darkness is absolute, and light cannot shine through it. The spell must be
cast on an object; it does not hang in mid-air. The affected area is in total darkness
to anyone seeing in the normal range of visible light, even if a torch or other light
source is active within the spell’s radius. Dark can be cast on an object that Light
has previously been cast upon. Each level of Dark cancels a single level of Light.

Diminish

Range: Touch
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to overcome the target's POW with a resistance roll and reduce their
STR, CON, SIZ or DEX by —1 per level of the spell. Pick which of the target’s char-
acteristics will be affected before the spell is cast. Subsequent casts can reduce the
same characteristic or affect a different characteristic. This spell affects any attrib-
utes derived from these characteristics, such as hit points, power points, character-
istic rolls, characteristic modifiers, etc. Characteristics cannot be reduced below 1,
and points of Diminish more than that have no further effect.

Dispel

Range: 100 meters
Duration: Instantaneous
Power Point Cost per Level: 1

Use this power to rid oneself (or another target) of detrimental or positive effects of
a spell. Like Countermagic, it must overcome the level of the spell on the resistance
table. Dispel must be directed at a particular spell in effect on the target. Identify the
spell’s effects to be eliminated (if numerous magic effects are in place, the game-
master decides which are affected). If the target is protected by Countermagic, it
must get through the Countermagic to affect the target. If the Dispel is intended to
be effective against multiple spells, the spell’s level is rolled against each of them on
the resistance table. In the case of multiple targets, the caster must either specify
whether the Dispel is intended to work against a single spell or all of them.

If multiple spells are to be dispelled, the one with the highest levels is checked first
against the Dispel power on the resistance table. Any effects that are not dispelled
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remain, and any failure to Dispel a spell means that the Dispel spell ceases working
and cannot be pitted against further spells.

Dispel can also be used against someone as they cast another spell, to prevent the
spell from being cast. This is handled in the Statement of Intent phase of combat.
With a successful Luck roll, a magician who can act in the round, but has not
already done so, can abandon their intended action and attempt to use Dispel
against a spell as it is cast. Dispel can be used as a held action. To interrupt a spell
from being cast, the magician must cast equal or higher levels in Dispel or the Dis-
pel doesn’t work.

Dispel can also be used to banish or destroy lesser summoned creatures (element-
als or minor demons) or a possessor (for example, a being that has seized control
over a host’s body using the Control spell). In these cases, the Dispel’s levels are
compared against the creature’s own POW characteristic. If the creature’s POW is
overcome on the resistance table, it departs as quickly as possible. If it is a pos-
sessing being, the creature flees the host body immediately. If multiple appropriate
beings are within the range of the spell, you must clarify which one is being tar-
geted, or all of them are targeted, with the highest POW being the one attempted
first. If the Dispel succeeds on the first, it then moves to the second, etc. If it fails, it
does not have further effect on any remaining beings.

Dull

Range: 100 meters

Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to reduce the attack chance of a weapon by —5% and its damage by —
1 point. More than one level can either reduce the attack chance more (to —10%, —
15%, etc.) or reduce damage by —2, -3, etc., or it can be distributed equally among
several weapons up the level of the spell and within range. If a weapon leaves the
range, it is no longer affected. Damage cannot be reduced below 1 point, and a roll
of 01% always hits, regardless of modifiers.

Enhance

Range: Touch
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to overcome the target's POW in a resistance roll and add +1 to one
of the target’s STR, CON, SIZ or DEX per level of the spell. Pick which of the tar-
get’s characteristics will be affected before the spell is cast. Subsequent castings
can increase the same characteristic or affect a different characteristic. This will
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temporarily affect other attributes derived from these characteristics, such as hit
points, power points, characteristic rolls, characteristic modifiers, etc. Hit points and
power points above the target’s normal range are lost.

Fire

Range: 100 meters
Duration: Instantaneous
Power Point Cost per Level: 3

Use this spell to create a pillar of fire doing 1D6 fire damage to everything in a circle
1 meter in diameter. Multiple levels may be used to set up several fires instead of
one large fire or can combine the effects.

A target can attempt to dodge out of the affected area. The spell's damage is ab-
sorbed by armour, Protection, and Resistance spells, but Countermagic has no ef-
fect. The spell lasts only one combat round unless cast on or consuming something
flammable. If so, the blaze continues, damaging anyone or anything within it at the
rate of 1D4 points per combat round (see Fire and Heat).

Levels of this spell can be used to cancel levels of Frost on the resistance table, but
Fire has no effect against other forms of supernatural cold.

Frost

Range: 100 meters
Duration: Instantaneous
Power Point Cost per Level: 3

Use this spell to create a pillar of intense cold doing 1D6 cold damage per level to
everything in a circle 1 meter in diameter. Multiple levels may be used to set up sev-
eral frosted areas instead of one large one, or can combine the effects.

A target can attempt to dodge out of the affected area. The spell’'s damage is ab-
sorbed by armour, Protection, and Resistance spells, but Countermagic has no ef-
fect. The spell lasts only one combat round unless something brittle is frozen. In this
case, the brittle item may shatter (see Cold and Exposure).

Levels of this spell can be used to cancel levels of Fire on the resistance table,
but Frost has no effect against other forms of supernatural flame.
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Heal

Range: Touch
Duration: Instantaneous
Power Point Cost per Level: 3

This spell heals 1D6 hit points of damage per level. Restoring a character to a
positive hit point total with Heal can restore them to life if successfully cast by the
end of the round following that in which the victim suffered the mortal wound. Any
limbs severed or lost through a major wound or use of the hit location system are
still severed or lost, though the hit points are still restored. Heal has no effect on dis-
ease, poison, or radiation, though it can restore lost hit points caused by them.

lllusion

Range: 30 meters
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to create up to 3 SIZ points per level of an object’s appearance. This
is visual only, with no sound, scent, touch, or taste. If touched, it remains but is in-
substantial. lllusions can be used to mislead or terrify opponents, or entrap them,
disguising walls, concealing traps, etc. The illusion is immobile unless the caster
concentrates on the illusion to the exclusion of all else. Those witnessing an illusion
may attempt to detect the falsehood in one of several manners, depending on the
circumstances:

e Ifthe illusion should have sound, a successful Idea roll reveals it. If the illusion
does not need sound, a Difficult Spot roll is required to see through it. If some
form of sound accompanies the illusion, a Difficult Listen or Sense roll is re-
quired to notice it is not real.

e If the viewer suspects it is an illusion and attempts to disbelieve it, roll the magi-
cian’s POW vs. the viewer’s INT on the resistance table.

Invisibility

Range: Touch
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to turn 3 SIZ per level of an object or another being invisible. ltems or
living beings cannot be turned partially invisible, though components can if the ob-
ject consists of more than one “piece”.
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The magician must concentrate on the spell and must do no more than walk or
speak to maintain the invisibility. Fighting, taking injury, using another power, per-
forming some athletic manoeuvrer, or similar distractions break the effects and end
the spell. Any attacks against an invisible character or object are at 1/5 the at-
tacker’s skill rating. Any parries are equally difficult, requiring a successful Listen,
Sense, or Spot roll to even make the attempt. This power does not stop sound or
other sensory clues from the target, and successful use of a Listen, Sense, or Spot
skill reduces the penalty of attacks to Difficult instead of 1/5.

An invisible character can move, attack, flee, or stand still while the spell is active.
Invisibility can be dispelled by the magician at any time, though starting it again re-
quires another casting.

Lift

Range: 100 meters

Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to lift 3 SIZ per level of an object or being and move it through the air.
This spell can be cast on oneself, using it to fly. The target of the spell is moved up
to 24 meters per combat round. Each level of the spell above the minimum neces-
sary to move the SIZ add +6 meters movement per combat round. No resistance roll
is required for weight equal to or below the number of SIZ affected by the spell (for
example, casting Lift 4 allows your character to manipulate up to 12 points of SIZ
without needing to make a roll on the resistance table). If the target does not wish to
be lifted (or is held by or connected to something), the magician must overcome its
POW or SIZ with a resistance roll (gamemaster choice).

The spell may also be used to slow a falling object that is otherwise too large for the
level of the spell. For each level less than needed, the object is slowed as if it were
falling that difference times 3 meters, up to a 12-meter reduction.

The spell may also move an object such as cart or sledge along the ground. In this
case, each level of the spell can affect 6 SIZ of the targeted object or character.
This spell can also be used to throw an object already lifted, with a Difficult roll of
the caster’s Throw skill.

Light

Range: 100 meters

Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to illuminate a circle 3 meters per level in radius. This light is around
the brightness of a torch or small light bulb. The spell must be cast on an object; it
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does not hang in mid-air. Light can be cast on an object that has had Dark previ-
ously cast upon it, cancelling both spells on a level-for-level basis.

Lightning

Range: 60 meters
Duration: Instantaneous
Power Point Cost per Level: 3

Use this spell to throw a lightning bolt doing 1D6 damage per level directly to the hit
points of the desired target (usually a living being). If cast, the spell will hit if not
dodged or parried. If two targets are equally close, the Lightning strikes the target
wearing or wielding the most metal. Countermagic protects against the spell, and
other insulation may protect the character (gamemaster’s discretion). When used on
a metallic object, Lightning has a chance equal to the magician’s POW multiplied by
its level of travelling (and jumping) along any connected or nearby metallic surface
to strike any other characters touching the metal surface for Y2 damage. Additionally,
it can “fry” any electronic equipment it targets, using the magician’s POW against
the item’s hit points in a resistance roll.

A target can dodge or parry Lightning with a shield. Dodging lightning is Difficult if
wearing metal armour, and if Lightning is parried successfully with a non-metallic
shield, the shield takes the damage, with any remainder carrying over to the target.
Parrying Lightning with a metallic shield is useless, as the Lightning conducts
through the shield and to the target.

Perception

Range: 60 meters
Duration: Instantaneous
Power Point Cost per Level: 1

Use this spell to point out the direction of the nearest example of one type of thing
(specified by the caster when the spell is cast), such as the nearest trap, secret
door, gold, magic, stairway, unfamiliar thoughts, etc. within range. Additional levels
let the caster seek out more than one thing at the same time. The gamemaster can
determine if similar things are close enough to count.

For example, Perception 2 can find the closest two traps, or it may find the
closest trap and the closest secret door.
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Protection

Range: 100 meters
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to add +1 point per level to the target’s armour points (even if no ar-
mour is worn). Any Countermagic cast upon on the target must overcome the Pro-
tection spell on the resistance table. If successful, both spells remain on the target
and in effect. At your gamemaster’s discretion, this spell can also provide protection
against damage types not normally blocked by armour.

Resistance

Range: Touch
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to gain 1 point of resistance per level against damage taken from ex-
tremes of temperature or the environment, such as Fire or Frost spells. If the protec-
ted character is hit by more than one such attack, each damage roll is reduced by
the level of the effect.

Protection and Resistance

Protection and Resistance apparently serve the same purpose: keeping your char-
acter from taking damage, but they do differ.

«  Protection is like armour and is subtracted from any physical damage taken,
but it is not effective against environmental extremes.

« Resistance lowers the amount of damage taken by environmental extremes
(heat, cold), but is not effective against attacks or physical damage.

Some attacks, such as a flaming sword or a falling flaming roof beam, may be af-
fected by both spells at once, with Protection reducing the points of damage from
the blade itself, and Resistance reducing the extra damage from the flames.

Seal

Range: Touch
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to bond the edges of any two inanimate objects which are at rest and
fitted to one another, such as a door in a door frame, a lid on a box, or a knife in a
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sheath. The two objects become joined as if they were one object and cannot be
separated while the spell is in effect. The objects can be battered open or destroyed,
their hit points and other values combined, when applicable. Seal adds +20 hit
points to the combined hit point total of the two items.

Each level adds either 15 minutes to the duration of the spell or adds +20 additional
hit points to the hit points of the sealed objects. The caster may split levels between
these two benefits, deciding how before casting the spell.

Sharpen

Range: 100 meters
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to add +5% to the attack chance and +1 damage to any weapon (in-
cluding blunt weapons and missile weapons) it is successfully applied to, up to the
maximum damage possible using that weapon. Additional levels can either add mul-
tiples of +5% and +1 point of damage to the weapon (+10% and +2 damage, +15%
and +3 damage, etc.), or can be distributed equally among several weapons, up to
the level of the spell and within range.

For example, Sharpen 6 can be used to add +5% and +1 damage to all six
bullets in a revolver.

The damage bonus is only applied to the weapon’s natural range of damage, with
the user’s damage modifier (if applicable) applied separately, unmodified by the
spell.

Speak to Mind

Range: 100 meters
Duration: 10 combat rounds
Power Point Cost per Level: 1

Use this spell to speak to one other mind per level, whether intelligent or not. Only
surface conversation or feelings are transmitted, and the target may need to make
an ldea roll to understand if not traditionally intelligent. Language is not a barrier to
this spell, however. Multiple targets of the spell cannot communicate to each other
using this spell, though casting Speak to Mind 1 on a target, lets them communicate
with one other mind.
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Teleport

Range: 1,000 meters
Duration: Instantaneous
Power Point Cost per Level: 1

Use Teleport to instantaneously teleport 3 SIZ per level from its current location to
another place within range. Only complete objects can be teleported—it is im-
possible to teleport a part of a living being away. If an object is not directly affixed to
another object, it can be teleported.

For example, a gun can be teleported out of a target’s holster, but not the
engine block out of a car.

Additional levels above the target’s SIZ can be used to increase the range by an ad-
ditional +1,000 meters. If the target of the spell is affixed to something or is a living
being that does not wish to be transported, the caster must overcome the item’s hit
points (or armour value) vs. their POW on the resistance table. For a living target,
the target’s POW is the opposing force. A willing target (such as oneself) does not
require a resistance roll.

A fumble may send the item or person being teleported into a solid object, perhaps
even underground. The caster should attempt a Luck roll if a fumble has been
rolled. If the Luck roll is successful, no damage or ill effects are taken, and the tele-
ported character or object narrowly escapes a grim fate. If the roll fails, the unlucky
target immediately takes 3D6 points of damage and suffers an injury from the Major
Wound Table, modified as appropriate.

Attempting to Teleport a foe or item into a solid structure allows the target the same
chances as described above (a Luck roll). It costs 3 power points per level to con-
sciously teleport something or someone into a solid structure or object (plus a
0/1D3 Sanity roll). If the subject of the teleportation into a solid substance is another
item, your gamemaster decides what happens. A living being becoming fused with a
solid item is usually traumatic, and the target must find some means of extricating
themselves from the item or structure (such as another Teleport spell). Failure to do
so can cause any Major Wound (as above) to have permanent effect.

Unseal

Range: Touch
Duration: Instantaneous
Power Point Cost per Level: 1

Use this spell to open unlocked doors or boxes and cause weapons to fly out of their
sheaths and drop to the ground. It will not undo a locked container, or some object
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that has been fastened shut. It can be cast to cancel Seal if the level of Unseal over-
comes the level of Seal on the resistance table.

Vision

Range: 100/10 meters
Duration: 10 combat rounds
Power Point Cost per Level: 1

Use this spell to see what is happening in any area within 100 meters of a familiar
area, or within 10 meters of an unfamiliar area. This gives full vision and hearing, as
if in that area, allowing that point of view to have any mobility they possess, while
within the spell’s range. A caster physically near an area within the 10-meter range
can cast it into that area, regardless of familiarity.

Each additional level allows viewing of a place or events that have transpired for up
to +1 additional day. When viewing an area, the caster’s perception of time is un-
altered—10 combat rounds of the spell take 10 combat rounds to view—but can be
ended at any time by the caster.

This spell may also be used to touch an item and receive a vision of its previous
user or owner. Each additional level used gives another use or another mental im-
age. When casting, designate how to allocate extra levels. Furthermore, each level
of this spell allows a cumulative 10% chance of learning the activating word for a
magical device. This spell can only be attempted once for any single object until the
spell’s skill ranking is increased by at least +5%.

While using the Vision spell, the caster may not use any other spell or the Vision
spell’s effects end.

Wall

Range: 12 meters
Duration: 15 minutes
Power Point Cost per Level: 1

Use this spell to form a wall-like barrier out of the ground, formed from one particu-
lar type of available material that would normally be able to be sculpted into such a
wall, such as earth, snow, ice, stone, metal, wood, concrete, gravel, sand, etc. The
wall usually appears immediately before the caster to protect them against attacks
or attackers, though it can appear anywhere within range. When created, the barrier
is 1 square meter per level of the spell. These square meters can be distributed as
desired along the dimensions of width, height, and length.
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For example, casting Wall 9 and spending 9 power points lets the caster create a
wall 3 meters high, 1 meter thick, and 3 meters long or 1 meter high, 1 meter thick,
and 9 meters long.

This wall can be shaped in whatever simple form desired, such as a straight or
curved wall, a half-sphere, etc.

Regardless of the substance it is made of, a Wall has 30 hit points. Each additional
level above and beyond those defining its size adds +30 hit points to its hit point
total, though an attacker generally only needs to destroy one or two 1-meter seg-
ments to create adequate space to move through it. At the end of the spell’s dura-
tion, the Wall dissolves, crumbles, melts, retracts into the earth, or gradually disap-
pears, as appropriate.

If desired, the Wall's 30 hit point value can be based on the guidelines in the Ar-
mour Values of Substances and Object SIZ Examples tables.

Ward

Range: Touch
Duration: Permanent
Power Point Cost per Level: 3

Use Ward to form a protective square of up to nine square meters around the per-
son or object needing guarding or protection. The Ward is defined by four objects
(called the wards) enchanted in a preliminary ritual to gain the effect. These wards
do not gain any magical enhancement other than being attuned to one another for
the purpose of the spell. Ward acts as a combination of Countermagic and Blast.
Any power points passing through the region defined by Ward (in either direction)
must overcome Countermagic 1. Any object crossing the line from either direction
receives Blast 1. Each extra level adds +3 meters to any dimension of the area
defined by the ward, or another level of Countermagic and Blast. The spell must be
successfully cast to set up the wards and successfully cast again to take them down
without harming the caster. The spell’s effects last until the wards are moved by the
original caster, or destroyed, or the spell is dispelled.

Only the caster may move the ward objects without disturbing the spell. However,
Dispel may be cast upon them. Physically interfering with the objects sets off the
Countermagic and Blast capabilities, as if the Ward was triggered. If some other

means of manipulating the objects is attempted, each ward has 30 hit points and
acts as if it had Seal cast upon it.
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Wounding

Range: Touch
Duration: Instantaneous
Power Point Cost per Level: 3

Use this spell to cause 1D6 points of magic damage per level directly to the target.
Wounding requires a successful Brawl roll to touch the target in combat, or an Agil-
ity roll if not in combat. Either roll becomes Easy if the target is unsuspecting. Ar-
mour does not protect against this damage, though any Protection subtracts from
the spell’'s damage. The Brawl attack does not do any damage, regardless of what
powers or weapons are being used, and it may be parried, dodged, or blocked as
per a normal Brawl| attack.

MUTATIONS

Mutations occur through exposure to radioactivity, chemical exposure, medical
experimentation, strange environmental conditions, genetic quirks, or other means.
They can appear at birth, manifest later, or develop otherwise. Characters with
mutations are usually called mutants. Some animals may have mutations (see
Chapter 11: Creatures).

Some mutations are disadvantages, causing unfortunate and unwelcome condi-
tions. These negative qualities are called adverse mutations, while positive ones
are beneficial mutations. In some methods of character generation, mutations are
randomly assigned, and are not chosen by the player.

Few mutations act like skills, though they are often assigned a potency (POT) rat-
ing to allow for resistance rolls and comparison of intensity. Mutations do not have
levels, but some are defined as either minor or major, less intense or more power-
ful versions.

STARTING MUTATIONS

When determining your character’s starting mutations, a major mutation is the
equivalent of two minor mutations and two minor mutations are worth one major
mutation. Each mutation begins as a minor mutation, and if you pick or randomly roll
the same result twice, it becomes a major mutation. Each mutation’s description
defines the minor and major versions. All references to CON are for your character’s
initial CON, before the effects of any mutations are applied. Following are the sug-
gested number of mutations by power level:
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« Normal: Your gamemaster may allow you to pick instead of rolling, but other-
wise roll D100 twice on the Random Mutations Table. Each mutation is minor,
but if you get the same result twice it is major. Make a Luck roll if the mutation
is adverse. If successful, roll again for another mutation. If the mutation rolled is
adverse once more, repeat the process until you either fail a Luck roll or gain a
beneficial mutation.

* Heroic: Choose mutations equal to % your character’s CON (round up), with a
minimum of 2. Major mutations count as two picks, and you can pick two major
mutations only if your gamemaster allows it. You can take adverse mutations to
increase the number of beneficial choices at a rate of 1 to 1 (picking one minor
adverse mutation lets you pick one minor beneficial mutation, two minor ad-
verse mutations equal a major beneficial mutation, etc.). Your gamemaster
must approve taking more than four adverse mutations, and you cannot take
more adverse mutations than % your CON.

«  Epic: Pick minor mutations (or pick a mutation twice) up to ¥z your character’s
CON (round up) as you see fit. Guidance for taking adverse mutations is as
above, limited to % CON (round up).

e Superhuman: Pick mutations equal to CON, with a limit of up to ¥2 CON
(round up) in adverse mutations. Major mutations are highly recommended.
Your gamemaster may allow you to take a mutation at above major quality (for
three picks) and work with you to determine its effects if they are not obvious.

GAINING NEW MUTATIONS

Mutations, unlike skills or magic powers, are not learned or gained through adven-
turing. However, mutation is change, and a world with mutations is full of ways to
promote that. Here are some of the ways mutations may appear or evolve in play:

« Mutagenic Exposure: Prolonged or deliberate exposure to a mutagen, a sub-
stance or condition that can cause or increase mutation. Usually scientific in
nature (chemicals, radiation, etc.) it could be through magic. Your gamemaster
should determine if this causes a minor mutation, then pick or roll on the Ran-
dom Mutations Table. This is usually a minor mutation, though mutation(s)
can be major.

< Evolution: An existing adverse mutation, once exposed to a mutagen, may in-
crease or decrease. Increase an already-existing mutation from minor to major,
or vice versa. An adverse minor mutation can be eliminated entirely. This is
only one step, but under the right circumstances, a major adverse mutation
may become no mutation.

« Transformation: Some mutations become absolute and total transformations.
In a “perfect storm” of mutagenic conditions, the mutant may enter a chrysalis
state (a cocoon or equivalent) and emerge with all mutations transformed into
other mutations. Your gamemaster must approve this, and it should take time
(the mutant's CON in days, for example). In this time, the mutant can switch
any mutations for new ones, as if in character creation.
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* Increase in CON: An increase in CON (see Increasing Characteristics) in-
creases mutation potential: for each point of CON increased, pick or randomly
determine a new minor mutation, upgrade a mutation, or downgrade an exist-
ing mutation by one level. A decrease in CON does not require loss of muta-

tions.

MUTATIONS

Following is a list of standard mutations. Those labelled (Adverse) are disadvant-
ageous, and those labelled (Minor) have only minor versions.

Random Mutations Table

Roll D100 to determine mutations (or pick, at the gamemaster’s discretion). Adverse
conditions are marked with an asterisk™.

Result Mutation Description

01-03 Adaptability Survival in unusual environments.

04-05 Allergy Skills reduced by contact to an allergen.

06-09 Biped (Quadruped)*  If two-legged, forced to walk four-legged.

10-12 Camouflage Skin has a concealing texture or colour.

13-15 Colouration Unusual colouration (minor only).

16-19 Congenital Suffers from a debilitating disease.
Disease*

20-22 Decreased Characteristic decreased.
Characteristic*

23-25 Disease Carrier* Carries (but is immune to) an infectious

disease.

26-29 Group Intelligence Part of a hive mind.

30 Hands Has extra hands or prehensile limb.

31-33 Hardy Resistant to damage.

34-35 Hybrid Has an animalistic trait.

36-37 Imitation Imitates an animal’s natural trait.

38-44 Increased Characteristic increased.
Characteristic

45-48 Keen Sense Has one or more sharp senses.

49-50 Luminescence Emits a light from body.

51-53 Metabolic Has a beneficial but unusual metabolism.
Improvement

54-57 Metabolic Has a disadvantageous and unusual
Weakness* metabolism.
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58-60 Natural Armour Has natural armour (scales, horn, hide, etc.).

61-65 Natural Weaponry Has natural weapon (spine, claw, teeth, etc.).

66-67 Pain Sensitivity* Low resistance to pain.

68 Pheromone Emits chemicals that can affect others.

69-70 Reduced Sense* Impaired or missing primary sense.

71-72 Regeneration Able to heal rapidly.

73-74 Sensitivity Has an unusual affinity for a substance.

75-76 Speech (Mimicry) Can imitate animal noises or speak clearly.

77-81 Structural Has an unusual and beneficial body form.
Improvement

82-86 Structural Has an unusual and disadvantageous body
Weakness* form.

87-89 Venom Emits a natural poison.

90 Wings Has wings and can glide or fly.

91-00 Gamemaster or Pick or roll again.
Player Choice

Adaptability

Use this to instantly adjust to a particular extreme condition, chosen when this
mutation is selected. Alternately, the mutant can survive the specific condition but

does not actually adapt to it (essentially ignoring it). Minor mutations are immunity to
radiation, can breathe both air and water, can digest metal and/or stone, etc. Major
mutations include immunity to extreme heat, cold, or radiation; survival in a vacuum;
etc. In a resistance roll against the condition, the relevant characteristic is doubled.

Allergy

(Adverse) This causes hypersensitivity to a particular substance, plant, or animal of
a type picked during character creation. Contact with this substance causes an un-
pleasant and extreme reaction (nausea, weakness, blindness, etc.). For a minor
mutation, subtract —20% from all skill ratings while in contact with the allergen, and
for 15 minutes afterwards. For a major mutation, suffer 1D6 hit points damage when
exposed to the allergen once per 15 minutes. Armour does not protect against it,
and all skill ratings are at —40% while exposed and for 15 minutes after.

Biped (Quadruped)

(Adverse) Your character’s musculature or skeletal structure requires a quadru-
pedal (four-legged) stance rather than a bipedal (two-legged) one. The minor ver-
sion allows standing upright for brief periods (equal to CON in combat rounds), be-
fore reverting to a four-legged stance. With the major mutation, a successful Agility
roll is required for each combat round upright. Other characteristics and attributes
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are unaffected, as is the ability to use some types of equipment, unless affected by
the mutation (gamemaster discretion).

A being normally quadrupedal with this mutation has the musculature and skeletal
structure to walk upright, whether all the time or occasionally dropping to quadru-

pedal stance. For inappropriate creatures (for example, fish or snakes), use Struc-
tural Improvement or Structural Weakness instead.

Camouflage

Use this unnatural colouration, exterior form, or ability to change colour to hide from
enemies or imitate an object or other type of being. The minor mutation represents
alternate colouration or an unusual skin texture, and the major version allows chan-
ging colour and/or skin texture to match the environment, like a chameleon.

For example, a hairless mutant with stony skin could curl up and resemble
a rock or might have bark-like skin and imitate a tree.

The minor version of this mutation provides +20% to Hide, and +40% for the major
version.

Colouration

(Minor) The mutant’s skin is an unnatural colour or colours, often strikingly so. It
may glisten like gold, be tiger-striped, or be one solid colour. If normally covered
with scales, carapace, fur, hair, or some other substance, that has an unusual and
unnatural colour.

Congenital Disease

(Adverse) The mutant suffers from an incurable and possibly painful non-conta-
gious ailment. It may have haemophilia, deformed bones, cancer, or diminished
lung capacity. Such mutants usually have shortened lifespans. As a minor mutation,
one characteristic (usually CON) is reduced by 1D6 points. As a major mutation,
two characteristics (usually CON and another of your choice) are reduced by 1D6
points. Any modifiers or derived attributes using those characteristics are similarly
modified.

Decreased Characteristic

(Adverse) For a minor mutation, first determine which characteristic is decreased
through mutation. Roll a D10 and refer to the following chart:

Characteristic Change Table
Result Attribute
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1 STR

2 CON

3 Sz

4 INT

5 POW

6 DEX

7 CHA

8 Both STR and SIZ.

9 Roll twice, using a D8 instead of a D10.

0 Roll three times, using a D8 instead of a D10.
Roll a D6 to determine how much the characteristic is altered by:

Result Reduction

1-3 —1D6

4-5 —2D6

6 —3D6

No characteristic can be reduced to less than 1, so ignore any reduction beyond 1.
For a major mutation, the characteristic reduction is doubled. Any bonuses or de-
rived attributes using those characteristics are similarly modified.

Disease Carrier

(Adverse) The mutant carries a disease with a potency (POT) of 2D10 but is im-
mune to it. The disease may be promulgated by touch or another mode of transmis-
sion (proximity, breath, saliva, blood, etc.), with a range of CON if not touch. Anyone
exposed must make a resistance roll of their CON vs. the disease’s POT or con-
tracts the disease. As a major mutation, the POT is 4D10, or is two separate dis-
eases, each with its own POT and vector of transmission. See Disease.

Group Intelligence

This power is rare for humans and picked only with your gamemaster’s approval. A
mutant with this mutation is either the dominant member of a group of similar linked
creatures, or the group itself. Creatures with group intelligence often live in colonies
and share the same mind. The experience of one of the group’s creatures is simul-
taneously experienced by the other members of its colony. At the minor version, the
group intelligence is short distance (CON in meters) and is limited to vague sensa-
tions or behavioural imperatives. The major version allows for a strong link (tele-
pathic in nature) allowing full communication over an unlimited distance. Often, spe-
cies with Group Intelligence dwell together and have particular castes specialized
for individual roles.
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Hands

The minor version of this mutation provides monkey-like feet; prehensile lips,
tongue, or a snout; or a long prehensile tail. The major version provides two such
groupings of limbs (prehensile feet and a tail), or an extra set of such organs (two
tails, two extra arms, long antennae, etc.). Determine if this allows additional actions
in a combat round (see Two Weapons). If using hit locations, the new limb(s) are
equivalent to an arm or leg, as appropriate.

Hardy

This mutation allows the mutant to withstand considerable damage before falling un-
conscious. As a minor mutation, it reduces damage from a particular type of injury
(choose something like fire, falling, cutting weapons, etc.) to half rolled damage
(round down). As a major mutation, in addition to the resistance to a particular type
of damage, the mutant can be reduced to 0 or negative hit points and remains able
to act unhindered, until they reach negative hit points equal to their CON. Beyond
that, the mutant dies unless healed in the next five minutes to 1 or more hit points.

Hybrid

Such a mutant is a generic hybrid with the traits of two or more different types of an-
imals. They might have lobster-like claws, a tiger head, or anything else imaginable.
As a minor mutation, the mutant has a few defining elements clearly marking them
as a hybrid, and as a major mutation, they are more animal than human, and may
find it impossible to blend in amongst humans. Generally, characteristics and skills
are relatively unaffected, though such a mutant may have claws (1D6 slashing dam-
age), a pointed beak or teeth (1D4 impaling damage). At your gamemaster’s discre-
tion, the major version of this mutation includes the Natural Weaponry minor muta-
tion (below) at no cost to CON. This can be improved to a major mutation normally.

Imitation

The mutant can imitate a natural trait of an animal species such as web-spinning,
wall-crawling, leaping, egg-laying, amphibiousness, etc. (unless the ability is better
covered by another mutation). Describe it like a speciality, such as ‘Imitation (Amphi-
bious)’. The minor version confers the ability to imitate the trait with a successful
Luck roll, or the trait adds +20% as bonus to a relevant skill (or skills). As a major
mutation, the mutant is not merely imitating the trait but possesses it, as well as any
biological or anatomical structures required to use it. Any relevant skills receive a
temporary bonus of +40%, and the applicable characteristic is based directly off the
mutant’'s CON where appropriate.
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Increased Characteristic

Use the Characteristic Change Table but the results are positive rather than neg-
ative. For a minor mutation, use the results from the chart; for a major mutation, the
characteristic increases are doubled. Any bonuses or derived attributes using those
characteristics are similarly modified.

Keen Sense

One primary sense (choose) is heightened, raising any corresponding skills by
+20% for a minor mutation and +40% for a major mutation (see below). This muta-
tion may have a physical aspect such as enlarged or unusually shaped sensory or-
gans (eyes, ears, nose, etc.). If using Distinctive Features, any visible mutation
should be described. Following are the senses affected:

» Hearing: The minor version doubles the effective range of the Listen skill, and
the major version quadruples it. Normal hearing range is 15 meters, assuming
no obstacles or interference. Add +20% to Listen for a minor mutation and
+40% if major.

« SmelllTaste: The Sense skill can detect the taste or scent of something a nor-
mal human is unable to, such as a tasteless poison. Add +20% to Sense for a
minor mutation and +40% if major.

« Touch: The Sense skill can detect subtle changes in texture through fingertips
or other body parts. The major version allows “sight” with exposed skin, letting
the mutant act in darkness as if in normal daylight, ignoring any penalties from
darkness with a successful Sense skill roll. Add +20% to Sense for a minor
mutation and +40% if major.

e Vision: The minor version doubles the effective range of the Spot skill, and the
major version quadruples it. It also increases the distance at which the mutant
can perform skills at, allowing them to Appraise or Search at any distance
within sight. Add +20% to Spot for a minor mutation and +40% if major.

This mutation comes with heightened (harmful) sensitivity of the relevant sense. If
the mutation is minor, your character must make an Idea roll to avoid being stunned
for a round if exposed to an intense form of the sensation (headlights shone on a
mutant with keen vision, for example). If the mutation is major, the Idea roll is Diffi-
cult.

Luminescence

The mutant can generate a type of light from their body, either faintly glowing or in
the form of a beam of light from their eyes or some other body part. The major ver-
sion permits the mutant to emit a harsh beam of light, able to temporarily blind an
opponent if it is shone into their eyes with a successful Agility roll: the target can
Dodge to avoid the light. The light’s colour, intensity, and any ability to control or al-
ter the light are determined when the mutation is determined. It cannot be overly
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complex, though potentially could be something like a wisp or ghostlike image. Any-
thing more sophisticated than a small ball of light requires an Idea roll per combat
round to manifest and control properly.

Metabolic Improvement

The mutant has an unusual but advantageous metabolic condition, developed and
defined with your gamemaster’s approval. It can be a greatly extended lifespan, un-
usual sleep habits (needs little sleep), a minimal or unusual appetite, abnormal
growth (perhaps your character is only a few years old, but has grown at an acceler-
ated rate), altered perceptions, the ability to hibernate, or something else. The minor
mutation provides an unusual but not significant advantage, while the major version
of this mutation is a tremendous asset.

Metabolic Weakness

(Adverse) As with Metabolic Improvement, this represents an unusual metabolic
condition, ranging from inconvenient to debilitating, developed with your gamemas-
ter's approval. It could be a shortened lifespan, unusual sleep habits (needs a lot
more sleep), a ravenous or unusual appetite (difficult to find foodstuffs), or abnormal
growth (perhaps shrinking instead of growing, or ageing backwards). The minor ver-
sion is an inconvenience while the major version is a serious hindrance.

Natural Armour

The mutant has an unnaturally tough hide, scales, shell, carapace, or some
hardened skin giving protection. The minor mutation offers 3-point armour, and the
major version is 6-point armour. Any armour worn is added onto this, though the
major mutation requires armour to be very loose or customized. The minor version
of the mutation can be disguised, while the major version cannot be easily con-
cealed. If random armour values are being used, use 1D3 for the minor mutation,
and 1D3+3 for the major mutation. This natural armour primarily protects against
physical damage, though it may also work against additional forms of damage, as
determined by the gamemaster.

Natural Weaponry

The mutant has a type of natural weaponry (claws, teeth, spines, horns, etc.). As
minor mutation adds +1D6 damage to Brawl damage. If it is a projectile weapon
(spines, projecting acid, etc.) it does 1D6 damage with range equal to the mutant’s
DEX in meters. As a major mutation, the damage is +2D6 (2D6 for projectiles, and
range is doubled). You and your gamemaster should determine whether it's con-
cealable. Use an equivalent weapon from Chapter 8: Equipment for special success
type, length, armour points, etc. The weapon’s hit points (for parrying purposes) are
considered to be their own, with no additional hit points added.
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The mutant can parry with their natural weapon(s), if appropriate, using the Brawl
skill. Damage bonuses usually apply. If the natural weapon is used in missile com-
bat, use Throw or Projection to launch it, or a new specialization of the Missile
Weapon skill. At your gamemaster’s discretion, the benefits from this mutation stack
with any conferred with the Martial Arts skill.

Pain Sensitivity

(Adverse) Regardless of their CON characteristic, this mutation gives the mutant a
very low tolerance for pain. The minor mutation requires a successful Stamina roll
to avoid being blinded with agony as if stunned whenever impacted significantly.
When taking damage, make a resistance roll of the amount of damage vs. their
CON. If the roll fails, the mutant is knocked unconscious for 1D6 combat rounds or
until woken up. The major mutation includes that weakness and makes the mutant
particularly susceptible to a particular form of attack. Choose a type of damage (fire,
edged weapons, gunfire, cold, etc.) that they are particularly vulnerable to.
Whenever they take damage from that source, the damage (after armour) is
doubled.

Pheromone

The mutant produces complex pheromones that affect the emotions or behaviour of
other beings. These chemicals may have a distinctive odour or none at all. The ef-
fect might be rage, fear, sorrow, nausea, lust, etc. As a minor mutation, these pher-
omones elicit one type of emotional or behavioural response (your choice), with a
potency (POT) of 2D6 (rolled each time the mutation is used). The targeted creature
or creatures must succeed on a resistance roll of their INT vs. the POT of the pher-
omone or succumb to its effect. The greater mutation allows the choice of which
emotion or behaviour is to be evoked each full turn (5 minutes). The greater muta-
tion has an increased potency (POT) of 4D6. In either case, the range is the
mutant’s CON in meters. If personality traits or passions are being used, add +20%
(minor) or +40% to a relevant trait if the mutation is successful.

Reduced Sense

(Adverse) This mutation reduces or eliminates one or more senses, affecting any
skills linked to those senses. For the minor mutation, pick one sense. See Keen
Sense (prior) for skills linked to each sense. The minor mutation impairs the sense
considerably, but it still functions. Any uses of the skill are Difficult. The major muta-
tion removes the sense entirely. Skills linked to that sense are at 0% and cannot be
improved unless the mutation is removed. Other senses (and skills) must accom-
modate and overcome this mutation.
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Regeneration

The mutant heals rapidly, regaining 1 hit point every minute at the minor version, or
1 hit point each combat round in the powers phase for the major mutation. Regener-
ation cannot bring the mutant back from the dead but heals damage that would nor-
mally require hospitalization. Regeneration also heals the effects of any major
wound, though the effects only take place once all hit points from the injury have
been restored. When this mutation is picked, determine one type of injury (fire, acid,
drowning, etc.) the mutant cannot heal from.

Sensitivity

The mutant is attuned to a certain item or substance—animal, vegetable, mineral,
energy type, etc.—which it can detect automatically at a distance. This must be nat-
ural to the game setting (it can’t be “magic” in a no-magic setting), and it doesn’t
work on a specific form of object or being.

For example, it could be silver, but not silver coins.

The minor mutation detects the substance within CON in meters, and the major
mutation the range is CON in miles. If more than one example of the substance is in
range, make an Idea roll to distinguish aspects such as the intensity/amount/size
and its relative distance. If looking for a very specific example, the Idea roll be-
comes Difficult.

Speech (Mimicry)

This mutation grants the ability to communicate verbally. It may be low-grade tele-
pathy, or a simple facility for language learning. The mutant may be able to speak
animal languages or might have a knack for human languages. Alternately, they can
imitate sounds with great accuracy, including voices, machinery, vehicles, explo-
sions, etc. The minor mutation allows imitation of any animal noise; gains a +20% to
any Speak Language attempts; and can use vocal mimicry to add a +20% bonus to
Disguise attempts. Additionally, the mutant has a starting value of INTx2 (plus skill
category bonus) in one animal ‘language’. As a major mutation, add +40 to Speak
Language and Disguise attempts, and the mutant can imitate a wide variety of
mechanical and environmental sounds with facility. They also speak two animal ‘lan-
guages’ at INTx2 (plus skill category bonus), and can imitate any other language at
INTx1 starting skill, assuming they can spend an hour or so in close proximity with
someone speaking that language. Your gamemaster should determine what animals
have a rudimentary ‘language’ (dolphins, whales, chimpanzees, etc.) and if there is
any overlap.
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Structural Improvement

The mutant has an advantageous evolution in their skeletal structure, whether an
exoskeleton (potentially adding to their natural armour), extra legs or heads, larger
or smaller body parts, or new parts such as wings, horns, or spines. Work with your
gamemaster to determine the nature of the mutation and its effects. For the minor
version, add 2D6 to one affected characteristic, or trade those points to armour
points or MOV points on a 1 for 1 basis. POW cannot be altered by this mutation. A
successful Disguise roll is required to conceal this mutation. For the major mutation,
roll 4D6 and distribute the points as desired (excluding POW). The major mutation is
impossible to conceal, and the mutant may have difficulty finding clothing, armour,
or worn equipment.

Structural Weakness

(Adverse) This mutation causes a genetic abnormality in the skeletal structure, in-
convenient and hindering normal life, whether malformed, disproportioned, or even
have additional appendages such as ten extra legs that slow movement. Work with
your gamemaster to determine the nature of the mutation and its effects. For the
minor version of this mutation, subtract 2D6 from one affected characteristic, or use
these points to lower MOV on a 1 for 1 basis. POW cannot be reduced. A success-
ful Disguise roll is required to conceal this mutation. For the major mutation, sub-
tract 4D6 points from STR, DEX, CON, SIZ, or CHA, dividing points as desired. No
characteristic can be reduced to below 1. The major mutation is impossible to con-
ceal, and the mutant may have difficulty finding clothing, armour, or worn equip-
ment.

Venom

The mutant manufactures a type of venom within their body and can inject it with
sting, bite, spine, or claw, or it may coat their body. Alternately, it might be a gas
they exude, projected spittle, or might take effect only if the mutant is bitten. If pro-
jected, make a successful Throw or Projection skill roll; if it is dealt hand-to-hand,
use Brawl. The minor mutation has potency (POT) 2D6 (roll each time the mutation
is used), and the major mutation has POT 4D6. This poison may cause paralysis,
sleep, attribute reduction, blindness, or another effect (gamemaster’s approval). A
resistance roll determines if the poison has any effect (see Poisons). A ranged
venom attack has a range equal to CON in meters.

Wings

This mutation provides functional wings—bat-like, birdlike, insectile, etc.—or even a
gaseous internal organ that makes the mutant bulbous and lighter than air. With the
minor mutation, flight is equal to MOV in meters per combat round, or any slower
speed, including hovering. With the major mutation, the speed is MOVx2. Carry any-
thing else while flying depends upon STR, with a maximum of STR in SIZ (or ENC)
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carried. The mutant has a starting Fly skill at DEXx2 (plus skill category modifier, if
used) for the minor mutation, and DEXx4 for major (plus skill category modifier, if
used).

PSYCHIC ABILITIES

These strange powers allow their users to see into the thoughts of others, manip-
ulate their minds, overcome human limitations and use their willpower to affect the
physical world, and even to see beyond the barriers of time and space. Some,
though, are nothing more than intensely focused skills, or unusual knacks de-
veloped in a rarely used part of the brain.

Characters with psychic abilities are called psychics, and this section refers to
them as such.

HOW PSYCHIC ABILITIES WORK

Psychic abilities work like skills, though not everyone can have them. They are
rated and rolled like skills. Sometimes, in addition to a successful roll on D100, the
psychic must also succeed in a resistance roll. This may be the target’s POW if they
do not want to be influenced, their INT if the psychic ability can be ‘outsmarted’, or
even the SIZ of an object being lifted telekinetically. If there is no opposing force, a
successful psychic ability roll simply works.

COST OF PSYCHIC ABILITIES

Most psychic abilities use power points. A psychic reduced to 0 power points is
unconscious and cannot use any psychic abilities. Unless specified in the power’s
description, the cost is spent regardless of success or failure, with the following con-
ditions or exceptions:

¢ If the cost of a psychic ability is lower than 1 point per combat round (such as a
single power point being spent across several combat rounds), it does not cost
anything until the outcome of the psychic ability skill roll is determined.

¢ An ability costing more than 1 power point to use costs only 1 point if the roll to
use it is a failure.

* If the psychic ability roll is a fumble, the full power points to be spent are lost.
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INCREASING PSYCHIC ABILITIES

Like skills, psychic abilities increase with experience. Whenever a successful
psychic ability roll is made in combat or when in danger, mark the psychic ability for
an experience check later. Psychic abilities can be increase through training and re-
search (see Skill Training).

USING PSYCHIC ABILITIES

Using a psychic ability against an opponent requires a resistance roll of POW
vs. POW or current power points vs. current power points, based on the psychic
ability. If the target is willing, there is no need for a resistance roll—success is auto-
matic if the skill roll is successful, and the power points are spent. An unconscious
target automatically loses the resistance roll.

Instantaneous psychic abilities can be performed during the powers phase of a
combat round, using the psychic’s INT rank to determine who goes first. Abilities
that take longer than an instant must be announced, and the skill rolled on the DEX
rank. The psychic ability itself occurs during the powers phase of the next round.

PSYCHIC ABILITY SUCCESS LEVELS

Some psychic abilities are either successful or unsuccessful, but most, like skills,
allow for different levels of success. Rather than determine outcomes per ability, the
following guidelines are suggested:

*  Fumble: Spectacular failure, costing all intended power points. Make a suc-
cessful Idea roll to avoid being stunned for the rest of the combat round.

* Failure: No effect, costing 1 power point.

* Success: The desired effect is achieved (though a resistance roll may be re-
quired), costing requisite power points.

« Special Success: Success, plus one of the following effects, as appropriate,
chosen by the gamemaster: half power point cost (minimum 1), double range,
double duration, damage doubled, superior quality of information, psychic’s
characteristic value is multiplied by 1.5 (round up) for the duration.

e Critical Success: A perfect success, plus one of the following effects, as ap-
propriate, chosen by the gamemaster: power point cost is only 1, triple range;
triple duration, damaged doubled with no protection allowed, exceptional qual-
ity of information provided, psychic’s characteristic value is doubled for the dur-
ation.

Your gamemaster may allow you to pick special or critical effects, where appropri-
ate.
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STARTING PSYCHIC ABILITIES

Psychics often develop their abilities in secrecy, sometimes with a mentor or
within a clandestine organization or tradition. The campaign’s setting may have
more of an influence than the power level but use the following guidelines for each
game power level. For any starting skill ratings, spend skill points from your personal
skill point pool to improve them.

* Normal: Two psychic abilities at skill ratings equal to their POWx1.

«  Heroic: Four psychic abilities at skill ratings equal to their POWx1.

«  Epic: Six psychic abilities at skill ratings equal to their POWx1.

«  Superhuman: Ten psychic abilities at skill ratings equal to their POWx1.

In settings where psychic abilities are weaponized (in government or corporate
environments), skill points can come from the professional skill pool in addition to
the personal skill pool. Add the Mental skill category modifier if that optional system
is used.

GAINING NEW PSYCHIC ABILITIES

When a psychic’s POW has increased beyond its starting value, they can learn a
new psychic ability through one of the following methods:

« Training: A new psychic ability may emerge through intense training, usually
with a mentor who has that psychic ability at 75%+. The time required is weeks
equal to the psychic’s POW minus 30. At the end of this period, the psychic
must sacrifice 1 point of permanent POW and make a Luck roll, If successful,
the new ability is rated at POWx1 (after the subtraction). If they fail, they can try
again after another period of training and the POW sacrifice.

« Involuntarily: A new psychic ability may suddenly develop, without conscious
choice. Speak to your gamemaster and describe the ability you'd like to learn. If
your gamemaster agrees, they will provide an opportunity in play where your
psychic is put in a stressful situation or opportunity, whether exposure to a
mutagen, an intense personal trauma, a flashback, etc. You must then sacrifice
2 permanent points of POW and receive the new psychic ability, rated at your
POW x5 (after the subtraction).

As with starting abilities, the Mental skill category modifier, if any, is added to the
starting ability rating.

INCREASING POW

POW and power points drive most psychic abilities. These are frequently exer-
cised in POW-based resistance rolls. Whenever a psychic succeeds in a resistance
roll vs. a POW higher than their own, put an experience check next to the POW
characteristic. See Increasing Characteristics for more information.
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PSYCHIC COMBAT

Psychics in astral form may attack one another in psychic combat. Like physical
combat, psychic combat can injure or incapacitate a foe, though in astral form it is
more difficult to kill a foe. For psychic combat to occur, both combatants must be in
astral form.

To initiate psychic combat, the astral forms must be within POW meters of one
another. If these values are different, use the higher POW characteristic as the
range. The speed of movement within astral form generally means that each com-
batant agrees to participate in psychic combat. If they are not, or one chooses to
flee, see Chases on Foot, using POW as the astral forms’ MOV rate. If required,
use each character’s normal Perception skills.

Once combat has been initiated, the outcome is determined with resistance rolls.
The attacking character goes first. Use INT instead of DEX to determine in what or-
der the psychic combat will occur.

To attack in psychic combat, the attacker matches their current power points
against the defender’s current power point total. Both characters make a power point
vs. power point resistance roll.

e If both succeed, attacker and defender each lose 1D3 power points.
e If only one character succeeds, the other character loses 1D3 power points.
. If neither character succeeds, no result occurs that combat round.

Once initiated, psychic combat cannot be disengaged until both combatants
agree to stop fighting (usually when one character surrenders), or when one com-
batant has been incapacitated by being reduced to 0 power points, at which point
the psychic is immediately returned to their body, unconscious and out of astral
form. If the power points lost in a round exceed the psychic’s current power points
(taking them below 0), the excess points are subtracted from current hit points.
Psychic combat can be portrayed appropriately to the setting, but the mechanics
are the same.

The winner of a psychic combat may immediately continue to attack the loser to
try to kill them. The attacker must use a successful Astral Projection roll to get within
POW meters of the unconscious loser of the previous psychic combat and continue
the attack. No break is allowed between the initial combat and this lethal continu-
ation.

In this case, the attacker pits their power points against the unconscious charac-
ter's POW (rather than power points). The procedure is identical to normal psychic
combat described above, with the following exceptions:

e If both psychics succeed, each loses 1D3 hit points.
¢ If only one psychic succeeds, the other loses 1DS3 hit points.
¢ If neither psychic succeeds, the combat ends.
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The unconscious psychic must continue the combat until the attacker chooses to
end it. If either psychic reaches 0 hit points, the psychic combat is over. A psychic
falls unconscious and loses the ability to be in astral form at 0 power points (return-
ing to their body), and a psychic with 0 hit points is dead. If the combat ends with a
psychic losing hit points but not dying, lost hit points return at the normal rate.

With a successful Idea roll, a psychic in psychic combat may use other types of
powers. As with Astral Projection, a psychic indulged in psychic combat is absent
from their body. Some creatures (angels, demons, aliens, etc.) may be able to initi-
ate psychic combat in alternate planes of existence, or even the normal physical
world.

The passage of time during psychic combat is equivalent to normal combat
rounds in the physical world. If required, such as a situation where combat is ensu-
ing in the physical world simultaneously with the astral plane, any psychic com-
batants should have their INT ranks compared alongside DEX rankings.

Note that the ability to psychically kill a ‘defenceless’ foe is extremely powerful.
Your gamemaster may wish to ignore this, limit it, or substitute it with possession or
a loss of SAN.

PSYCHIC ABILITIES SUMMARY

Each ability costs a minimum of 1 power point to use, with additional power points
spent for longer duration or enhanced effect. Range is usually a multiple of POW.
«  Astral Projection: Leave physical body and travel in psychic form.
* Aura Detection: Perceive the aura emanated by a living being.
e Clairvoyance: Project awareness into another place.
* Cryokinesis: Create an area of intense cold on an area, object, or target.

« Danger Sense: Detect danger from other characters
or situations.

« Dead Calm: Resist mental shock or delay the effects of sanity loss.
« Divination: Ask a higher power for guidance and insight.

« Eidetic Memory: Perfect and total recall of previous experiences.

«  Emotion Control: Affect the emotional state of a target or targets.
« Empathy: Detect the inner feelings of a target or targets.

* Intuition: Detect a certain person or class of item.

« Levitation: Floating movement above the ground.

¢ Mind Blast: A psychic attack against a target.

e Mind Control: Controlling the physical body and will of a target.

* Mind Shield: A protection against psychic interference and attacks.
«  Precognition: A brief glimpse into the future.
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 Psychometry: ‘Read’ past emotions associated with an object or place.

« Pyrokinesis: Heat an area, object, or target to extreme temperatures.

«  Sensitivity: Detect psychic emanations or supernatural beings in an area.
« Telekinesis: Manipulate and move objects mentally.

e Telepathy: Read minds or speak mind-to-mind with a target.

PSYCHIC ABILITIES
Following is a list of psychic abilities.

Astral Projection

Range: POWx10 kilometres
Duration: 1 full turn per power point spent
Power Point Cost: 1 to activate, 1 per full turn to keep active

The psychic can leave their body and travel in the physical world in their astral form,
an invisible, intangible projection of the self. The astral body has the same attributes
as the normal body, though in astral form the psychic cannot use any skills to affect
the material world. They can see and interact with other astral characters as if they
were each in the real world and can do battle as normal. Astral characters can use
any magic, psychic, or similar abilities on targets in the physical world, at the game-
master’s discretion. Some physical protection may protect beings in astral form, de-
pending on the setting. An astral form moves at the psychic’s normal MOV rate,
though they can drift, float, or walk as desired. Alternately, if familiar with a location
and within range, they can fly there with blinding speed, arriving almost instantan-
eously.

This ability can be stopped at any time, at which point the astral form returns in-
stantaneously back to the psychic’s body. While using astral form, the psychic’s
physical body is comatose. A psychic who runs out of power points while in astral
form, begins to lose hit points at a rate of 1 per full turn. If someone interacts with
the psychic’s body while they are in astral form and out of sight of the body, a suc-
cessful Idea roll is required to notice.

Those in astral form may enter astral space, a non-physical space that is entirely
spiritual in nature and may or may not coincide with the physical world. Psychics
can enter astral space by spending 1 additional power point while in astral form. In
some settings, ghosts and other powerful supernatural beings may inhabit astral
space.

A psychic in astral form may engage in psychic combat. See Psychic Combat.
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Aura Detection

Range: POW in meters
Duration: 1 combat round per power point spent
Power Point Cost: 1 to activate, 1 per combat round to keep active

Every living being emits an aura, naked to the human eye, that can reveal informa-
tion about the soul, origin, and current condition. A psychic can see the aura of an-
other living being and interpret that aura. Once an aura has been detected, an Idea
roll can determine whether the being is...:

e ...healthy or diseased (and the severity of any disease).

. ...benevolent or evil, and how much so.

e ...full of power points, overcharged, low, or depleted.

e ...relative power on a “much stronger, stronger, equal to, weaker, much weaker”

scale vs. the psychic.

Auras are usually mixes of several different colours, with strong colours indicating
extremes. A successful Spot roll may detect subtle changes or minor elements of an
aura, such as deception. A character possessed by another being (like a ghost or
demon) displays the aura of the supernatural being rather than their own. This
power may also reveal the presence of any supernatural forces at work on the sub-
ject (curses, blessings, or magic items in their possession).

Once used, the ability can be active as long as desired, and be ended instantan-
eously. It can function while using normal Perception skills and may provide a +20%
bonus to any Perception attempts against a living being.

Mind Shield works against Aura Detection.

Clairvoyance

Range: 10xPOW in kilometres
Duration: 1 full turn per power point spent
Power Point Cost: 1 to activate, 1 per full turn to keep active

The psychic can project their full awareness into another area, experiencing that
area as if present there. The ability is Difficult if the psychic has never been to the
target location. This awareness is limited to the senses—the psychic has not phys-
ically gone anywhere, nor has their soul, such as with Astral Projection. The inform-
ation is current—it does not allow sight into the past, future, another dimension, or
timeline. The psychic cannot interact with the environment being visited, though
they can attempt Communication-, Mental-, and Perception-based skills or some
psychic abilities (such as Psychometry) for more information. The gamemaster
should determine whether anyone can sense the psychic’s presence, and how. The
psychic cannot use any other psychic ability while using Clairvoyance or the viewing
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ends. At the end of the duration, the psychic’s senses return, or they may end the
ability immediately beforehand.

Cryokinesis

Range: POW in meters
Duration: Instantaneous or 1 full turn
Power Point Cost: 3 power points per 1D6 in damage or per 3 points of SIZ

The psychic can create an intense cold around a single being or object within range.
This does damage to living beings by pitting their current power points vs. the tar-
get’'s CON as a resistance roll. If you are successful, the target takes 1D6 points of
damage per 3 power points spent on Cryokinesis (the point cost must be declared
before the attack). Additionally, any environmental effects are also applied. If the tar-
get has some protection such as winter wear, this may serve as limited armour
against the damage. Cryokinesis can also be used to cover an item or section of
floor with ice, to freeze a liquid, or to make an item brittle and easier to shatter.
Whenever the target’s SIZ is applicable, the power affects 1 SIZ point per power
point spent. Any ice remaining from this power lasts for 1 full turn in normal weather;
though it only delivers damage when it is first used.

Danger Sense

Range: POW in meters
Duration: Instantaneous or 1 combat round

Power Point Cost: 0 power points if passive, 1 power point to activate, 1 per
combat round to keep active

The psychic can sense immediate threats from the nearby vicinity—such as a
sniper, sneak attack, or trap—in an area they are in or entering. This psychic ability
takes the form of a neck-hairs sort of tingle, or a sudden hunch, or even a vision.
Your gamemaster always rolls secretly for this power’s outcome. A special success
gains an impression of the exact direction a threat is coming from, and a critical suc-
cess provides further insight into the nature of the threat, such as the type of trap or
identity of the attacker.

It can be used actively or passively, with different conditions for each mode:

e When used actively, the psychic spends 1 power point to scan another charac-
ter or area to determine if danger is present. The chance of success is equal to
the ability’s chance, and if successful the gamemaster tells the player what in-
formation is gleaned.

e When used passively, the psychic does not need to spend any power points to
activate it, though the ability is rolled as if Difficult. The gamemaster informs the
player if their Danger Sense worked and what it detected.
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Further Danger Sense attempts (whether the initial was passive or active) cost 1
power point per additional combat round. If Danger Sense is used successfully in a
combat round, the psychic cannot be ambushed, surprised, or flanked, and can
parry or dodge as appropriate without penalty until their DEX rank in the next com-
bat round.

Dead Calm
Range: Self

Duration: Instantaneous
Power Point Cost: 1 power point or more if used to delay sanity point loss

The psychic is never rattled, using Dead Calm reflexively when confronted with a
force that would stun or otherwise incapacitate them through mental shock. When a
shock or psychic attack happens, they can perform this as a reaction, like a parry. If
successful, they ignore the stun and can act as normal.

Additionally, Dead Calm delays the effects of sanity point loss (see Sanity). To
delay the negative effects of sanity point loss, make a Dead Calm roll. If unsuccess-
ful, the effects are suffered as normal. If successful, the psychic can spend any de-
sired number of power points and match them vs. the lost sanity points as a resist-
ance roll. If successful, the effects of the sanity point loss are delayed for full turns
equal to the psychic’'s POW characteristic. At the end of this time, the sanity point
loss and its effects are suffered. Until that time the psychic can act normally, even
making plans against their impending sanity breakdown. This delayed sanity point
loss cannot be avoided or lessened by any means.

See Sanity for more information. If the sanity system is not used in the game, this
aspect of the Dead Calm psychic ability has no function.

Divination

Range: Self

Duration: 10 hours to perform (—1 hour per additional power point spent), actual
vision is instantaneous

Power Point Cost: 10 power points (+1 per hour of preparation reduced)

The psychic can commune with a higher force, whether a deity or some spiritual en-
tity, to gain insight into a situation or question, or to receive information about the
course of future events. Divination takes time—each attempt requires 10 hours of
meditation, ritual preparation, burning of incense, consumption of sacred foods, fast-
ing, flagellation, etc. as appropriate. The Divination roll is made at the end of the
duration, the power points spent regardless of success or failure.
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You may spend additional power points on a Divination attempt, with each additional
power point above the normal cost lowering the preparation time by 1 hour (min-
imum 1 hour).

For example, the normal cost is 10 power points, and it takes 10 hours.
Spending 15 power points will reduce the time to 5 hours (10-5=5).

A psychic who expends their last power point immediately collapses and if the roll
was successful, awakens later with the results of the Divination in their memory, ex-
perienced as if in a dream.

When this psychic ability is used successfully, the psychic must announce what the
question or subject of the Divination is. The more explicit, the more specific the an-
swer. Following are suggested results for the roll, which your gamemaster should
roll secretly:

*  Fumble: Information is misleading or impossible to understand. The psychic
believes this information is correct.

*  Failure: Vision is murky, difficult to interpret, possibly even contradictory. The
psychic is aware they have failed.

e Success: An insight that provides one answer, a short hint or suggestion that
feels right.

» Special Success: A solid and clear answer, with a sense of absolute certainty
about it.

. Critical Success: Thorough information, a clear and immediate instruction,
perhaps even provided by an encounter with the force being questioned (a god,
entity, etc.).

Based on the setting and nature of the entity, ritual preparations may increase the

chance by +5-20%. Allegiance can be used to augment Divination rolls.

Eidetic Memory

Range: Self
Duration: Instantaneous
Power Point Cost: 1 power point or more

The psychic can recall information from previous experiences with meticulous atten-
tion to detail. A successful roll allows recall of all information about anything they
have witnessed or read, up to their POW in years. Additional power points can be
spent to increase the number of years: multiply the number of power points spent by
the psychic’s POW for the total years, up to their moment of birth. A successful Ei-
detic Memory roll lets the psychic attempt other based rolls as if present at that
time, though this is strictly memory, and they cannot alter past events. The ability is
instantaneous, though use of Perception-based skills to investigate memories may
take additional time, though no additional power points or roll are required.
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Emotion Control

Range: POWx10 meters
Duration: 1 full turn per power point spent

Power Point Cost: 1 power point per 3 INT to activate, 1 per full turn to keep act-
ive
The psychic can control the emotional state of one or more sentient beings, with a
successful use of Emotion Control manipulating 3 points of INT in a selected being.
Each additional point spent increases the affected INT by +3, and the psychic must
spend enough power points to match or go over the target’s INT (thus, the cost is
1/3 the target’s INT, rounded up). To use Emotion Control, overcome the target’s
current power points vs. the psychic’s current power points in a resistance table roll
(the cost is paid after the resistance roll is made). If successful, the psychic controls
the target’s emotional state and can introduce or sustain a desired emotion (love,
trust, hatred, fear, lust, calm, etc.). Special or critical successes may increase the
duration or intensity. A fumble triggers the emotional state within the caster!

Once successful, Emotion Control remains active at a cost of 1 power point per ad-
ditional combat round. If the target remains within range and does not break free
(see below), the target continues to feel the chosen emotion.

The target must be able to naturally feel the intended emotional state (robots or ali-
ens may be immune). The target cannot be forced to act in a suicidal fashion and is
not mind controlled. Instead, the ability sways their actions or reactions, rather than
forcing them into unwanted activity. The target may attempt an Idea roll to recognize
the influence.

To control two or more targets, each is handled as a separate Emotion Control roll
and POW vs. INT resistance roll. Power point costs are figured separately.

A target that has been successfully controlled can attempt to break the control with
a new resistance roll at the beginning of each subsequent full turn. Each full turn
after being controlled, the target can make a resistance roll of their INT vs. your
character’s current power points (now instead of POW). Success means the target
breaks free and can act accordingly. Once a target has broken free, a successful
Idea roll reveals the attempt to influence them. With a special success, they will re-
cognize the person responsible. Similarly, the psychic must make an Idea roll to re-
cognize when a target has broken free if it is not obvious.

Mind Shield works against this ability.
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Empathy

Range: POW in meters
Duration: Instantaneous
Power Point Cost: 1 power point

The psychic can read a target’s emotional state to determine their innermost emo-
tional state. The psychic must be able to see the target or sense them with another
psychic ability. If the power roll is successful, a resistance roll of POW vs. the tar-
get’'s POW yields insight into their emotional state. Success reveals the dominant
state of emotion the target is currently experiencing. A special success reveals the
origin of the emotional state (the cause, the person responsible, etc.), and a critical
success reveals what the target plans to do about that emotional state. Failure
yields nothing, while a fumble provides false or misleading information. With a suc-
cessful Idea roll, the target recognizes that their feelings have been revealed to
someone, and with a successful INTx1 roll, discerns the source of the spying.

Mind Shield works against this ability.

Intuition

Range: 100 meters per power point spent
Duration: 1 full turn per power point spent
Power Point Cost: 1 to activate

The psychic can make intuitive leaps beyond the bounds of normal perception. With
a successful roll, the psychic can specify one type of thing they are looking for, such
as a trap, lost item, secret door, valuable item, hidden safe, concealed weapon, or
even the concealed thoughts of another character. Your gamemaster will then
provide the direction to the nearest example of such an item (or type of thing) within
range. Additional power points can be spent to increase the range, by 100 meters
per additional power point spent.

If desired, Intuition can be used as a passive ability, with your gamemaster rolling
secretly and allowing hints or guesses to help guide the course of the adventure.
When used in this passive manner, no power points are expended.

Note: This is potentially a disruptive power for some types of games, and your
gamemaster may choose to disallow it.
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Levitation

Range: POW in meters
Duration: 1 full turn per power point spent
Power Point Cost: 1 power point per 3 SIZ points

The psychic can lift 3 SIZ points per power point spent, whether their own body or
another living being. Levitation does not require a resistance roll—a successful roll
lifts the weight to the height of the psychic. Levitation is a relaxing form of move-
ment, and direction and speed can be adjusted as instinctively as while walking.
Levitation can be used to cross chasms or other similar obstacles, up to the power
points spent in meters horizontally, and can bypass hazardous terrain (see Slippery
or Unstable Surfaces). While levitating, the psychic can continue to remain lifted
indefinitely, provided they have enough power points available. Levitation does not
require conscious thought to maintain, though if attacked mentally or physically, the
psychic must make an Idea roll to keep afloat. Failure means the ability ends and
the lifted subject drops to the ground, but gradually enough to avoid falling damage.

An unwilling target must make a resistance roll of their current power points vs. the
psychic’s current power points. Similarly, moving a Levitating target in an undesired
direction requires a resistance roll of POW vs. POW to determine the outcome of
the struggle. Levitation can be released at any time, though the fall does not cause
damage. An unwilling target that defeats the psychic in a POW vs. POW roll is re-
leased.

To move inanimate objects or to forcefully move living creatures, use Telekinesis.

Mind Blast

Range: POW in meters

Duration: Until target recovers
Power Point Cost: 1 power point per 3 POW affected

The psychic can make a mental attack, stunning the target. This attack does not
cause damage, but overwhelms the opponent, potentially putting them at a disad-
vantage. If the power roll is successful, make a resistance roll of the psychic’s cur-
rent power points vs. the target's current power points. Each use of the power costs
1/3 the target's POW (rounded up) paid after the resistance roll is made. Success
stuns the target for 1D6 combat rounds. Stunned characters can recover normally,
as described in that section (see Stunning or Subduing). On a special success,
the target is knocked unconscious for 1D6 full turns. For a critical success, the dura-
tion is 1D6 hours.

Whether the Mind Blast succeeded or failed, the target realizes they were attacked.
A successful Idea roll reveals who attacked if it is not obvious.
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Mind Control

Range: POW in meters
Duration: 1 full turn per power point spent

Power Point Cost: 1 power point per 3 points of target's POW (round up) +1
point per additional combat round

The psychic can dominate the actions and free will of another intelligent being. If the
power roll is successful, the psychic must win a power point vs. power point roll
against the target. This costs 1 power point per 3 points of the target's POW (round
up), paid after the resistance roll is made. If successful, the psychic gains control of
the target’s movement and speech, though the psychic gains no insight into the tar-
get’s mind or physical state. This control is complete, though once per combat
round, the dominated target may attempt POWx1 roll to ignore or hesitate at the
control if an action is contrary to their will. Once control has been established, the
psychic can continue to control the target by spending 1 power point per combat
round.

To have the target do anything other than lie down and fall asleep, the psychic must
concentrate, using no other psychic abilities, doing nothing more than moving
slowly and speaking briefly to others. If interrupted, the psychic must make a suc-
cessful Luck roll (Difficult if injured) or the target is automatically released. A mind-
controlled target can attempt to break the control with a new resistance roll on their
DEX rank each combat round by succeeding in a POW vs. POW roll against their
controller. Success means that they break free and can act at the beginning of the
next combat round. With a successful Idea roll, they know they were controlled. A
special or critical success restores memories of actions taken while controlled and
reveals the identity of their controller. If the Idea roll fails, they have no idea they
were mind-controlled.

Mind Control cannot be used on animals or those without living brains and psychic
processes, such as a zombie, robot, or ghost. Controlling an alien or creature with
vastly different mental structure may be Difficult.

Mind Shield

Range: Self
Duration: 1 full turn per power point spent
Power Point Cost: 1 power point or more to activate

To use Mind Shield against psychic attacks, the psychic must make a successful roll
and declare how many power points they are going to spend. Each point of Mind
Shield is used as a resistance roll vs. the power points spent in a psychic attack or
influence. Mind Shield can be used prior to any threat, or can be used like a parry

159



attempt, raised as a reaction to an incoming influence. Keep Mind Shield active for
another full turn by spending power points when the previous use is about to expire.

Mind Shield also works against passive psychic abilities such as Empathy or
psychic detection that might detect the psychic, but it must already be in effect to
avoid notice. If sanity is being used, each point of Mind Shield already actively pro-
tects against 1 sanity point loss per horrific encounter, applied when a loss to SAN
is being determined.

For influences other than psychic abilities, each point in Mind Shield temporarily in-

creases the psychic’'s POW by 3 for resistance rolls. Mind Shield is especially useful
against Emotion Control, Mind Blast, and Mind Control.

Precognition

Range: Self
Duration: Instantaneous

Power Point Cost: 1 power point to activate plus 1 power point per step in time
(see the Time Step Table, below)

The psychic gains a brief, intuitive glimpse into the future. The farther into the future,
the more points it costs.

Time Step Table

Power Points  Time Step

One combat round
Ten combat rounds
One full turn

One hour

One day

One week

One month

One year

Ten years

10 100 years

11+ Etc.

0 N O~ WD =

©

Precognition can be used actively or passively. In either case, your gamemaster
rolls for the ability and announces the results (if any) to you. The results are as fol-
lows:

« Fumble: A clear and coherent vision that is completely inaccurate and mislead-
ing.
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*  Failure: An incomprehensible or contradictory flash of insight that does little
other than provide an uneasy feeling about a situation and the knowledge that
the attempt has failed.

e Success: A glimpse into the future up to the time step specified, providing a
strong impression of what is to come.

e Special: A view of the future in considerable detail, providing an intuitive sense
as to how things will transpire. A successful Idea roll provides guidance as to
what actions must be done (if any) to bring about or avoid that outcome.

e Critical: A crystal-clear vision of the future including the series of events that
immediately precede it, with a clear idea of how to prevent or ensure that out-
come.

Active Precognition lets the psychic spend as many power points to see as far into
the future as they want, then the gamemaster rolls and announces the results, as

above. Once the points are spent, the psychic must make a successful Idea roll to
interpret the vision, if there is anything vague or confusing about it.

With passive Precognition, your gamemaster secretly rolls for the ability, and if suc-
cessful, provides a glimpse into the future. In this case, the player may not know the
dice are being rolled at all. There is no power point cost for passive use of this
psychic ability, and your gamemaster may wish to have some aspect of the environ-
ment or situation prompt a precognitive glimpse into the future, perhaps as a dra-
matic or narrative tool.

Note: Precognition inevitably implies predestination and may require considerable
effort on behalf of your gamemaster to bring about effectively. Its role is entirely sub-
ject to your gamemaster’s preference, and they should carefully consider its use
and impact on gameplay before allowing it, perhaps even adding some long- or
short-term drawbacks, such as sanity or fatigue point cost.

Psychometry

Range: Self
Duration: Instantaneous

Power Point Cost: 1 power point per SIZ point of object, plus 1 point per time
step

Objects and environments are psychic sponges, absorbing charged emotions and
impressions from those who use and inhabit them, or events that transpired in-
volving them. Psychometry allows a psychic to examine an inanimate item or place
and sense the absorbed emotions. This power is only for inanimate objects.

For objects, make a Psychometry roll and spend the power points equivalent to the
SIZ of the item (minimum 1, see Object SIZ Examples) plus power points equival-
ent to the last time the item was used (see the Time Step Table in Precognition, op-
posite). A successful Idea roll allows identification of the user of an object if it is
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someone the psychic has met. For someone they have not met but know of (pic-
ture, television, etc.), the Idea roll is Difficult. The psychic sees one instance of its
previous use, or more if they are relatively identical. A psychic can also use Psycho-
metry to determine any special activating code or term used for a device, from a
combination for a lock to the magic word that allows a magic wand to be used. This
can be attempted only once for each item.

For an area, choose some subset of that area to gain an impression and use the
SIZ guidelines as above.

For example, rather than try to use Psychometry on an entire car (SIZ 60),
use it on a car seat (which is human-sized, roughly SIZ 8).

Failure means the psychic cannot try again on the specific item or place until their
skill with Psychometry has increased.

Your gamemaster may use this ability passively, rolling secretly when the psychic
handles an object or enters an area of note, and announcing a sudden flash of in-
sight about a place or thing. Passive gamemaster-promoted use of the psychic abil-
ity does not cost any power points.

Note: Psychometry is extremely powerful and can potentially derail a mystery,
providing information beyond what your gamemaster wishes. Thus, your gamemas-
ter may choose to disallow this psychic ability. Additionally, it is up to your game-
master’s discretion whether Psychometry will work on a corpse.

Pyrokinesis

Range: POW in meters
Duration: Instantaneous, or 1 combat round
Power Point Cost: 3 power points per 1D6 damage or 3 SIZ points

Pyrokinesis creates intense heat, filling an area with flame, potentially igniting an
object, even providing light or warmth. It can be shaped and otherwise manipulated.
The area affected is equal to 3 SIZ per 3 power points. Successful use against a liv-
ing being inflicts 1D6 points of damage per 3 power points used. Additional power
points increase damage (6 points = 2D6 damage, etc.) If the target has some pro-
tection such as insulating clothing, this may serve as armour against the damage.
Damage is instantaneous, though the heat lingers for an additional combat round or
longer.

Pyrokinesis can melt items, matching the power points spent vs. the object’s SIZ in
a resistance roll. Any appropriate environmental effects are also applied, where rel-
evant (see Fire and Heat). Your gamemaster may choose to modify the number of
power points required for substances based on their melting points.
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Pyrokinesis can also snuff out flame by draining the oxygen it requires, cancelling a
volume of flame SIZ on a point-by-point basis.

Sensitivity

Range: Self
Duration: Instantaneous
Power Point Cost: 1 power point

This psychic awareness allows the psychic to recognize some supernatural or spir-
itual aspects of an object or area or to detect the presence of supernatural beings or
spirits nearby. Negative emotional, spiritual, or supernatural aspects create forebod-
ing and unease, and positive aspects foster a sense of peace and harmony. If the
impressions are coming from an object within the psychic’s immediate vicinity (1/3
POW in meters), an Idea roll identifies that object. Sensitivity also informs whether
other psychic abilities are being used or have recently been used in the area, or
even if someone nearby has recently used psychic abilities in an extreme fashion.

Your gamemaster may wish to use the ability passively, rolling secretly and announ-
cing any sudden flash of Sensitivity. In these cases, it costs no power points to use.

Note: Sensitivity can potentially derail mystery-based plots, and your gamemaster
may choose to disallow it entirely. In some settings, this may be the sole psychic
ability present.

Telekinesis

Range: POW in meters
Duration: 1 combat round
Power Point Cost: 1 power point per 3 SIZ each combat round

The psychic can lift objects and move them with their mind. Every power point spent
affects 3 SIZ points. To use the power, determine the SIZ of the object to be moved
and divide its SIZ by 3 (round up). If the Telekinesis is successful, the psychic can
pick up the object and move it in the air or along the ground at normal MOV speed.
The object must stay within range of the psychic. Every point spent above the SIZ
extends the range it can be thrown by another 15 meters, or increases the speed to
double (triple, etc.) normal MOV. If something has wheels and/or is dragged across
level ground, each point affects 6 SIZ. Once an item is held with Telekinesis, the
psychic can hold it indefinitely if they spend the power points to keep it aloft. If
knocked unconscious or dealt a major wound, the item falls to the ground. If distrac-
ted, attacked, or attempting a complex task, make a successful Idea roll to maintain
the hold.
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If using Telekinesis to pick up an unwilling target, the psychic must defeat them in a
POW vs. SIZ resistance roll. No roll is required for a willing target. Telekinesis can-
not lift the psychic themselves: to do that, use Levitation.

To use Telekinesis to hit someone with an object, make a Throw roll once an object
is held aloft. Objects thrown at other characters do 1D6 points of damage per 10
points of SIZ, or the object’s normal damage if it is a missile weapon. The damage
modifier is based on the psychic’s POW+INT (instead of STR+SIZ) on the Damage
Modifier Table. To catch an item with Telekinesis, make a successful Difficult Throw
or Agility roll (pick) and spend enough power points to handle the item.

Additionally, Telekinesis can be used as armour against physical attacks, each point
providing 1 point of armour.

Telepathy

Range: 10xPOW in kilometres
Duration: 1 combat round per power point spent
Power Point Cost: 1 power point to activate or 1 power point per 3 POW

A psychic can read a target’s mind by making a successful Telepathy roll then de-
feating them in a POW vs. POW resistance roll. If successful, the psychic must then
spend 1 power point per 3 points of the target's POW (divide POW by three, round
up). At this point, they have access to the target’'s memories and active thoughts
through the rest of the combat round until the psychic’s next DEX rank. The resist-
ance roll must be made successfully each round desired. No resistance roll is re-
quired with a willing target, and only 1 point is required to use the ability.

Once a telepathic link is made, choose one of the following actions:

¢  Speak mind-to-mind as equals.

e Pass along a simple or complex message, even sharing a memory or image of
something.

* Read surface thoughts and feelings.

« Implant a false memory or create a sensory impression that lasts until the tar-
get succeeds in a Difficult Idea roll or the end of the ability’s duration.

For example, a psychic might create a false memory of them giving
someone a $100 bill or make them think that a playing card is that $100 bill.

* Dig for buried memories or suppressed information in the target’s subcon-
scious. A specific memory may take 1D3 combat rounds, and 1D3+3 rounds for
a suppressed or traumatic memory. The target will experience this memory
anew, as if remembering it vividly.

Once Telepathy has been established, continue it by spending 1 additional power
point each combat round.
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The psychic can attempt to affect more than one target at a time. To do so, make
each Telepathy roll separately and pay the requisite power points, but also a suc-
cessful Idea roll to coordinate the multiple simultaneous communications. The ac-
tions taken within the minds do not need to be the same.

The psychic can end the connection immediately. Each combat round after the one
in which the telepathic link is established, the target can make a new POW vs. POW
resistance roll. Success means the telepathic connection ends. With a successful
Idea roll, they know that they were in telepathic contact. A special or critical success
reveals the identity of the psychic. If the Idea roll fails, the target has no idea they
had telepathic contact, only that it was some strange mental phase.

SORCERY

Sorcery imposes supernatural effects on the physical world through complex oc-
cult formulas, formalized as spells. A character who uses sorcery is a sorcerer.
When a sorcerer says the required words to activate a sorcery spell and spends the
required power points, the specific type of magic energy is released and has the de-
sired effect.

Unlike Magic, sorcery spells always happen. Rarely is a roll required to activate
the spell, and there is no need for any special targeting. Usually, sorcery only fails if
the target cannot be overcome with a resistance roll.

WHO CAN USE SORCERY?

A sorcerer's POW characteristic influences the frequency and potency of the sor-
cery they can cast. To be able to cast sorcery spells, a sorcerer must have POW
16+. A sorcerer with POW 15 or lower cannot use sorcery, but they can still use en-
chanted items and other sorcerers can still cast useful spells on them. Often, their
power points are a resource for other sorcerers to aid their own spelicasting.

STARTING SORCERY SPELLS

A sorcerer begins knowing how to inscribe sorcery spells they know into their
grimoire, and they know how to ready or dismiss a spell. Additionally, they already
possess a grimoire tailored to their tastes. They know spells depending on the fol-
lowing power levels, and all known spells are inscribed in their grimoires:

« Normal: Up to % INT (round up) in levels of spells known.
e Heroic: Up to INT in levels of spells known.
e Epic: Up to INTx2 in levels of spells known and/or marked in their grimoire.
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e Superhuman: Up to INTx4 in levels of spells known and/or marked in their
grimoire.

A sorcerer can keep up to their INT in spell levels stored in their mind at any time,
so any beyond this are in their grimoire, available but not ready.

POWER POINTS AND SORCERY

After casting spells, a sorcerer grows tired, having spent their energy into the sor-
cery, fuelling it. Power points are spent to cast sorcery and return naturally. A sor-
cerer cannot spend more power points than they possess, nor can their power
points regenerate above their POW. Power points over POW can be spent but do
not regenerate.

Some powerful spells may require a sorcerer to spend permanent points of POW
as well as power points. Other spells require special herbs, potions, words, or other
components. Your gamemaster may rule that additional requirements are necessary,
or none at all. If a powerful spell demands sacrifice of POW and power points, the
sorcerer’'s power points regenerate only to the new POW. If a sorcerer's POW in-
creases, their power points regenerate to the new value.

SORCERY SPELL LIMITATIONS

A sorcerer’s INT is the limit to the maximum number of spell levels they have im-
mediate access to. Spells are cast from spells in memory. To cast a spell not in
memory, dismiss some other spell to make room.

A human can remember levels of individual spells up to or equal to their INT.
Bound demons and elementals also count against this limit. Enchanted items are in-
dependent of the INT limit, and do not count against this total. At your gamemaster’s
discretion, some cultures with an affinity for magic may have additional capacity for
spell memorization.

Think of a sorcerer’s mind like a shelf: spells sit on that shelf. A sorcerer’s INT de-
termines how many items they can have on the shelf at one time. To learn new sor-
cery while at the INT limit, one must dismiss a spell from memory, essentially taking
one thing off the shelf to make room for another.

List all the spells in a sorcerer’s grimoire in the Powers section on the character
sheet and indicate if the spell is ‘In Memory’.

Once a spell is dismissed, it must be reacquired from a grimoire. A grimoire is a
collection that contains spells and sorcerous information. Traditionally, a grimoire is
a book or series of books, but it can be a scroll (or scrolls), a computer file, a re-
cording, or almost any means of storing information. Work with your gamemaster for
more unusual formats. When your sorcerer character learns a new spell, it can auto-
matically be put into their grimoire.
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A sorcerer who loses their grimoire can automatically re-record any spells they
currently have in memory and may be able to recall other spells the grimoire con-
tained. Once per day, a sorcerer can attempt to roll INTxI or lower. Success means
that the sorcerer recalls one spell, or some other bit of lore that was in the lost grim-
oire (your choice). Failure means no useful information is recalled at that time, and
another attempt must wait until the next day.

WHEN CAN SORCERY BE USED?

Spells usually take one combat round to cast. Sorcery in memory is available for
use in the Powers phase of the combat round. Sorcery that is not in memory can be
readied through different means but is generally not usable during physical combat.

LEARNING SORCERY

Sorcerers learn spells in one of four ways: scholarly research, studying a grimoire,
being taught, or accepting the gift of sorcery from a powerful supernatural force.

Scholarly Research

This option requires a library in a language (or languages) the sorcerer can read.
Your gamemaster should determine the library rating, a multiplier from x1-3; the
higher, the better the sources. They then determine the language(s) of the library’s
resources. A sorcerer then attempts to either find a new spell or recreate one that
may exist somewhere in the library.

Your gamemaster rolls 1D10 secretly to determine the number of weeks needed
to attempt to learn the spell, subtracting —1 week for each 50% in relevant lan-
guage(s) the sorcerer knows to a minimum of 1 week. When the required time has
passed, roll D100: success is equal to or less than the sorcerer’s INT multiplied by
the library’s rating.

If the roll is successful, the spell is learned and inscribed in the sorcerer’s per-
sonal grimoire. A failed roll means that the sorcerer must spend another 1D10
weeks (modified as above) before they can attempt another INTx(library rating) roll.

If the goal is an invocation or summoning of a particular deity, a temple to that
deity is likely to contain the proper information. Research in a temple is the same as
in a library, but access may be even more restricted. Your gamemaster should de-
termine what access a sorcerer may have, and such a request may involve some
form of service to the temple.

Studying a Grimoire

A grimoire is a collection of spells, lore, formulas, and rituals. Though these rules
refer to a grimoire as a type of book, a grimoire might be a scroll, a staff carved with
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runes, or some other sort of record, perhaps protected with a code, written in a
secret language, or obscured through some other means.

Every sorcerer automatically owns a grimoire inscribed with the spell(s) they
know. Traditionally, the grimoire is automatically updated whenever a new spell or
other information is learned. No roll is required to do so, and it is assumed to always
be successful.

Grimoires allow a character to know more sorcery than their INT allows, ensuring
that sorcery is available even when it is not in memory. Grimoires have no maximum
or minimum size. Nothing limits a grimoire’s capacity. A sorcerer can start a new or
duplicate grimoire at any time. An empty grimoire is just a book with blank pages,
ready to be filled with sorcery spells. The only expense is the cost of the actual
physical object of the grimoire—the fancier, the more expensive.

Grimoires can be written in a variety of languages, including magical languages.
Your gamemaster should determine the language of any other grimoire if one is in-
troduced. A sorcerer must be able to read the writing to learn from the grimoire. A
sorcerer with a skill rating of less than INTx5 in the language the grimoire is written
in must make a successful Language roll whenever the grimoire is used.

Other grimoires can come into a sorcerer’s possession through several ways and
are often prized possessions. A grimoire for sale may be a musty tome that has sur-
vived the death of its owner, or it may be a bundle of cheap spiral notebooks
scrawled with tiny handwriting and disturbing pictures. Or it could even be a meticu-
lously organized data file, complete with audio files to assist in pronouncing the diffi-
cult passages of the spell, copiously annotated.

The spells and summonings in a grimoire may be set down incompletely or delib-
erately incorrect and may include subtle traps to guard against thieves. References,
measurements, and wordings of the spell description are likely to be allusive and
baffling. Learning from an old grimoire is often tedious and difficult: the older the
grimoire, the more involved the process is likely to be.

To learn a spell from another person’s grimoire, a sorcerer can attempt a roll of
equal to or lower than their INTxI for every three game weeks of study. With a suc-
cessful roll, the spell is in memory and ready to be cast (and has been transferred to
the sorcerer’s own grimoire).

Being Taught
Learning a spell from a teacher may be quicker than creating it or deciphering it
from a grimoire.

e The teacher must know the spell and be able to cast it successfully.
e A sorcerer can learn one spell at a time.

¢ The student must attempt a roll of their INTx1. Success means that the spell is
in memory and ready to cast. The spell can then be transcribed to the student’s
grimoire.
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Accepting Sorcery as a Gift

A powerful supernatural entity like a god, angel, demon, etc. may grant the ability
to use a spell through one of the following methods:

*  The supernatural being might simply place the spell into the sorcerer's memory
(eliminating another spell to make room, if necessary), as if the sorcerer had
learned the spell. They can then write the spell down in their grimoire.

e The spell might be on a scroll, in a book, a shard of some precious metal, a
data file, or a banner bearing the words of the spell. It can be learned if it can
be read.

e The spell may be imbued into an enchanted object of some sort.

* The spell may not even be taught to the sorcerer, but instead, they can call
upon the supernatural entity and ask it to cast the spell on their behalf.

A gift of sorcery may come with strings attached, known or unknown, and should
be accepted cautiously.

READYING AND DISMISSING SORCERY

As noted previously, a sorcerer cannot automatically cast any spell they know—
spells must be in memory before being cast. You should note on your character’s
sheet what spells are in memory and which spells are in their grimoire, perhaps
keeping these lists separate from each other to prevent confusion. The Basic Role-
playing character sheet has adequate space for powers, so the front is the best
place for ‘ready’ spells, and the back can serve as the grimoire. Alternately, cards or
another method can be used to keep them distinct.

To ready a spell, the grimoire should be available, and the relevant spell must ex-
ist in that grimoire. Bringing a spell into memory is called readying a spell. Remov-
ing a spell from memory is called dismissing a spell. This is done as often as de-
sired: sorcerers often choose their spells based theirimmediate plans.

For example, a sorcerer planning to cast some major spell (like a demon
summoning) would ready spells like Brazier of Power, Chain of Being, Re-
futation, Bolster the Soul, and Witch Sight, along with the Summon Demon
spell. If out adventuring, other spells such as Inescapable Bonds, Cloak of
Night, Heal, Muddle, Sorcerous Armour, Undo Sorcery, and a weapon en-
hancement may be more appropriate.

Reading and comprehending a spell in the grimoire takes one combat round for
each point of the spell to be readied. For spells that vary in points, the number of
combat rounds needed always equals the maximum value known.

For example, it takes four combat rounds to read Hammer of the Gods (4)
from the grimoire and have it ready to cast.
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If a spell requires 20 power points to cast, then a sorcerer needs 20 combat
rounds to ready it.

Dismissing a spell is much easier. It is instantaneous and can be done at the
same time as readying another spell. A demon or elemental can also be dismissed
just as quickly, releasing it from service and allowing it to control its own fate. How
the creature reacts is up to its nature, the way it was treated, and the relative bal-
ance of power between it and its former master.

SPELLS IN PLAY

If a single number or fixed cost is given for a sorcery spell, the effect always costs
that many power points. If the power point cost varies, select the strength of the
spell by choosing a number from the given range.

Unless noted, spells successfully cast take effect automatically (see Other
Planes for exceptions). Once a sorcery spell is cast, it cannot be recalled.

Some spells are not necessarily detectable by observers, while others are obvi-
ously the product of sorcery. A sorcerer will always recognize the effects of a spell
they know when it is cast, regardless of who is casting it and what cosmetic ele-
ments it has been described with.

Generally, demons, elementals, and other supernatural creatures cannot use sor-
cery, though sorcery affects them. Demons have their own special abilities that only
they possess.

If numerous spells are being cast during an encounter, you might want to use a
piece of scratch paper to note spell names, the rounds cast, and spell strengths.
Remember to mark off the power points that power the spells.

CASTING A SPELL

A spell affects a single person, entity, area, or thing. Since casting takes only one
combat round, separate uses of the same spell can strike additional target(s) in later
combat rounds.

Spells are cast on the powers phase of a combat round, in order of a sorcerer’s
INT. The spell takes effect in INT order of the Powers phase of the next combat
round.

After a sorcerer begins casting a spell, they can do nothing else during that com-
bat round. In case of a distraction (being attacked, taking damage, a loud noise or
surprise, significant movement, etc.) make an Idea roll to resist being distracted. If
the roll is successful, the spell is cast without incident. If the roll fails, the spell is not
cast, and the power points are lost. Extreme distractions might make the Idea roll
Difficult.
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DURATION

A spell’'s duration equals the sorcerer's POW in combat rounds.

For example, a sorcerer with POW 19 casts Hell's Razor. The spell takes
one round to cast, then takes effect in the Powers phase of the next round.
It lasts for 18 more combat rounds and expires in the Powers phase of the
20th round.

Once cast, a spell needs no maintenance, and continues in effect whether the tar-
get moves out of range.

A sorcerer can extend the duration of any spell by casting it again at any time: the
duration extends, but the effect does not intensify. They can choose to end the ef-
fects of a spell prematurely: most spells allow this automatically, but others might
take more than an instant to cancel. Unless specified otherwise, any ongoing effects
of the spell end the moment the sorcerer chooses.

HOW TO BECOME A BETTER SORCERER

How does a sorcerer become more powerful? Here are three ways to increase
POW:

«  Exercising Power: A sorcerer that has successfully defeated an opponent of
equal or greater POW in a POW vs. POW resistance roll can check the box
next to the POW on their character sheet. When checking for experience, see
POW Increases.

e Sorcerous Heritage: At your gamemaster’s discretion, when creating a sor-
cerer, trade 2 points from other characteristics for 1 point of POW, deliberately
sacrificing aspects of themselves in exchange for greater prowess with sorcery.
Each trade requires a successful Luck roll based on their original POW. Miss-
ing a Luck roll ends the chance of any further trades. A result of 00 is always a
miss. This method is not compatible with point-based characteristic generation.

«  Gift of the Gods: During play, a sorcerer may bargain for or plead for a gift of
POW from a favourable deity. This is entirely up to the gamemaster and may
require promises of service from the sorcerer, good roleplaying, or successful
Communication rolls. The grant is never more than 1D3 POW. For each point
granted, the recipient must immediately undertake some dangerous task or at-
tempt some dangerous deed that furthers the deity’s agenda.

RELIABILITY OF SORCERY

Some guidelines about how sorcery works:

e Spells and sorcerous items do not generally require rolls to activate.
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e Some additional roll may be required—such as Language to read a spell, or a
weapon attack to strike a person with a magic item—but the sorcerer does not
need to make a roll to make the spell itself happen.

¢ Spells take effect automatically, though some require resistance rolls or some
other condition.

e A sorcerous item works for whomever holds it, so long as they have the capab-
ility to do so (STR, DEX, etc.).

SORCERY SPELL SUMMARY

Following are the sorcery spells from this section, categorized by types, with the
range of spell levels in parentheses. Each spell costs 1 power point per level, and
each spell’s effect lasts for the duration of the spell (usually a sorcerer's POW in
combat rounds).

Augmentation Spells

Cloak of Night (1-4): Adds +20% per level to Hide.
Leap (1-4): Adds +20% per level to Jump.
Sureness (1-4): Adds +20% per level to Stealth.

Characteristic Spells

Bolster the Soul (1-3): Adds 3 points per level to POW.

Inhuman Plasticity (1-3): Adds 3 points per level to SIZ.
Lightning Speed (1-3): Adds 1 point per level to MOV.
Relentless Vitality (1-3): Adds 3 points per level to CON.
Suppleness of the Serpent (1-3): Adds 3 points per level to DEX.
Titan’s Strength (1-3): Adds 3 points per level to STR.

Unearthly Beauty (1-3): Adds 3 points per level to CHA.

Wisdom of the Sage (1-3): Adds 3 points per level to INT.

Combat Spells

Hammer of the Gods (1-4): Adds 1 point damage per level to blunt weapons.
Hell’s Razor (1-4): Adds 1 point damage per level to cutting weapons.

Sorcery’s Sharp Flame (1-4): Adds 1 point damage per level to impaling
weapons.

Sorcerous Armour (1-4): Adds 1 point of armour per level.

Talons of the Beast (1-4): Adds 1 point damage per level to unarmed or
brawling weapons.
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Unbreakable Bulwark (1-4): Adds 1 point of armour per level to shields.

Enhancement Spells

Make Fast (1): Glues together two inanimate objects.
Make Whole (3): Repairs a broken item.

Midnight (1): Creates an area of darkness.
Moonrise (1): Creates a floating globe of light.

Elemental Spells

Bounty of the Sea (4): Fills an area with water.
Fires of the Sun (4): Fills an area with flame.
Gift of the Earth (4): Fills an area with dirt.
Wings of the Sky (4): Fills an area with wind.

Manipulative Spells

Curse of Sorcery (4): Causes target to suffer a disfiguring feature.
Fury (1): Enrages target, speeding their attacks.

Inescapable Bonds (3): Immobilizes target, requires a resistance roll.
Liken Shape (4): Assume the image of another person.

Muddle (1): Disorients target.

Pox (1): Reduces target's power points, requires a resistance roll.

Occult Spells

Brazier of Power (4): Creates a reservoir of power points.
Chain of Being (4): Creates a pool of power points.
Undo Sorcery (1-4): Cancels various sorcery spells.
Ward (3): Creates a magical alarm.

Summoning Spells

Summon Demon (1): Summons a demon.
Summon Elemental (1): Summons an elemental.

Utility Spells

Bird’s Vision (1): Controls a bird and sees through its eyes.
Breath of Life (1): Provides breathable air underwater or elsewhere.
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Farsight (1): Doubles range at which something can be seen.
Heal (2): Restores lost hit points.

Keen Ear (1): Carries spoken words across great distances.
Refutation (1-4): Protects against Undo Sorcery.

Vermin’s Vision (1): Controls vermin and sees through its eyes.
Witch Sight (3): Determines target's POW.

SPOT RULES FOR SORCERY

These spot rules may be of use when dealing with sorcery.

Characteristic Effects
Despite a standardized spell list, sorcery is both individual and idiosyncratic.

Choose any sounds, gestures, foci, lights, smells, or other characteristics to de-
scribe a particular sorcerer’s spellcasting.

Enchanted Weapons

When a weapon affected by a spell is given over to another character, or dropped
and picked up by another character, the effect is unbroken until the spell expires.

Maximum Attack Damage

Sorcery spells on weapons usually augment their average attack damages, but do
not increase the maximum damage possible for the attack. The effect of the spell is
to boost the average damage done with the attack.

For example, a normal broadsword does 1D8+1 damage. The rolled dam-
age is 7. With Hell's Razor 4, the minimum damage is 6 points (1 on a 1D8,
+1, and +4 for the spell). The damage can never be more than 9 points,
since 9 is the maximum damage that can be rolled for a broadsword attack.
Hell's Razor 4 ensures that each hit does between 6 and 9 points of dam-
age. The damage is 1D8+1+4 but does not do more than 9 points of dam-
age, plus the damage modifier. The spell does not change the damage
modifier or the chance to hit. In case of a special or critical success, each
damage roll is treated separately, with the same restrictions.

Other Planes

Spells have the following effects when cast on beings from other planes (such as
demons) or on planes other than where they originated:
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e Spells usually work, but not always. If the spell fails for some reason, the power
points spent are lost.

e Spells cast with the intention of enhancing entities from other planes, such as
casting Sorcerous Armour on a demon or elemental, never work. The power
points spent are lost.

e Spells learned on one plane and then cast on another plane may cost double
the power points and have ¥ the normal duration and effect (round up if neces-
sary). Sorcery spells are no longer automatically assumed to succeed—every
time a sorcerer casts a spell on another plane, they must make a successful
Difficult Luck roll. If this roll fails, the spell does not work, and the power points
spent are lost. This is at your gamemaster’s discretion.

* Demons and elementals do not cast spells. Instead, they have abilities, which
are spell-like in function. In some cases, these may be identical to a sorcery
spell’s description, though they are intrinsic powers and do not need to be read-
ied and do not have any INT limitations.

Resistance Table Procedure

If a spell compares a sorcerer and target’s power points or POW on the resist-
ance table, compare the current points, including those needed to cast the spell (the
power points or POW are subtracted from the current total once the spell’s effects
have been determined and the resistance roll is completed).

Resistant Targets

If a target does not resist, a sorcerer may transfer the effects of most spells by
touch. If a target resists, resolve the issue comparing a sorcerer and target’s current
power points vs. power points on the resistance table.

Spells Cast on an Object or Person?

Spells cast on an object influence that object only. For example, if Hell’s Razor is
cast on one sword, it does not increase the damage done by a sword held in the
other hand. Two weapons need two spell castings.

The object affected by the spell is independent of the sorcerer, as well.

For example, a sword with Hell's Razor cast upon it and used by another
person gets the spell’s benefits for the remaining duration. Talons of the
Beast is the only weapon-enhancing spell that can be cast on a person.

Spells per Object
Only one spell can be cast on a single object at a time. For example, if Unbreak-

able Bulwark is cast on a shield, it cannot have Sorcerous Armour on it at the same
time. If Sorcery’s Sharp Flame is cast on a weapon, then it cannot have Hell’s Razor
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on it simultaneously. An additional spell cast on an object has no effect and is dis-
sipated, though the power points spent are lost.

Spells per Person

Any number of compatible spells may be cast on a person, at your gamemaster’s
discretion. If multiple power types (magic spells, mutations, superpowers, etc.) are
in effect, your gamemaster should determine if the effects can be stacked and what
aspects will be affected.

SORCERY SPELL LIST

The following list of spells is not exhaustive but represents the most useful spells
for adventuring. You and your gamemaster may choose to create additional spells or
modify these are you see fit.

Each spell description contains the following:

* Name & Levels: A generic title for the spell. Create more evocative names as
desired. The number in parentheses is how many levels the spell has. A range
means that the spell’s level is variable, and players can choose how many
levels of the spell the sorcerer has in memory and can cast. As noted previ-
ously, a spell’'s level is also the number of power points it takes to cast.

* Range: This is either Self (caster only), Touch (caster or anyone or anything
they can touch), Sight (anything in the physical line of sight, not relayed by
mechanical devices like cameras), or some other definition of distance.

A description of the spell’s actual effects in the world, with any game effects
defined where needed.

Bird’s Vision (1)

Range: Sight

The sorcerer can control one bird’s field of vision and see through its vantage point.
The bird (or birdlike creature) chosen for this spell must be within eyesight. Once
cast, if the bird is lost from view, the spell continues and lasts for its duration. If no
bird is present when the spell is cast, it simply does not work. Your gamemaster
should announce beforehand if there is nothing to cast the spell on.
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Bolster the Soul (1-3)

Range: Touch

The target’'s POW is increased by +3 per level of the spell, adding 3, 6, or 9 to POW
for the duration. This does not increase power points or contribute to training or any
permanent determination using POW. While in effect, the increase to POW does in-
crease the Luck roll and aids in any POW vs. POW resistance rolls, including bind-
ing rolls for summoned demons (the point of POW spent to bind a demon must be
real, not the temporary POW conferred by the spell).

When casting Bolster the Soul 3 for the maximum increase of +9 points, roll D100.
On a result of 00, the spell becomes permanent, and those points are permanently
added to the POW of the target. However, after that, the spell does not affect the
character any more, and they become unable to have it cast upon them again. They
must also subtract 9 points permanently from other characteristics, in any combina-
tion, adjusting any values calculated from those characteristics. If allegiance is used,
this adds +1D8 allegiance to whatever force represents randomness and/or change.

Bounty of the Sea (4)
Range: Sight

This spell causes a sudden torrent in a room or within a small portion of open
space. The water continues to cascade into the area for the duration. By its end,
enough water has fallen from nowhere to fill an average room. Once the spell ends,
the water stays and behaves naturally, draining or remaining as appropriate. If the
sorcerer is far from a natural body of water, they must make a successful Luck roll
before the spell can take effect. This spell is a prerequisite to be able to summon
water elementals with the Summon Elemental spell. This spell can be negated by a
casting of the Gift of the Earth spell on the same area. This spell can also be can-
celled by a 4-point Undo Sorcery spell, but any water already summoned into the
area by the spell does not disappear.

Brazier of Power (4)

Range: Touch

The sorcerer can create a reservoir of personal power points to draw upon when
summoning more powerful entities or casting many spells. Brazier of Power is in-
compatible with Chain of Being, and if one is cast on a target, the other will have no
effect. Traditionally, the focus for the reservoir is a large brazier, but it could be any
sturdy, solid place or thing. If the focus is moved or destroyed, the attunement is
lost, and a new focus must be established from scratch.

The first time Brazier of Power is cast, the sorcerer must sacrifice 4 power points
and 1 permanent point of POW to attune the focus. Once successful, the sorcerer
can store any remaining power points in the focus. The focus accepts new power
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points at any time up to the maximum of a sorcerer's POW when the focus was cre-
ated (after the sacrifice).

For example, if a sorcerer’'s POW was 17 after the spell was complete
(down 1 point from the original 18), they can store up to 17 power points in
the Brazier of Power at any time. Whenever the sorcerer wishes, they may
sacrifice the stored power points in the Brazier of Power, along with any
they have regenerated. The power points in the focus are always the first
spent.

The sorcerer must be in physical contact with the brazier to draw power points from
it. Only its creator can use the power points directly. However, if they have another
means of transferring power points to another character, power points must first be
drawn from the sorcerer, then from the brazier. To make a focus of greater capacity,
a sorcerer must cast the spell again upon the same item, sacrificing another point of
POW and the necessary power points. In this fashion, a Brazier of Power can be-
come an immense reservoir of power points. Many serious sorcerers use Braziers
of Power in their lairs or sanctuaries.

Breath of Life (1)

Range: Touch

The sorcerer can breathe normally if they are underwater or in a similar medium. If
suddenly immersed, a successful Agility roll may be required to get the spell off be-
forehand. The sorcerer can also speak normally while underwater.

Chain of Being (4)
Range: Touch, Sight, etc.

This spell allows up to eight individuals to pool their power points into a single
shared resource, a useful practice when summoning or binding a demon or ele-
mental or casting some mighty spell beyond the reach of a single sorcerer’'s power
points. The participants must be linked by touch; usually holding hands in a circle.
The circle must be maintained while the power points are being spent on any cast-
ing. Only a single casting of Chain of Being is needed per summoning. Only one
participant in the spell needs to know this spell for it to work, and the 4 power points
spent to cast the spell must come from that sorcerer.

Any power points spent beyond those 4 points are drawn as uniformly as possible
from each participant, starting with the caster. If a participant accidentally drops to O
power points, the chain is broken, the spell ends, and the power points are lost.

This spell is incompatible with Brazier of Power. If the summoned entity (demon,
elemental, etc.) is bound, the participants hold it in common, and must agree upon
the action or actions it takes. If they cannot agree after it is bound, the summoned
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creature does nothing. If its service needs to be negotiated or bargained for, only
the sorcerer needs to make these skill attempts or offer the terms.

Cloak of Night (1-4)

Range: Touch, Sight, etc.

Each level increases the target’s Hide skill by +20%, cumulative, for the duration.

Curse of Sorcery (4)

Range: Touch

With a successful POW vs. POW resistance roll, the sorcerer can endow part of the
target’s body with some gruesome or demonic quality of their choice, such as being
extra warm to the touch, slimy, always wet, scaly, extra hairy, warty, multicolour, etc.
With a second successful POW vs. POW roll, the targeted body part takes on the
appropriate physical appearance of a tentacle, a crab leg, a bird’s wing, an insect
feeler, etc. though the appearance is solely cosmetic—no bonuses or abilities are
conferred by this curse. If the affected body area is visible, it may cause a loss of
1D3 points of CHA while the spell is in effect. The spell’s effect ends when the
caster dies. This spell can only be cast once upon a single target while it is in effect,
though it can be repeated if the duration has ended. Casting this spell may cause
the sorcerer to gain allegiance points for any force emphasizing cruelty or chaos,
and any such disfigurement likely becomes a distinctive feature.

Farsight (1)

Range: Sight

The sorcerer can see something or everything twice as close as it is. While active,
each additional casting cumulatively doubles the closeness, allowing for greater
magnification.

Fires of the Sun (4)

Range: Sight

A mass of floating fire appears and hangs in any position within line of sight of the
sorcerer. The fire burns without fuel for the spell’s duration. The churning flame
measures about three meters across, and is hot enough to ignite adjacent materi-
als, doing 1D6+2 fire damage per round. This spell must be known before fire ele-
mentals can be summoned or invoked with the Summon Elemental spell. This spell
can be negated by the Wings of the Sky spell cast on the area it affects. A 4-point
Undo Sorcery will dispel this spell; if so, any flame present falls to the ground and
behave naturally (smouldering, perhaps catching twigs and brush afire, etc.).
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Fury (1)

Range: Touch

This spell induces a furious, berserk rage in the target, making them fight recklessly
and with savage abandon. If the target is unwilling, make a current power point

vs. current power point resistance roll. If successful, the recipient of the spell (self or
another) fights unceasingly for the duration any target of their choice. The target of
the spell can make one additional attack each round (beyond any skill restrictions),
performed on the last DEX rank of the round. The spell does not add to the attack
skill rank or increase damage done.

This spell lowers the target’s instinct for self-preservation and reduces their skill rat-
ings for any dodges or parries by 30%, in addition to any other modifiers such as for
additional actions. The furious character ignores any unconsciousness stemming
from a major wound. A fatal wound is still fatal, but they attack until the end of the
round of death, striking blows even if technically dead, finally keeling over on DEX
rank 1. During this fury, the target only can act in ways related to immediate combat
(no magic, no healing, etc.).

Gift of the Earth (4)
Range: Sight

This spell causes a mass of dust, soil, and sand to suddenly appear and accumu-
late quickly in a small room or small area of open space. When the spell ends, the
spell will have transmitted more than 60 cubic meters of new earth, enough to fill an
ordinary room. This spell must be known before earth elementals can be summoned
or invoked using the Summon Elemental spell. The use of Undo Sorcery 4 defeats
this spell, though any earth that has already arrived will remain. The Bounty of the
Sea spell negates Gift of the Earth if cast on the same area. If out on a body of wa-
ter, in the sky, or in space, a successful Luck roll is needed for the spell to work.

Hammer of the Gods (1-4)

Range: Touch

This spell can be cast on a single blunt weapon, like a staff, club, mace, hammer,
etc. The effects only apply to blows from blunt weapons; if cast on an edged or poin-
ted weapon, it has no effect or only applies to blunt use of the weapon, such as
striking with the hilt. Each level increases the damage roll by +1, up to the maximum
damage possible using that weapon. This does not change the wielder's damage
modifier (rolled separately).
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Heal (2)

Range: Touch

This immediately heals 1D3 hit points, up to the target’s maximum hit points. It can
be cast once per wound. Additionally, it can be used to treat a wound that has
already been treated by First Aid and is often used in tandem with First Aid by heal-
ers.

Hell’'s Razor (1-4)

Range: Touch

This spell can be cast on a single slashing weapon with a cutting edge or edges,
such as swords, axes, etc. The effects only apply to blows from edged weapons; if
cast on a blunt or impaling weapon, it has no effect unless used in a slashing fash-
ion. Each level increases the damage roll by +1, up to the maximum damage pos-
sible using that weapon. This does not change the wielder's damage modifier (rolled
separately).

Inescapable Bonds (3)

Range: Touch

Any living thing this spell is cast upon is seized and held as if bound by invisible
chains. The person or thing held cannot significantly move any limb, finger, tentacle,
tongue, etc., while the spell is in effect. This only affects living beings, aliens, or an-
imals, with no effect on undead, robots, or vehicles. The target can attempt to break
free once per combat round by succeeding in a resistance roll of their STR vs. the
sorcerer’s current power points. If successful, the Inescapable Bonds are broken. If
unsuccessful, the target can try again next round. A 3-point Undo Sorcery spell can-
cels Inescapable Bonds.

Inhuman Plasticity (1-3)

Range: Touch

The target’s SIZ is increased or decreased by +3 points per level, adding or sub-
tracting 3, 6, or 9 points to SIZ for the spell’s duration. This can also temporarily in-
crease or decrease damage modifier and hit points. See the rules for Big and Little
Targets if relevant. Any hit points lost while this spell is in effect are first removed
from the temporary hit points. This spell may affect the target's MOV. The minimum
allowable SIZ is 1, so any further points are ignored. The target’s clothes and ar-
mour (but not weapons) also change SIZ for the duration.

When casting Inhuman Plasticity 3 for the maximum increase or decrease of 9
points, roll D100. On a result of 00, the effect becomes permanent, and those points
are permanently added or subtracted from the target’s SIZ as the spell was cast.
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However, after that, the spell does not affect the character any more, and they be-
come unable to have it cast upon them again. They must also subtract 9 points per-
manently from other characteristics, in any combination, adjusting any values calcu-
lated from those characteristics. If allegiance is used, this adds +1D8 allegiance to
whatever force represents randomness and/or change.

This spell can also be cast on insects, birds, and other non-humans.

Keen Ear (1)

Range: Sight

This spell allows two speakers to whisper to each other anywhere within line-of-
sight: intervening walls, boulders, forests, etc. negate the spell. Specify the second
party to the conversation when the spell is cast. Anyone standing near one of the
two involved parties hears only that portion of the conversation. The involved char-
acters hear each other perfectly well, however. Communication, Perception, or lan-
guage skill rolls might be required where relevant. This spell can be used against
enemies, with no resistance roll to prevent its effects.

Leap (1-4)

Range: Touch

Each level increases the target’s Jump skill by +20%, cumulative, for the duration.
The distance a sorcerer can jump (see Jump) also increases by +1 meter for each
level.

Lightning Speed (1-3)

Range: Touch

The target’'s MOV is increased by +1 per level of the spell while the spell is in effect.
The spell can be cast on another species, such as a horse. Lightning Speed does
not affect DEX.

When casting Lightning Speed 3 for the maximum increase of +3 points, roll D100.
On a result of 00, the effect becomes permanent, and those points are permanently
added to the target’s MOV. However, after that, the spell does not affect the target
any more, and they become unable to have it cast upon them again. They must also
subtract 9 points permanently from other characteristics, in any combination, adjust-
ing any values calculated from those characteristics. If allegiance is used, add +1D8
allegiance to whatever force represents randomness and/or change.
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Liken Shape (4)

Range: Touch

The target assumes the appearance of another human or natural creature, taking
on the new shape and corresponding attacks for the spell’s duration, but must retain
their original SIZ as well as any applicable characteristics. Essentially, this spell al-
lows a change of physical appearance and the ability to use physical characteristics.

For example, a sorcerer becoming a canary will be improbably large, but
has a correspondingly powerful beak attack (due to their human-sized dam-
age modifier). A sorcerer using Liken Shape to transform into a bear will be
quite small and weak, as far as bears go.

Your gamemaster should determine what aspects of a being’s abilities are natural
and can be assumed with the spell, but those without a physical attack (claws,
teeth) or with a magic origin (stony gaze, etc.) cannot be duplicated by the spell.
This can vary by setting, such as high fantasy setting having dragon’s breath be ma-
gical and a gritty fantasy setting having dragon saliva be acidic and flammable.

The spell lets the sorcerer transform into another living being they have seen at
least briefly. Based on their familiarity with the subject, subterfuge-related skills in-
volving the disguise may be Easy. The spell is negated if the disguised character
has physical contact from an actual creature of the species being imitated, or the
original human being duplicated touches the character.

Make Fast (1)

Range: Touch

This spell causes one specific item, hand-sized or smaller, to stick to one other
thing. They cannot be separated by any normal means short of destruction of one or
both items. This spell does not work on living or dead flesh, or on enchanted or oth-
erwise magic items.

Make Whole (3)

Range: Touch

This spell mends a broken item of size and bulk up to SIZ 50 (see Object SIZ Ex-
amples). The item should be comprised mostly of the same material or a limited
number of materials (a brick wall works; a car is too complex). Your gamemaster
should determine if an item is too complex or composed of too many types of ma-
terial for the spell to work. The duration is longer than normal, lasting for 1D6 hours.
Furthermore, if the sorcerer makes a successful Luck roll immediately after casting
the spell, the effect is permanent, and the item is restored as if new. This spell does
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not work on living tissue or on supernatural creatures, magic items, or other types of
magic enchantments. Undo Sorcery 3 ends this spell.

Midnight (1)
Range: Sight

This spell creates an irregular cloud of absolute darkness in an area roughly that of
a small room, about four meters per side. Normal vision does not work within this
area until the spell ends. Otherwise, there is no other effect. If the caster wishes,
they can move the darkness about by grasping it. Only the caster can move it in this
manner. Undo Sorcery 1 removes this spell.

Moonrise (1)

Range: Touch

This spell causes a ball of light a half-meter across to appear and float in the air,
glowing enough to brightly light a room. If the caster wishes, they can grasp the ball
of light and move it about. Only the caster can move it in this manner. Undo Sorcery
1 cancels this spell.

Muddle (1)
Range: Sight

This spell disorients the target enough that they cannot cast spells or carry out co-
ordinated plans if the sorcerer succeeds in a current power point vs. current power
point resistance roll. However, the target can defend themselves and move by their
own volition. If the caster succeeds in a Difficult Luck roll, they can momentarily
convince the target of something as if using the Fast Talk skill. The command or
misinformation must be spoken aloud, and the target must be able to understand
the language being spoken. The target can attempt to break it once each combat
round if they can make a successful Idea roll (identifying the sorcerer’s influence). If
the Idea roll is successful, the target can attempt a new current power point vs. cur-
rent power point resistance roll to break free. If they are still under the spell’s influ-
ence, a new ldea roll must be made each round until free from the spell.

Pox (1)
Range: Sight

This spell attacks the target’s power points, weakening them magically by overcom-
ing the target with a successful current power point vs. current power point resist-
ance roll. If successful, the target loses 1D6 power points; those lost points will re-
generate normally. At O power points, a target immediately falls unconscious and
cannot act. If the resistance roll is successful, the spell has no effect and the target’s
power points are not lost.
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Refutation (1-4)

Range: Self

The sorcerer can defend themselves against the Undo Sorcery spell. Refutation can
be cast in the same round as Undo Sorcery during the Powers phase and activates
at the beginning of the next round. The sorcerer should make a resistance roll of
Refutation against any levels of Undo Sorcery being cast. If Refutation wins, any
power points spent in Undo Sorcery are lost and the spell has no effect. If Undo
Sorcery wins, Refutation has no effect, its power points are lost, and Undo Sorcery
works as if unaffected. If Undo Sorcery can attack more than one sorcery spell,
choose the type of spell to negate (see the spell type groups), but the caster cannot
specify the precise spell.

Relentless Vitality (1-3)

Range: Touch

The target’s CON is increased by +3 points per level, thus adding 3, 6, or 9 to CON
for the spell’s duration. Increasing CON temporarily also increases hit points and
aids in fighting off certain poisons, diseases, etc., and increases the Stamina roll.
This also affects fatigue points and characteristic bonuses, if used.

Damage taken while this spell is in effect is first removed from these extra hit points.
It is impossible to die while Relentless Vitality is cast upon a target, but a target with
0 or negative hit points is unconscious and cannot act. Further attacks against the
character continue to accrue negative hit points and may result in the loss of limbs
or other major wounds. Once the spell’s duration ends, however, the character dies
immediately if successful measures were not taken to restore their health to a posit-
ive hit point total. The effects of major wounds or lost limbs are still in effect, unless
otherwise treated successfully.

When casting Relentless Vitality 3 for the maximum increase of +9 points, roll D100.
On a result of 00, the sorcery becomes permanent, and those points are perman-
ently added to the target's CON. However, after that, the spell cannot affect them
any more, and they are unable to have it cast upon them again. They must now sub-
tract 9 points permanently from other characteristics, in any combination, adjusting
any values calculated from those characteristics. If allegiance is used, this adds
+1D8 allegiance to whatever force represents randomness and/or change.

Sorcery’s Sharp Flame (1-4)

Range: Touch

This spell may be cast upon a single impaling weapon, and only impaling weapons.
It has no effect if cast upon another type of weapon. Each level increases the dam-
age roll result by +1, up to the maximum rolled damage possible. The wielder’s

damage modifier is rolled separately and is unaffected by this spell. This spell does
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not work for bows, slings, or guns, but does work on arrows, sling stones, and bul-
lets. If the modified roll results in the maximum damage for the weapon, the tip of
the weapon has become red-hot and can ignite a flammable target, causing 1D6
fire damage as a result (see Fire and Heat).

Sorcerous Armour (1-4)

Range: Touch

Sorcerous Armour counts as magical armour added to the target’s total armour
value (or the levels added to a random armour roll, up to the maximum value of the
armour). It acts as normal armour in all other ways.

Suppleness of the Serpent (1-3)

Range: Touch

The target’s DEX is increased by +3 points per level, thus adding 3, 6, or 9 points to
DEX for the spell’s duration. Additionally, each level also increases the target’s
Dodge by +6% temporarily. Increasing DEX also temporarily increases the Agility
roll, and skill category modifiers, if used.

When casting Suppleness of the Serpent 3 for the maximum increase of +9 points,
roll D100. On a result of 00, the effect becomes permanent, and those points are
permanently added to the target's DEX. However, after that, the spell cannot affect
them any more, and they are unable to have it cast upon them again. They must
now permanently subtract 9 points from their other characteristics, in any combina-
tion, adjusting any values calculated from those characteristics. If allegiance is used,
this adds +1D8 allegiance to whatever force represents randomness and/or change.

Summon Demon (1)

Range: Self, Sight

This spell opens a channel of communication to the other planes (or hidden places
within this plane, as appropriate), allowing communication with a demonic entity and
the ability to bring it forth into the sorcerer’'s home plane. Usually, demons have
both a general name and a true name. The demon is summoned under the former;
the latter is closely guarded, as it gives power over the demon (see Chapter 11:
Creatures for sample lesser and greater demons). The spell is relatively short but
relaying the requirements of the demon to be summoned, and the negotiation with
that entity takes 1D8 hours to do correctly. Summoning a demon costs 9 power
points (in total), paid when the demon appears.

Alternately, at the end of the 1D8 hours of specifying the demon, the sorcerer may
attempt to bind it into their service. Binding a demon costs the summoner 1 point of
permanent POW, or 3 points of permanent POW to permanently bind the demon
into an object. To attempt to bind a demon, roll the summoner's POW (before the

186



permanent POW is spent) vs. the demon’s POW in a resistance roll. If successful,
the sorcerer now owns the demon.

When a demon is bound, a sorcerer can control its actions. If the roll fails, the de-
mon escapes and will never again deal with that sorcerer. Typically, a sorcerer is lim-
ited to their INT in D6s of demon POW, counting against the sorcery spell limit.

For example, a POW 3D8 demon counts as 3 levels of INT that a sorcerer
cannot fill with sorcery spells.

Several types of bindings exist. A demon can be bound into the flesh, appearing as
it does in its home plane; or it can be bound into an object or place. An ordinary
binding lasts as long as a sorcerer lives or until they dismiss the demon. Perman-
ently binding a demon creates a unique item or place with demonic powers and
qualities that last long after a sorcerer dies, or until the object or place is destroyed.
A bound demon responds only to its binder. If the demon is bound in an object, that
object appears and functions as ordinary to anyone except the binder. If the binding
object is broken, the demon dies.

Following are some general rules regarding demons:

¢ A bound demon counts against a sorcerer’s INT limit of memory, even if the de-
mon is sent to another universe.

e A demon might be bound within an amulet, a ring, a wall of stone, a sword, etc.
It retains only its abilities, its INT and POW, and other characteristics necessary
to its abilities or skills. In all other aspects, the demon and the object into which
it is bound are equivalent. The demon cannot move from the object until it is
dismissed.

¢ Once bound, a demon surrenders its true name to its summoner.

e If the demon’s true name is known to the sorcerer, they can dismiss it, and then
summon that same demon again to bind it once more. The demon is now a
known quantity and its dice of POW do not count against the memory INT limit.

e A sorcerer that knows a demon’s true name can keep it bound, send it to its
home plane, then call it back. This takes one combat round. In this way, a de-
mon that is already bound and on another plane can reappear in a matter of
seconds. Holding a demon in this way counts against the INT limit to memory.
The demon appears through some focusing object touched by a sorcerer (sum-
moner’s choice as to what the item is) and seems to emerge from it. The focus-
ing object must be visibly marked with some sigil or item to specify its nature.

The sorcerer that binds a demon can dismiss it at any time. This eliminates the bind-
ing, takes 1D6 minutes, and costs no power points. The demon slowly evaporates in
steam, smoke, and flame, and disappears. The binder retains knowledge of the de-
mon’s true name, but the demon is removed from the INT limit to memory. A dis-
missed bound demon departs the object in which it has been bound. If it is later
summoned again, it appears in its natural form and is not bound into the object.
However, it can be bound again into the same object, place, or shape.
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There are four ways to break an ordinary binding:

e  The summoner can dismiss the demon.

¢ Killing the demon frees it.

¢ Killing the sorcerer who bound the demon.

e Learning the demon’s true name and successfully rebinding it.

A permanent binding cannot be destroyed except by destroying the object the de-
mon is bound into. A bound demon that has been mistreated or whose needs have
been neglected may be persuaded to reveal its true name to a second person. It will
seek to be dismissed by that second person in exchange for some negotiated task.
Since it may be immortal, a demon can afford patience. It will not casually give its
true name to someone if it does not suspect that it will achieve its freedom.

Summoning a Demon

First, prepare a magical circle or specially defined area on the ground (an octagon,
pentacle, etc.) to contain the demon to be summoned. Some demons require spe-
cial items or preparations to be summoned. Knowing the spell gives access to this
knowledge, but your gamemaster may require a roll of Knowledge (Occult) or Re-
search to discover any special requirements. These may involve expensive or hard-
to-find items, depending on the setting. Different demons require different costs of
POW and/or power points to deal with and to bind—this varies by the type and
strength of the demon.

Once these preparations are in place, the sorcerer can cast the Summon Demon
spell, calling forth the exact demon they want. The demon appears within the next
1D8 hours. Summoning a powerful demon takes the sacrifice of many power points,
more than most individuals have available, likely requiring additional power points
from sources such as the Chain of Being or Brazier of Power spells. If there are not
enough power points available to ‘pay’ for the demon, it disappears.

Whether the demon appears or not, the sorcerer loses the time and power points for
the spell. When the demon arrives, the sorcerer can negotiate with it for one service
or try to bind it to them so that it is always available.

A demon bound to the sorcerer’s will can appear in its true form. This is not recom-
mended in some settings, but in other settings it may be useful to have a ferocious-
looking demon on hand.

The demon can be bound within a piece of jewellery, a weapon, etc. However, an
object-bound demon does not have full characteristics, which can be as advantage-
ous as it is a disadvantage. When using the abilities of a demon bound into an item,
it appears as if the sorcerer is the one with the power.

The sorcerer can also tell the demon to return to its own home plane, whispering its
true name to compel obedience. Then it can be recalled whenever desired, as it is
compelled to obey. This re-summons takes the demon one combat round. When it
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returns, it appears to erupt from an item of the sorcerer’s choice and is ready to be
commanded.

Summon Elemental (1)

Range: Self

This spell opens a channel of communication to various elemental planes of exist-
ence or allows speech to elemental spirits in the sorcerer’s home plane. Though the
spell itself is relatively short, listing the requirements for the desired elemental re-
quires 1D8 combat rounds. Additionally, the sorcerer must know the spell linked
with the particular element desired—Bounty of the Sea, Flames of the Sun, Gift of
the Earth, and Wings of the Sky. Knowing these spells is enough: they do not need
to be cast at this time. After the Summon Elemental spell has been cast, the ele-
mental arrives 1D6 combat rounds later, ready to carry out a single task required of
it. Generally, elementals are more pleasant than demons, and not nearly as tricky or
hostile. An elemental can be bound, though this may incur the wrath of any other
elemental spirits. Sample types of four primary elementals are in Summoned
Creatures, and more types can exist.

Invoking a God

Sorcery, with its emphasis on elementals and demon summoning, is often connec-
ted to the gods. In theory, anyone can call upon the gods and godlike entities and
expect to be heard, since they are so mighty and since their abilities are so capa-
cious. They can’t be summoned directly, because being summoned by a mortal is
considered an insult. A god’s POW is likely to be far beyond what any mortal can
command. A sorcerer may need to make successful rolls in Knowledge (Occult) or
Knowledge (Religion) to know the exact rituals for a particular god or make a suc-
cessful Research roll to discover the information in an appropriate library.

A sorcerer can respectfully beg a deity to appear once the proper rituals and prepar-
ations (if any) are completed. If they have any allegiance to that entity, a sorcerer
has a 1% chance of getting a response. If a sorcerer is a champion of that god, they
have a Difficult Luck chance of a response. The gamemaster should determine
what the response is. This may require successful rolls in skills such as Bargain,
Fast Talk, or Persuade, and may involve an agreement to perform a service in re-
turn. When considering what the sorcerer can offer it of value, remember that while
the god has vast powers and may read minds, it likely has need of mortal agents.

Sureness (1-4)

Range: Touch

Each level increases the target’s Stealth skill by +20%, cumulatively, for the spell’s
duration.
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Talons of the Beast (1-4)

Range: Touch

Each level increases the damage roll by +1 for a single weapon that augments an
attacker’s hand (brass knuckles, cestus), or it increases the damage with Brawl or
Grapple. Talons of the Beast does not increase the damage above the maximum.
The wielder's damage modifier is rolled separately and is unaffected by this spell.
The spell needs to be cast on a single target and cannot be stacked—a target with
this spell cast on them receives no bonus to any inappropriate hand weapons they
wield. If also cast on an appropriate hand weapon the target is wielding, the bonus
is not applied twice.

Titan’s Strength (1-3)

Range: Touch

The target’s STR characteristic is increased by +3 points per level of the spell,
adding 3, 6, or 9 points to STR for the duration. This increase can also temporarily
increase the target’s damage modifier and Effort roll.

If a sorcerer casts Titan’s Strength 3 for the maximum increase of +9 points, roll
D100. On a result of 00, the effects become permanent, and those points are per-
manently added to the target's STR. However, after that, the spell does not affect
the target any more, and they become unable to have it cast upon them again. They
must also subtract 9 points permanently from other characteristics, in any combina-
tion, adjusting any values calculated from those characteristics. If allegiance is used,
this adds +1D8 allegiance to whatever force represents randomness and/or change.

Unearthly Beauty (1-3)

Range: Touch

The target’'s CHA characteristic is increased by +3 points per level, thus adding 3, 6,
or 9 points to CHA for the spell’s duration. This increase can also temporarily in-
crease the character’s distinctive features and Charm roll.

When Unearthly Beauty 3 is cast for the maximum increase of +9 points, roll D100.
On a result of 00, the effects become permanent, and those points are permanently
added to the target’'s CHA. However, after that, the spell does not affect the target
any more, and it cannot be cast upon them again. They must also subtract 9 points
permanently from other characteristics, in any combination, adjusting any values
calculated from those characteristics. If allegiance is used, this adds +1D8 allegi-
ance to whatever force represents randomness and/or change.
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Unbreakable Bulwark (1-4)

Range: Touch

This spell adds +1 per level to the armour protection value of shields and any ob-
jects used as shields. Each casting of the spell must be on a single shield or shield-
like item, including items being used as improvised shields.

Undo Sorcery (1-4)

Range: Touch

Each level of Undo Sorcery cast on another spell or spell-affected item negates one
level of that spell. If the levels of Undo Sorcery are lower than the spell it is cast
upon, the levels of Undo Sorcery are subtracted from the ongoing spell, weakening
it but otherwise allowing it to remain in effect.

Vermin’s Vision (1)

Range: Touch, Sight, etc.

The sorcerer can share in and control the vision of one rat, mouse, or similar ver-
min, chosen from within eyesight. If the target animal is lost from view, the spell con-
tinues for the rest of its duration, and can be extended with subsequent castings of
the same spell. If no vermin are present when the spell is cast, it does not work.
Your gamemaster should announce beforehand when there are no vermin within
eyesight.

Ward (3)

Range: Touch, Sight, etc.

As this spell is cast, the sorcerer must walk and define a line of 15 meters or less in
length, or a circle of 15 meters or less in diameter. Afterwards, the sorcerer will be-
come automatically aware the first time any enemy crosses the line or enters the
circle. Once the spell is cast, it is ready to go but does not actually activate until the
line is crossed. No further effort is required to maintain the spell, and for a little-
traveled path or area, it might take years before anyone sets it off and alerts the
caster. Spells like Witch Sight or other means of detecting sorcery or magic can
identify a Ward. Undo Sorcery 3 eliminates a Ward.

Wings of the Sky (4)

Range: Sight

This spell causes a turbulent mass of air to suddenly appear in a small room or
small open area for the duration of the spell. It has a wind force of STR 2D6+6;
those caught in it must succeed in a Difficult Agility roll to remain standing. This
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spell must be known before air elementals can be summoned or invoked using the
Summon Elemental spell. Undo Sorcery 4 can negate this spell, but any air that has
arrived will remain. Fires of the Sun cancels this spell if cast upon the same area.

Wisdom of the Sage (1-3)
Range: Touch, Sight, etc.

The target’s current INT is increased by +3 points per level, as well as modifying any
relevant characteristic rolls or other applicable attributes.

When Wisdom of the Sage 3 is cast for the maximum increase of +9 points, roll
D100. On a result of 00, the effect becomes permanent, and those points are per-
manently added to the target’s INT. However, after that, the spell does not affect the
target any more, and it cannot be cast on them again. The target must permanently
subtract 9 points from their other characteristics, in any combination, adjusting any
values calculated from those characteristics. If allegiance is used, such a dramatic
rearrangement is worth 1D8 points to whichever force celebrates randomness and/
or change.

Witch Sight (3)
Range: Self, 100 meters of sight

The sorcerer learns the approximate strength of a target's POW compared to theirs,
defined as: much stronger (more than double the caster’s pow); stronger (up to
double); equal (within one or two points); weaker (down to half); or much weaker
(less than half).

The spell can be cancelled by or shielded against by Undo Sorcery. While in effect,
the sorcerer can see emanations from any invisible beings, elementals, and spirits,
and can follow or trace where sorcerous entities have recently passed. Your game-
master should determine if this can detect characters made invisible through tech-
nology or another type of power (magic, psychic abilities, mutations, superpowers,
etc.). The spell may also detect beings of extremely high allegiance to a particular

force.

Witch Sight is almost always used in summoning demons or elementals. If using the
Summon Demon spell with Witch Sight cast, your gamemaster should roll the num-
ber of D8s specified for the demon’s POW and announce that number. Without us-
ing Witch Sight, a sorcerer risks summoning an unbindable demon.

Similarly, if an artifact or magic item has an intelligent being like a demon or an ele-
mental bound within it, Witch Sight allows the possessor to mentally converse with
the being in the object, providing it is able and willing. This process takes a full day
of studying the artifact and requires a successful roll of POWxI or less but does not
require Witch Sight to be cast until the actual moment when communication is de-
sired. Your gamemaster should announce whether the POWx1 roll is successful.
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They do not need to announce ahead of time if the being inside the artifact is able to
or willing to communicate, or if a particular language skill is required to communic-
ate successfully.

SUPERPOWERS

Superpowers are extraordinary abilities granted by various causes: radioactivity,
freak accidents, experimentation, training, genetic legacies, super-science, etc.
Characters with superpowers are described as superheroes, but these powers are
not limited to people in tights and capes. These abilities can be used for aliens, ro-
bots, demigods, misunderstood monsters, anime heroes, mystic knights, or other in-
credible beings.

SUPERPOWER ORIGINS

How did the superhero get these powers? Are superpowers common in the set-
ting, or a one-in-a-million occurrence? Are superpowers intrinsic, or do they depend
on some item or substance? Ask your gamemaster what context powers have in the
setting. Does society worship and respect superheroes, or are they feared, hunted,
or even outlawed?

When devising a character with superpowers, consider what sorts of superpowers
they have. Do all your characters have themed powers, based on a unifying concept
(an element, a colour, an origin, etc.), or are you all distinct? How does your charac-
ter view these superpowers? Do they help in normal life, or prevent it entirely?

Your gamemaster should be working with the players, providing answers, and
helping shape your character’s creation process. Not all these questions need to be
explored fully, or even answered at all, but they should help you devise a good back-
ground for your character’s powers and their source, as well as helping set the stage
for how powers fit into the game setting.

HOW SUPERPOWERS WORK

Superpowers are measured in levels. Each level costs a different amount of
POW and represents increased effectiveness. Superpowers are often based on
characteristics (STR, DEX, SIZ, INT, etc.), or the power’s level itself is the relevant
factor. Some powers must have their level exceed a characteristic to succeed, while
others use resistance rolls pitting the related characteristic against an opposed
characteristic.

Superpowers that need to be directed at the target either use Brawl, Throw, or
Projection. Other powers that are less straightforward operate similarly, often using
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an existing skill in a way not possible for normal humans. A few powers are unique,
either having an automatic effect once successfully used, or adding to existing skills
and characteristics.

STARTING SUPERPOWERS: THE CHARACTER POINT BUDGET

After determining initial characteristics, determine your character’s initial character
point budget, based on your character’s as-of-yet-unmodified characteristics (STR,
DEX, INT, etc.), as follows:

* Normal: Highest characteristic x%2 (round up).
e Heroic: Unmodified.

- Epic: Highest characteristic x2.

e Superhuman: Add all characteristics together.

Alternatively, your gamemaster may simply determine that initial character point
budget is something like 10 for a lower-powered game, 20 for a heroic game, 35 for
an epic game, and 75+ for the superhuman power level. This can be modified
through character failings or power modifiers (see the relevant sections below).

BUYING POWERS

Examine the list of powers, and their descriptions. Power titles are generic—re-
name them as desired, with your gamemaster’s approval. Consider what you want
your character to be able to do and try to find the most direct superpower or com-
bination of superpowers to achieve that goal. Your gamemaster can help you clarify
what superpower does what, and what higher levels of each superpower can do.

The descriptions should help you determine how many levels of each desired su-
perpower you’ll need. Some superpowers may have special requirements based on
your characteristics—pay special attention to these. Determine how strong you
would like the superpower to be and purchase accordingly.

Extra Energy is probably the most useful superpower if you want your char-
acter to use superpowers more than a few times a day. Buy as many levels of it as
you need.

CHARACTER FAILINGS AND POWER MODIFIERS

After choosing your basic superpowers and determining how much of your budget
they cost, you may want to increase your available points. There are two ways of do-
ing this: character failings and power modifiers. Each has a different purpose, but
both serve to personalize your superhero character. Character failings are problems
your character faces, inherent flaws in their background or social existence, while
power modifiers alter or limit a specific power.
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Character Failings

A character failing is a cultural, physical, or social disadvantage your character
suffers. This causes them problems in their daily life, but in return, extra points go
into the character point budget to spend as desired. Your character can only take up
to Y2 their starting character point budget (round up) in character failings. This limit
prevents your character from becoming unplayable—overburdened and hindered by
an overabundance of disadvantages. If, however, for some reason you have taken
additional character failings beyond the limit, your character can still suffer the in-

game penalties but receives no additional points.

See the Benefits From Character Failings Table (below) for sample character
failings. Your gamemaster may add more to this list, or may introduce new and
unique character failings, with the gamemaster’s approval.

Benefits From Character Failings Table
Character Failing

Character Point Budget
Reward

Super identity must be activated to use powers.

Super identity must be activated in an obvious and
preventable manner, such as an activating word or
gesture, a visible item or oulffit, etc.

Super identity is always on, making normal life
difficult or impossible.

Physical frailty, impairment, or disability, or a
debilitating medical condition. Determine skill or
characteristic penalties based on major wounds.
Psycho-social frailty, a major phobia, social
disorder, or some other compulsion.

Bad or self-destructive habit, vice, etc.

Dependent family member, significant other,
friend, or ally that requires regular attention and is
potentially endangered due to the relationship.

Responsibility to an organization or group that
influences or restricts freedom and requires
regular attention.
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+1 point
+1 point

+5 points

+1 point for partial
problem, +3 points for
constant problem

+1 point each (+3 points
maximum, higher with
gamemaster’s approval)
+1-3 points, depending on
severity

+1 points for infrequent
minor involvement, +3
points for frequent
significant involvement

+1 point for infrequent
minor involvement, +3
points for frequent

significant involvement



Member of socially disadvantaged group or other
organization that regularly causes inconvenience.

Actively hunted by some individual or organization
for legitimate or illegitimate reasons.

Special weakness to some substance or class of
item that inflicts damage when exposed to it within
15 meters.

The character cannot have a power providing
resistance to this item or condition. Choose
damage and rarity of substance below:

+1 point
+2 points

+1 additional point per additional D6
damage

Item is very common (fire, sunlight, water, steel,
etc.)

Other type of power than the one the character
has (magic vs. super, etc.), if used

1D6 points temporary characteristic point loss per
combat round while in 5-meter range

Item is very rare (meteoric rocks, rare metals,
special radiation, etc.)

Special added damage from certain attacks (cold,
fire, sound, radiation, etc.) taken per attack.
Choose added damage below:

+2D6 damage
+3D6 damage
+4D6 damage
Each additional +D6
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+1 point for infrequent
minor inconvenience, +3
points for frequent
significant inconvenience

+1-3 points, depending on
size and power of group,
level of threat it presents,
and frequency of
appearance

1D6 points damage per
combat round

2D6 points damage per
combat round

Each additional +D6 per
combat round

+2 points
+2 points

+1 point per D6
characteristic reduction

—1 point to above modifier

+1D6 damage

+2 points
+3 points
+4 points

+1 additional point per
additional D6



POWER MODIFIERS

Power modifiers are worth extra character point budget points by altering a super-
power when they make it less effective in some way, voluntarily limiting some as-
pect of its use. By assigning power modifiers to specific superpowers, you can gain
more points to buy new superpowers, or buy more levels in superpowers. Not all
power modifiers are limitations, however. Some modifiers are positive and make

powers more expensive.

See the Power Modifiers Table for more information. Each reward is associated
with a single superpower: a modifier that affects all your character’s superpowers
should be applied separately to each power. Not every power modifier is appropri-
ate for every power, and your gamemaster may veto any unlikely or inappropriate

combination.

No superpower can earn more character point budget points than ¥ its initial cost

(round down) through power modifiers.

Power Modifiers Table
Modifier

Budget Reward

Power effective only under certain conditions
(underwater, night, timed, etc.)

Power ineffective against certain objects:
Common items (colour, plant, mineral, etc.)
Other power sets (magic vs. super, etc.)

Uncommon items (rare element, special radiation,
etc.)

Power has a limited number of uses per day
(minimum 1)
Power has different attributes than described:
Ranged power is touch only
Single target power has range (15 meters)

Power costs power points or fatigue points to
use where normally it has no cost
Power point cost is doubled

Power point cost is halved

Power which usually only costs power points
to activate now costs every combat round
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+5 points

+1 point per level
+1 point per level
+1 point per level

+ (10 minus number of
uses)

+1 point per level

Doubles base cost of
power

+1 point per power point
or fatigue point cost

+1 point per power point
cost per round

Doubles base cost of
power

+1 point per power point
cost per round



Modifier Budget Reward
Power which normally has no power point cost  +1 point per power point

now costs power points each combat round cost per round

Power costs power points + fatigue points, or +1 point per power point
power points + sanity points cost per round

Energy from power is dissipated involuntarily:

Under special circumstances (rainstorm, + 1 point per power point
underground, in presence of holy items, etc.) cost per round

Under common circumstances (daylight, + 2 point per power point
moonlight, etc.) cost per round

Power cannot improve through experience or +1 point per level

any other means

OTHER DISADVANTAGES

If you would like to assign an additional disadvantage to your character in return
for additional points, your gamemaster should examine the disadvantage and de-
termine if it is worthwhile for a character point budget bonus, and if so, how many
points it is worth. Is it seriously limiting or merely inconvenient? Will it cause your
character real trouble? How much trouble? Will the disadvantage cause the other
characters difficulty?

Your gamemaster should be willing to negotiate with you for new suggested dis-
advantages. Similarly, you should accept it if your gamemaster says no. If so, come
up with an alternative solution. One option is to put the disadvantage ‘on hold’ and
see if it can be worked in, with the points awarded when it becomes effective. Note
the disadvantage initially, but it is not significant until your gamemaster allows it. At
that time, your character gets the extra character budget points.

ALLOCATING SUPERPOWER LEVELS

All superpowers have effects defined in levels, bought with the character point
budget. A single level gives the base damage, range, and other attributes, and any
other effects listed, and additional levels of a power will increase one or more of
these attributes, as described. Power Modifiers allow further customization of
powers. Usually, one level of a damage-dealing power means it does 1D6 damage,
two levels deal 2D6 damage, three levels 3D6, etc. Only a few powers break this
paradigm.

UNUSED BUDGET POINTS

If you have any remaining points of your character point budget, they are not lost
and are kept in a bank of points to use when improving your character (see Charac-
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ter Point Budget Awards, below). You can store any number of points in your
character point budget, though it can never go below 0. If a new level in a power
costs more than you have in your character point budget, either take (or increase) a
character failing or power modifier, or wait until you have enough points.

IMPROVING SUPERPOWERS

Superpowers are handled differently than skill and characteristic experience. They
do not improve as normal skills (the Projection skill is an exception) and follow differ-
ent methods of advancement.

e Characteristic Improvement: When experience is determined, any successful
characteristic improvement roll can be assigned to any other characteristic that
can be improved by experience instead, in full or divided between multiple
characteristics. See Increasing Characteristics for more information. These
characteristic points can also be turned into an equivalent amount of character
power budget points (see Super Characteristic) instead of being used to im-
prove a characteristic.

* Training: Your character can spend the time between adventures training in a
power (assuming a suitable trainer or facility is available). The trainer must
have the desired power at a higher level or some equivalent, appropriate know-
ledge. See Increasing Characteristics. At the conclusion of the training, roll
as if a characteristic of your choice is being improved (usually 1D3-1), and turn
those points into character power budget points, as above.

e Character Point Budget Awards: Your gamemaster may choose instead to
reward character power budget points at the completion of an adventure or res-
olution of a major plot. Suggested amounts are from 1 or 2 points for a minor or
average adventure, to 5 to 10 points for a major victory, adjusted by the game’s
power level. These points can be spent immediately or stored for later use.

¢ New Character Failings or Power Modifiers: You can also gain additional
points by taking on new character failings or power modifiers, often driven by
events in the game or by emergent threats. Your gamemaster may limit the
maximum number of points gained this way, or approve any elements based on
outside forces (non-player characters, organizations, etc.).

Other methods of adding budget points may be suggested by your gamemaster,
as appropriate.

GAINING NEW SUPERPOWERS

You may wish to add a new superpower to your character after they are created.
This uses the same method of improving an existing power (above). The gamemas-
ter may require you to justify the new power, such as its manifestation based on an
event in the game or a particular adventure. It might be a side effect of an existing
power, or latent and now emerged. Alternatively, your character may need to find an
instructor with the power, or some other means to learn it.
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Your gamemaster may allow you to completely redo your character’s powers, per-
haps due to an incident causing their evolution into an almost new character. This
might involve a new identity, a new costume, or some other radical reimagining of
the character. In this case, you should discuss how you and your gamemaster want
to handle it.

LOSING SUPERPOWERS

Sometimes, you or your gamemaster may wish to permanently strip your charac-
ter of a power. This should be extremely rare and caused by extraordinary circum-
stances, and generally only with your tacit approval. When this happens, the points
spent on the powers are returned to your character’s character point budget, and
they must lose any character failings or power modifiers that depended upon the
power(s). Depending on the reason and method the powers are lost, you may spend
them later for new powers.

LOSING CHARACTER FAILINGS OR POWER MODIFIERS

You may spend budget points to ‘buy off’ any character failings or power modifiers
you do not wish your character to have any more. This should only be done with
your gamemaster’s permission, especially where this might affect elements in the
campaign.

Similarly, if your character is unlikely to suffer the conditions of a particular char-
acter failing or power modifier, your gamemaster may require you to make up the
deficit in character point budget points by taking on a new and equal character fail-
ing or power modifier or remove those points from any surplus in your current char-
acter point budget (perhaps subtracting them from future rewards).

THE PROJECTION SKILL (DPTION)

This optional skill is used by superheroes to ‘fire’ or direct a superpower at a tar-
get. It can be increased in character generation if the character has superpowers
and is subject to the power level limitations. If using skill category modifiers, the
Physical skill bonus applies to Projection.

Projection

Base Chance: DEXx2 Category: Physical

Use this skill to direct powered attacks at a target using powers such as Energy
Projection, Snare Projection, and others. Choose how your character emits this
power—hands, eyes, or from a device. When the power is used, on a fumble the
power points are lost, consult the Missile Weapon Fumbles Table for additional
guidance (interpreted as necessary). Failure goes wide of the target: roll 1D4 to see
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if the projection falls in front, behind, to the right, or to the left of the target. Make a
Luck roll to avoid collateral damage such as striking an innocent bystander, an ally,
or causing structural damage. Success strikes the target, and a special success hits
it with additional precision and may do additional damage or have an increased ef-
fect. A critical, as always, is perfectly executed to maximum effect. If a combat
power, use the guidance for special and critical successes.

System Notes: Your character’'s damage modifier is never included in any projec-
ted superpower. Line of sight is required for Projection. Modifiers that apply to mis-
sile or ranged attacks also apply. Projection may be used for Aimed Attacks. Pro-
jection can be dodged, like a missile weapon, though the Dodge roll may be Difficult
(see Dodging Missile Weapons).

SUPERPOWER SUMMARY

These are the superpowers in this section.
Absorption: Absorb energy from an attack and turn it into power points.
Adaptation: Each level allows survival in one hostile environment.
Alternate Form: Each level is an alternate body to switch into.
Armour: Each level provides 1 point of protection against a specific energy

type.

Barrier: Each level creates a 1-meter-square section of protective wall.
Defence: Lowers the chance to be hit by —1% per level.
Density Control: Each level adds or subtracts 1 point of density (S1Z).

Diminish/[Enhance Characteristic: Lowers or increases a characteristic by
1D6 per level.

Drain: Each level drains 1 hit point, power point, fatigue point, or sanity point
from a target.

Energy Control: Allows creation of and control over a specific energy type.
Energy Projection: Allows projection of a focused beam of damaging energy.
Extra Energy: Each level provides +10 additional power points.

Extra Hit Points: Each level provides +1 additional hit point.

Flight: Each level allows self-powered flight for 1 SIZ point.

Force Field: Each level offers 1 point of protection against a specific type of
energy.

Intangibility: Allows movement through solid objects.
Invisibility: Each level turns 1 SIZ point invisible.
Leap: Adds to the normal jumping distance, horizontally and vertically.
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Protection: Each level reduces the level of an attacking energy type.
Regeneration: Each level returns 1 lost hit point per combat round.
Resistance: Each level resists 1 point of damage from a single energy type.
Sidekick: A loyal associated character.

Size Change: Each level adds or subtracts 1 point of SIZ.

Snare Projection: Each level is 1 STR and/or SIZ of a net, web, rope, or other
confining snare.

Stretching: Stretch body into different sizes and shapes.

Super Characteristic: Extra points in STR, CON, SIZ, INT, POW, DEX, CHA,
or EDU.

Super Movement: Each type involves a unique method of movement.

Super Sense: Each type improves an existing sense or adds an extraordinary
aspect to the sense.

Super Skill: Each level adds +20% to a specific skill.

Super Speed: Each level adds an additional action or movement each combat
round.

Teleport: Each level allows instantaneous teleportation of 1 SIZ point of an ob-
ject or target.

Transfer: Each level allows transfer of 1 hit point, power point, fatigue point, or
sanity point to a target.

Unarmed Combat: Increases ability in unarmed combat.

Weather Control: Alters or creates weather in an area.

ENERGY TYPES

Many superpowers refer to a wide range of energy types, classified in terms that
may or may not be suitable for different settings. Many make no sense scientifically
and violate basic physical laws and are best suited for fantastic or superhero set-
tings.

Energy types are classified specifically for powers—a character with Energy Con-
trol (Heat) cannot also use Energy Control (Cold). Similarly, rather than working
against all energy types, Absorption has a specific type of energy it is proof against.

When purchasing superpowers, it is advised to purchase levels of the same su-
perpower but focused on different energy types, so Absorption can work against
heat and cold attacks if it is purchased once for each energy type. These energy
types also provide guidelines for when they can potentially interact with the environ-
ment and equipment. Chapter 8: Equipment covers equipment in more detail with
examples of gear that replicates certain powers. For example, a thermal suit may
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provide Resistance (Cold) 1 but provides no protection against other damage types
such as gravity, darkness, kinetic, psychic, or electricity.

All major energy types are summarized below for reference, as well as any oppos-
ing energy type.

e Cold: Freezing temperatures, from radiant cold to snow, hail, or ice. The op-
posite is heat.

« Darkness: This represents darkness as an element that violates the laws of
physics. Darkness energy behaves almost exactly like light does—it can form
beams or rays, and can fill an area, ridding it of light. Darkness and light are
opposites.

«  Electric: Any galvanic current, whether lightning or regular household current.
Most energy storage devices (batteries) store electricity.

e Gravity: Both the force and the ability to manipulate it. This can be an altera-
tion of normal gravity or generating it where it barely exists, such as in deep
space.

« Heat: Radiant heat up to intense fire that becomes plasma. Heat and cold are
opposites.

« Kinetic: Any physical force, from a punch, gunshot, sword-blow, to the impact
of a fall. Kinetic energy is the most common, as it is the easiest to generate.

« Light: Whether ambient or laser, this covers all light. It also extends into ultravi-
olet and infrared spectrums. Light and darkness are opposites.

* Magnetic: The force that attracts or repulses metallic objects or substances.

. Radiation: A general term for any atomic, nuclear, fusion, beta, gamma, mi-
crowave, cosmic, or other type of radiation.

e Sound: Sound waves, from inaudible to deafening. Though the Silence power
cancels sound energy, it is not an energy type in and of itself.

*  Wind: Focused air currents strong enough to hinder or harm a target.

Your setting may have additional energy types. Use the above descriptions as
guidelines.

ABSORPTION, ARMOUR, PROTECTION, AND RESISTANCE

These four superpowers work differently but all serve the same purpose: keeping
your character from taking damage. These guidelines illustrate their differences and
how they work in conjunction with one another. They are presented in the order they
come into play.

* Resistance is all-or-nothing, like parrying with a shield. If it resists the attack,
there is no effect. If the attack gets past the Resistance, it strikes your charac-
ter with full effect.
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«  Protection reduces the effects of an attack. Like sunscreen, it limits the
amount of solar radiation getting through to your skin, but it isn’'t the same as
staying in the shade, and certainly won't help against skin cancer.

e Armour protects like physical armour. If your character is hit by an attack, it re-
duces the amount of damage taken.

e Absorption soaks up damage taken from an attack and turns it into energy
your character can use.

Where more than one of these four superpowers is in effect, handle them in re-
verse alphabetical order (as above). First, Resistance determines whether the
power works at all, Protection lowers the levels of the power if it gets through, Ar-
mour reduces the damage inflicted on your character, and Absorption soaks up any
remaining points and turns them into power points.

POWERS AND SUCCESS LEVELS

Unlike skills, the use of superpowers is always clear to interpret. Many have ef-
fects that are either ‘on’ or ‘off’, with no difference between a critical, special, or nor-
mal success. The guidelines below can help your gamemaster when deciding su-
perpower skill roll outcomes.

« Fumble: The power points are lost, and the character cannot use this super-
power for one combat round after the round of the fumble. If the superpower
usually does damage, make a Luck roll. Success means the power just doesn't
work. Failure means that the superpower struck an unintended target (innocent
bystander, valuable equipment, etc.) causing collateral damage and potentially
complicating the situation. Some superpowers may have additional con-
sequences for fumbles.

e Failure: The power either succeeds and misses or it doesn’t work at all. It
doesn’t cause any harm or complications. The power points are lost.

*  Success: The superpower works as described and the power points are spent.

*  Special: The superpower works with increased effectiveness. If a special suc-
cess damage type (crushing, entangling, impaling, knockback, or slashing) is
appropriate, incorporate it into the result. At your gamemaster’s discretion, an-
other aspect of the power (range, influence, etc.) may have doubled effect. Al-
ternatively, if the power involves a resistance roll, increase the superpower’s
level by half again or the characteristic (round up) for the resistance roll.

e Critical: The superpower works perfectly. If it usually causes damage, it ig-
nores any armour the target possesses and has the effect of a special success
(above). If it does not normally cause damage, your gamemaster should de-
termine an appropriate aspect (or aspects) of the superpower and double its ef-
fectiveness. Alternatively, if a resistance roll is required, double the super-
power’s level or the relevant characteristic for the resistance roll.

These outcomes may require additional interpretation, or your gamemaster is free
to simply use the results of dice rolls without any adjustment for degrees of success.
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Each power in this section is described in the following manner:

- Base Range: ‘Self' is internal to the superhero, ‘Touch’ indicates close range,
and ‘15 meters’ is the default range. Many ranged superpowers gain additional
range with additional levels.

< Duration: ‘Instantaneous’ superpowers work immediately on the DEX (or
strike) rank they are used. Other superpowers work for one or more combat
rounds, from the moment they’re used until the end of the specified combat
round. ‘Always on’ means that the power is active until deactivated. These
powers automatically reactivate whenever desired.

*  Power Cost: The cost per level.
*  Power Point Cost: The number of power points the superpower costs to activ-
ate and/or keep active.

» A description of the superpower and its effects. This description refers to
other game systems the superpower interacts with or relies upon.

As noted prior, these powers have generic titles: you may change the name of the
power to match your character concept, with your gamemaster’s permission. If so,
note the original title of the power for ease of reference.

Absorption

Base Range: Self

Duration: Always on

Character Point Cost: 3 per level
Power Point Cost: None

Each level absorbs 1 point of damage from one type of energy (see Energy Types)
and stores it in the superhero’s own power point supply or into some ‘battery’ or
device. The power point capacity of the superhero and/or battery must have enough
space for the power points, or the excess damage affects the superhero.

When selecting this power, define the type of energy it absorbs (see Energy Types)
such as ‘Absorption (Electric)'. The energy type must be something that can cause
damage under normal circumstances and not something normally harmless. The
damage absorbed is removed from actual damage taken—any armour (or the Ar-
mour superpower) reduces the damage before Absorption can affect it.

Energy absorbed with this power cannot be taken out of an external battery and
shifted into a superhero’s normal power points, or vice versa, unless the battery also
has Absorption. For a weak energy type that could conceivably cause damage over
the long term, such as a roaring campfire for heat, generally a weak source gener-
ates1 point of energy per combat round, a mild source generates of 1D6 points, a
moderate source 2D6, a strong one 3D6, etc.
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Adaptation

Base Range: Self
Duration: 1 full turn
Character Point Cost: 3 per level

Power Point Cost: 1 power point per SIZ to activate, then 1 power point per full
turn

Each level allows survival in one other environment, such as underwater or a va-
cuum. At your gamemaster’s discretion, Adaptation against one environment may
offer limited or full protection against related environments (survival in a vacuum
might offer some protection against intense cold). Gear is usually protected from the
adverse effects of the environment, if appropriate. Write it like this: ‘Adaptation (En-
vironment)’.

For each level of this power, pick one environment from the following list:

e Cold
e  Corrosive
. Heat

e High Gravity

e  High Pressure
*  Low Gravity

* Radiation

e Underwater

¢ Vacuum

The superpower allows the character to live comfortably in these extreme environ-
ments but does not offer special defence against attacks using these conditions,
such as with Energy Control, though the gamemaster may rule that an appropriate
Adaptation provides half its levels in protection. Otherwise, use the Armour, Protec-
tion, or Resistance superpowers.

Adverse environments are described in Chapter 7: Spot Rules. If uncertain, assume
that a minor hazardous environment inflicts 1 hit point of damage per combat round,
a mildly harmful one causes 1D6 hit points damage per combat round, a moderately
hazardous one 2D6 hit points per round, extremely dangerous 3D6, etc. Some en-
vironments may require a combination of two or more types of Adaptation to sur-
vive, such as underwater (underwater, high pressure), outer space (cold, radiation,
vacuum), or on the sun (heat, radiation, high gravity).
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Alternate Form

Base Range: Self

Duration: Instantaneous
Character Point Cost: 20 per form
Power Point Cost: None

Each level provides one alternate body to switch into, usually one more suitable for
adventure. This body replaces the character’s natural body and can represent trans-
formation (such as a werewolf) or an outright switching of places (a superhero
body). This transformation is instantaneous or nearly so, being completed within a
single combat round.

Ideally, when this power is created, make a copy of your character sheet before su-
perpowers are purchased. This is the template for the alternate form. Follow these
steps:

* Powers for the new form(s) come out of the character point budget if they are
not intrinsic to the new shape. The new form(s) can have any applicable charac-
ter failings or power modifiers. Your gamemaster may also allow a separate
character point budget unique to the alternate form, which you can add to from
your own budget.

e For supernatural forms, work with your gamemaster to determine any inherent
powers the new form comes with, and what might need to be purchased.

e Ifthe new form resembles an animal, consult Chapter 11: Creatures for appro-
priate powers or abilities. Copy a sample animal’'s write-up for convenience.
Natural attributes such as claws, bite, or thick fur armour are part of the shape
and do not need to be paid for.

¢ Any unmodified characteristics or skills of the new form(s) are assumed to be
identical to the original character. However, the new form makes its own set of
experience checks, which do not affect the original’s characteristics or skills.

e Determine any special gear or garments the alternate form(s) should arrive
equipped with.

* Determine what happens to the original or alternate form(s) when it's not in
use.

e Useful things to consider from a narrative point are whether the alternate form
has consciousness while away, or if it is unaware of the passage of time and
events concerning the current form? Do the forms differ in personality and
goals, or are they essentially the same character? Do they even know about
each other?

Alternate Form costs nothing to use. When rendered unconscious in the alternate
form, the character reverts to their original body. The switch back from the alternate
form gives your character the lower of each form’s power points, sanity points, hit

207



points, fatigue points, etc. Furthermore, a debilitating state such as a curse, insanity,
etc., remains in either form, if applicable.

Work with your gamemaster to decide whether death in one form means death in
both, or if one form can survive the loss of the other and any detrimental effects.
This may cause a sanity point loss (depending on circumstances) or inflict shock,
requiring a Difficult Luck roll to overcome immediately, failure causing stunning for
1D6 combat rounds or longer.

This power is best employed with the various power modifiers and character failings
involving partial access to powers. At your gamemaster’s discretion, one of those
may be mandatory with the purchase of the Alternate Form power.

Armour

Base Range: Self

Duration: Always on, or 10 combat rounds

Character Point Cost: 1 per level per type

Power Point Cost: None, or 1 per level per 10 combat rounds

Each level provides 1 point of armour against a particular type of attack. This pro-
tection can be tough skin, hardened scales, steel plate, etc. When purchased, the
energy type it is intended to protect against must be chosen from Energy Types
and listed like ‘Armour (Kinetic)'. Purchasing Armour against multiple types of dam-
age equally costs the level multiplied by the number of energy types it protects
against.

However, all types of Armour do not need to be at the same level: a superhero can
have ‘Armour (Kinetic) 2’ and ‘Armour (Heat) 5'. If so, the power should be listed
separately. While in effect, Armour is proof against all protected types of damage, in
any number of attacks per round, and does not have to be consciously directed.

Armour that serves as a force field needing power points to activate costs %2 the
normal price (round up). The power point cost is 1 power point per level to activate
the force field. It lasts for 10 combat rounds and can automatically renew itself for 1
power point per level.
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Barrier

Base Range: 15 meters
Duration: 15 minutes

Character Point Cost: 3 per level
Power Point Cost: 3 per level

This brings a wall-like obstruction out of the ground or forms it of available material.
Alternatively, the barrier can be formed of an energy type generated by another
power—though that power must be used beforehand. The barrier is usually placed
to protect against attacks or attackers, though it can appear anywhere within range.
Each level provides a barrier 1 meter thick, 1 meter wide, and 1 meter high. These
square meters can be distributed as you wish along the dimensions of width, height,
and length, or spread thinner. This barrier can be shaped in any simple form: a
straight or curved wall, half-sphere, etc. Whatever its configuration, the base must
rest on the ground. When creating the barrier, decide how large it will be, using
height x thickness x length in meters as to determine levels and power point cost.
Any extra multiples can be distributed as desired anywhere along the length of the
barrier.

For example, Barrier 9 can create a barrier 1 meter thick, 3 meters high,
and 3 meters long (1x3x3=9).

A barrier cannot be created in the air to drop onto an opponent, though a tall thin
barrier could be toppled onto a foe. If so used, it does 1D6 points of damage per 1-
meter section that strikes an opponent (if they do not dodge successfully). A barrier
composed of an energy type (see Energy Types) may have additional properties,
such as a barrier of fire causing incendiary damage to those who try to bypass it.

Regardless of its substance, a barrier has 30 hit points. Each additional meter of
material added to its thickness adds 30 hit points to its total in that spot. Most hu-
man-sized opponents need only to destroy one or two 1-meter segments to move
through it. If desired, more ‘authentic’ hit point or armour values for the barrier’s
substance can be found in Armour Value of Substances. When the power ends,
the barrier dissolves, melts, retracts, or gradually disappears in an appropriate man-
ner, unless formed of a substance that would normally remain.
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Defence

Base Range: Self

Duration: Always on

Character Point Cost: 1 per level
Power Point Cost: None

This power modifies all attacks made against the character by —5% per level. This
does not increase with experience, but stacks with other factors that reduce an at-
tacker’s chance to hit the character, such as Unarmed Combat. The levels are lim-
ited to the character's DEX+POW, though if attack skill ratings above 100% are al-
lowed, ignore this restriction.

Density Control

Base Range: Self

Duration: Variable

Character Point Cost: 1 per level

Power Point Cost: 1 per level per combat round

This power lets the character increase or decrease their density by +1 SIZ per level
(for this power, SIZ is weight and not actual physical mass). Density Control allows
both an increase and decrease in density, unlike Size Change. and it does not con-
fer Intangibility.

Increased density increases the damage modifier and hit points, though it lowers
movement rate by 2 meters per round. Additionally, every 10 levels (round down) of
Density Control adds +1 armour vs. kinetic-based attacks (punches, falls, gunshots,
etc.).

Decreased density lowers the character’s SIZ (in weight) and modifies the damage
modifier and hit points. At SIZ 0, a human-sized character can fly by gliding on air
currents, moving at the speed of the wind. Decreased density does not affect nor-
mal movement. Every level of decreased density modifies armour value by —1, to a
minimum of 0. Decreased density also lowers the damage from falls by —1 point per
level.

See Object SIZ Examples for information on weight relating to an item’s SIZ. At
your gamemaster’s discretion, this power applies to any equipment worn (such as
armour).
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Diminish/Enhance Characteristic

Base Range: Touch

Duration: 10 combat rounds
Character Point Cost: 5 per level
Power Point Cost: 1 per level

This power decreases or increases a characteristic (STR, CON, DEX, INT, POW, or
CHA) by 1D6 per level. If the target is unwilling, overcome them with a current
power point vs. current power point resistance roll. No roll is required for a willing
target. The effects are temporary (except for hit points, see below), and affect the
target’s damage modifier, characteristic rolls, DEX rank, power points, or fatigue
points as appropriate. Characteristics enhanced go above the normal maximum al-
lowed for rolled characteristics (usually 21 for humans). If the characteristic modifi-
ers are used, those modifiers are affected.

A characteristic reduced to 0 or lower is considered as 0, and the target can do
nothing relating to that characteristic.

For example, having a DEX 0 means the target cannot move, while STR 0
means that they cannot lift anything.

Anyone reduced to CON 0 is comatose for the power’s duration, and a target with 0
hit points is dead. When the superpower is over, the characteristic is restored to its
normal value, and any secondary attributes are no longer affected. The target’s hit
points are restored to their previous value or the current value, whichever is lower.
Similarly, power points and fatigue points are restored to the lower of their previous
or current value.

Drain

Base Range: Touch
Duration: 1 combat round

Character Point Cost: 10 per level for hit points, 5 per level for others (fatigue,
power, or sanity points)

Power Point Cost: 1 per level per combat round

Drain allows the character to drain hit points, power points, fatigue points, or sanity
points from another character and add those to their own points. When this power is
purchased, designate which resource it drains, such as ‘Drain (Hit Points)’. Draining
more than one resource requires taking the power multiple times.

The method of draining can vary widely (grab, bite, handshake, etc.) but must in-
volve physical contact for at least one full combat round. This may require a suc-
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cessful Grapple attempt in combat, or Agility roll if outside of combat. No roll is re-
quired for an immobile or willing target, and against an unaware target the roll is
Easy. To continue to drain a target on successive rounds, the requisite manoeuvrer
(Grapple, etc.) must be rolled again. Once contact has been established, defeat the
target in a current power point vs. current power point resistance roll. Failure means
it has no effect and the target can attempt to break free. For a willing target, no res-
istance roll is required. If successful, the drained resource is transferred from the
target to the character in the Powers phase of the next round. The rate of this trans-
fer is 1D6 points per level per combat round, with additional levels draining more
points (level 2 drains 2D6, level 3 drains 3D6, etc.).

« Hit Points: While being drained, the target must make a successful Effort roll
to act. If the target’s hit point total reaches 1 or 2, they fall unconscious. If their
hit point total reaches 0, they die at the beginning of the next combat round
(see Hit Points). Any hit points above the drainer’s normal hit point total are
lost. Drained hit points return normally.

«  Power Points: While being drained, the target must make a successful Luck
roll to act. If the target’'s power point total reaches 0, they fall unconscious. The
drainer can store power points above and beyond their normal power point
maximum: these points are temporary. They are not recovered when spent and
dissipate when the normal power point total is restored. The maximum for ‘ex-
tra’ power points is equal to the drainer’s power point maximum plus the levels
of Drain. Drained power points return normally.

« Fatigue Points: Fatigue points are optional, so if they are not used, this choice
cannot be taken. While being drained, the target must make a successful
Stamina roll to act. If the target’s fatigue point total goes below 0, they suffer
penalties (see Fatigue). Any fatigue points above the drainer’s normal fatigue
point total are lost. Drained fatigue points return normally.

e Sanity Points: While being drained, the target must make a successful Idea
roll to act. A target that goes below 0 sanity points is now hopelessly insane
and must become a non-player character (if they are not already so). See the
rules for sanity point loss. The drainer can transfer as many sanity points as
desired up to the maximum allowed (see Maximum Sanity). Drained sanity
points do not return.

The drainer does not have to transfer the points drained to themselves: they can in-
stead allow them to dissipate, gaining no benefit. A character that drains multiple re-
sources (hit points and power points, for example) can attempt to do so in the same
contact but must make a separate resistance roll for each resource drained. Each
additional resource type takes an additional combat round: targets cannot be
drained of multiple resources simultaneously, though the drainer can alternate turn-
by-turn.

This superpower is the opposite of Transfer.
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Energy Control

Base Range: 15 meters, or Touch (when attacking)
Duration: 1 combat round
Character Point Cost: 3 per level

Power Point Cost: 1 per level each combat round to activate, 1 per combat
round to keep active

Energy Control allows manipulation of a single type of energy, generating it if it is
not already present (see Energy Types). Each type is a separate superpower,
chosen when the power is purchased, and specified as ‘Energy Control (Cold)’, ‘En-
ergy Control (Darkness)’, etc. Multiple types of Energy Control must be purchased
separately. An obvious concept is to purchase multiple powers relating to a single
energy type, such as Absorption, Armour, Energy Projection, Resistance, and Snare
Projection, all based on the same type.

Each level of Energy Control is equivalent to 1 point in a resistance roll.

For example, if trying to affect an area, the level is equal to SIZ. If trying to
overcome the STR of an opponent, the level is equal to STR.

When directed at a specific target (as opposed to an environment or area), a resist-
ance roll using the power’s level as the active force may be required. Whenever pos-
sible, use the resistance table if the power significantly affects something (or
someone).

An Agility or Grapple roll may be required to touch an unwilling target, or Projection
to make a ranged attack. Generally, an unaware target is Easy to hit, and a willing
target requires no roll.

Once a superpower is active, it can be deactivated instantaneously, ending the ma-
jor effects. Lingering effects may remain (frost, smoke, sparks, etc.), but without
causing damage unless activating some aspect of the environment (sparks lighting
a forest fire, etc.).

Following are specific guidelines for each energy type:

e Cold Control: Cover an item or section of floor with ice, freeze a liquid, make
an item brittle and easier to shatter, or freeze an opponent’s limb (or entire
body) as with Snare Projection. The power affects 1 SIZ point per level, where
applicable. Defeat the target’s CON vs. the superpower’s levels in a resistance
roll. Failure means that the target takes 1D6 damage per 10 levels of Cold
Control (round up) from the intense cold. Any appropriate environmental effects
may also be applied (see Cold). Protection such as winterized clothing may
serve as Protection 1 or more, at your gamemaster’s discretion. Each level of
Cold Control cancels the effects of one level of Heat Control.
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Darkness Control: Each level creates a volume of darkness two meters in ra-
dius, centred around the character or at a point within range of their choosing.
Within this volume, all creatures without some form of infrared vision suffer all
penalties of fighting in darkness (see Darkness). Any normal benefits from in-
tense darkness also apply, such as to the Hide skill. Darkness Control does not
cause any damage. There is no resistance to Darkness Control, as it is not dir-
ectly cast on a target. The only counter to it is a light-based power, a non-visual
sense, a super sense, or some other means of detection such as sonar. Each
additional level adds another meter to the volume of darkness. Darkness Con-
trol cancels Light Control on a level-for-level basis.

Electric Control: Manipulating ambient electric current or generating fresh cur-
rent. Each level provides enough electricity to affect 1 SIZ point of an electrical
appliance or vehicle. Additionally, the power can cause 1D6 electrical damage
per 10 levels (round up), if a resistance roll is made with the superpower’s
levels vs. the target’s CON. Other uses may include shorting out any non-insu-
lated equipment that has metallic parts and runs on a power current (use the
object’s SIZ in a resistance roll), or to transfer ambient electricity into a storage
battery at the rate of 1 power point per point of stored electricity.

Gravity Control: Increase or decrease a target's SIZ by 1 point per level (sim-
ilar to Density Control). The target can be a living being or an inanimate object.
This may adjust hit points and the damage modifier. If used against an object,
use the superpower’s levels vs. the object’s hit points for the resistance roll.
Against another character, it is an opposed power points resistance roll. A char-
acter whose SIZ has doubled or been reduced by half (round up) involuntarily
has all their combat and physical actions made Difficult, due to their unfamili-
arity with the current weight. If the target is accustomed to this power’s effects,
or is voluntarily under its influence, there is no modifier. Gravity Control can be
used offensively causing physical damage from intense gravity. Once a target
is under its effects, on the powers phase of the next round, the gravity can be
increased to do damage at the rate of 1D6 points per 10 levels (round up).
When the power is deactivated, the target instantly regains its original weight.

Heat Control: Each level fills 1 SIZ of an area with flame or snuffs out that
much existing flame. It can be shaped and otherwise manipulated, used to ig-
nite an object, provide light, or warm an area. If directed against a living being,
the target must be overcome by the superpower’s levels vs. their power points
in a resistance roll. Heat Control causes 1D6 damage per 10 levels (round up)
to the target it is directed against. Heat Control can also be used to melt items,
using the power’s level vs. the object’s SIZ or hit points in a resistance roll, ad-
justing the object’s SIZ based on how meltable it is. Each successful resistance
roll melting an object does the power’s level in damage to the object and lowers
its SIZ by the same amount. When the hit points or SIZ reach 0, the object is
melted completely. Heat Control cancels the effects of Cold Control on a level-
for-level basis.

Kinetic Control: Exert crushing force on an item or targeted opponent, affect-
ing an area equal to 1 SIZ per level. If a target's CON is overcome with the su-
perpower’s levels on a resistance roll, they suffer 1D6 damage per 10 levels
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(round up) from pure kinetic force. If directed against a non-living target, the ob-
ject’s current hit points are used for the resistance roll. It can also inhibit kinetic
force in an area, creating a form of armour against physical attacks or action.
This can lessen damage from a fall or duplicate the effects of Armour (Kinetic),
though it must be targeted specifically and only lasts one combat round. If un-
certain about what Kinetic Control can do, assume it is the equivalent of a rapid
or forceful movement, not subtle or dexterous.

Light Control: Each level fills 1 SIZ point of an area or illuminates 1 SIZ point
of an object with the brightness of a light bulb. The light can be of any colour
desired, and can strobe, pulse, or radiate from any source within range. Light
Control can potentially blind a target if it strikes them in the eyes with a suc-
cessful strike and they are overcome in a resistance roll of the superpower’s
levels vs. their power points. All sight-based actions for a blinded character be-
come Difficult for one combat round, after which the blindness wears off. Light
Control does not cause damage. Additional forms of light (infrared, ultraviolet,
etc.) may also be created and used by this power, with effects to be determined
by you and your gamemaster, using the superpower’s levels as a guideline.
Light Control cancels the effects of Darkness Control on a level-for-level basis.
For laser intensity, see Energy Projection (Light).

Magnetic Control: Affect, magnetize, and manipulate 1 SIZ per level of metal
or metallic substances, move them using magnetism, or affix one metallic ob-
ject to another magnetically. Magnetic Control does not cause damage to most
living beings, though it can be used to damage any mechanical item with metal-
lic parts (use the object’s SIZ in a resistance roll) and disrupt electronic equip-
ment or erase magnetically stored electronic media (memory cards, hard
drives, disks, etc.). If using Magnetic Control against a countering force, use
the object’s SIZ for a resistance roll.

Radiation Control: Flood an area 1 SIZ per level with radiation equalling 1 po-
tency (POT) per level or eliminate it in the same area. When used against a liv-
ing being, defeat the target's CON in the resistance roll vs. the superpower’s
level. Radiation Control inflicts 1D6 damage per 10 levels (round up) to the tar-
get. To cause radiation poisoning, overcome the target's CON+POW vs. the
power’s level in a resistance roll. The nature of this radiation must be approved
by your gamemaster (see Radiation).

Sound Control: Affect 1 SIZ per level of an object or the sound in an area, si-
lencing it, increasing its volume, etc. This power can also duplicate sonic or ul-
trasonic forms of sound. In combat, create a cacophony or loud blast of painful
sound, using the superpower’s level vs. the target's CON in a resistance roll.
Success means that the target is stunned for 1D3 rounds (see Stunning or
Subduing). Additionally, for the duration of the stunned state, the target's
Listen skill rolls are Impossible and mental skill rolls are Difficult. For less of-
fensive uses, create phantom noises, mimic sounds, transfer sound from one
place to another (within range), and even duplicate any sound previously heard
(use an Idea roll to determine how correctly the sound is remembered). Sound
Control can also destroy inanimate objects, doing 1D6 points of damage per 10
levels (round up) to an object whose hit points or CON is overcome in a resist-
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ance roll. Sound Control can oppose itself as well as other sound-based at-
tacks such as Sound Projection.

«  Wind Control: Control the wind, stirring air currents to incredible force,
whether in a straight line or whirlwind. Though Wind Control does not cause
direct damage, it can oppose foes’ movement, hold a target in place in a vortex
of wind, blow something onto a target, hinder missile weapons used in range,
create a tornado, fill a sail with wind, fan a fire into an inferno, or blow a fire out.
Use the rules for knockback, using the power’s level, where applicable. Wind
Control is not subtle, and its effects are often difficult to control. When appropri-
ate, use the power’s levels vs. the target's SIZ or STR in a resistance roll.
Weather Conditions includes other effects that might be simulated using Wind
Control.

e Other Energy Control: This category covers any undefined or new sort of En-
ergy Control you and your gamemaster may devise. The guidelines for the
other types of Energy Control can be used to determine the parameters for new
types of energy, with the following guidelines: 1 level equals 1 SIZ point of en-
ergy to be manipulated or generated; if appropriate, the power will do 1D6
points of damage per 10 levels of the power (round up); base range is 15
meters. When in doubt, determine a means by which the superpower can be
used in a resistance roll.

* Combined Energy Control: Your character can combine these superpowers if
they pay the full amount for each Energy Control type. Each aspect of the
power will have full effectiveness, though damage is rolled separately for each
type, as the target may have different types of Absorption, Armour, Protection,
or Resistance. Levels of combined Energy Control types do not have to be
equivalent. All special effects for each Energy Control type are added onto this
attack. For combined attacks, each use costs the full amount of power points
required for the power.

You and your gamemaster should discuss further potential uses for each energy
type, though whenever the use of the superpower seems to duplicate another
power, that superpower should be purchased instead. This superpower does not
grant immunity to the energy type being used—instead, the character is immune to
the initial release of the energy but is susceptible to it later. Purchase levels in Ab-
sorption, Armour, Protection, or Resistance, if desired.

Many of these energy types can be used to duplicate or mimic environmental ef-
fects described in Chapter 7: Spot Rules.
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Energy Projection

Base Range: 15 meters

Duration: Instantaneous
Character Point Cost: 10 per level
Power Point Cost: 1 per level

Energy Projection allows the projection of a beam of concentrated energy of some
type (see Energy Types) at a target. Each type is a separate power and must be
purchased separately: choose when the superpower is purchased and note it as
Cold Projection, Darkness Projection, etc. Multiple types of Energy Projection must
be purchased separately. Each cause 1D6 damage per level with a 15-meter range,
and each additional level increases damage by +1D6 and range by +15 meters. To
strike a target in combat, use the Projection skill, though Projection is not defined
separately for each energy type.

Following are commonly used types of energy projection, and some potential side
effects. Work with your gamemaster to develop additional appropriate side effects
for these or any new types of Energy Projection.

« Cold Projection: Generates a ray of intense cold or ice, doing 1D6 damage
per level. When used against a physical object, a POWxlevel chance causes
the object to become brittle, halving its armour value and hit points for one
combat round.

» Darkness Projection: Fires a harmful bolt of intense darkness, doing 1D6
damage per level. If targeted against a foe’s eyes, it can blind them for 1D3
combat rounds (see Darkness).

* Electric Projection: A lightning bolt (or ball of lightning) that does 1D6 damage
per level. When used on a metallic object, it has a POWxlevel chance of travel-
ling (and jumping) along any connected or nearby metallic surface to strike any
other target touching the metal surface. Successive targets take % of the ori-
ginal damage (round up). Additionally, it can scramble any electric or electronic
equipment it hits, using its power level against the item’s hit points in a resist-
ance roll.

*  Gravity Projection: A pure wave of gravitic energy, causing everything it hits to
either become incredibly heavy or light, as desired, doing 1D6 damage per
level. In addition to damage, it can sweep items aside or cause them to plum-
met to the ground, taking damage as appropriate (see Knockback, or Falling).

« Heat Projection: A line of flame or intense heat, doing 1D6 damage per level,
with a POWxlevel chance of setting a flammable object on fire in addition to
any damage it causes.

« Kinetic Projection: A beam of concussive force doing 1D6 damage per level,
that on a special success also inflicts the effects of a crushing special success
or knockback (player choice).

217



Light Projection: A laser-like ray of light, doing 1D6 damage per level. It can
temporarily blind an opponent for 1D3 combat rounds if it strikes them in the
eyes (see Aimed Attacks) and the power brightly illuminates the area when it
is used. If directed against an inanimate object (such as a wall or safe) for mul-
tiple rounds, it can cut through them, doing its normal damage.

Magnetic Projection: This wave of magnetic force does 1D6 damage per level
to electronic circuitry or machinery made of ferrous materials. Use the power’s
level as the active force against the object’s hit point total in a resistance roll. If
used against metallic objects, it can knock them back into other targets, doing
damage as appropriate to SIZ.

Radiation Projection: This beam of radioactive energy does 1D6 damage per
level and can irradiate anything it hits, causing potential radiological reactions
(exposing film, etc.) or even radiation sickness, using the damage dealt as its
potency (POT) (see Radiation).

Sound Projection: A shock wave radiating along a path towards the target, do-
ing 1D6 damage per level. If targeted against the head or ears of a target, it
can temporarily deafen them for 1D3 combat rounds if the power level over-
comes their CON in a resistance roll. All hearing-based actions for a deafened
character become Difficult until the deafness wears off.

Wind Projection: An intense blast of wind doing 1D6 damage per level and a
knockback special success if the dice roll indicates so. It can also be used to
knock items into other targets, doing damage as appropriate to SIZ, and on a
Difficult Projection roll, can parry low-velocity missile weapons (thrown, arrows,
etc.).

Other Energy Projection: See Other Energy Control for suggestions on cre-
ating new energy types.

Combined Energy Projection: These attacks can be combined if each Energy
Projection type is purchased separately. Levels do not have to be equivalent. A
single successful Projection roll means that all Energy Projection types hit the
target. Each Energy Projection type has its normal effectiveness, though resist-
ance rolls and side effects must be determined separately. Damage is rolled
separately for each type, as the target may have different types of Absorption,
Armour, Protection, or Resistance. For combined Energy Projection attacks,
each attack costs the full amount of power points for all levels and all types of
energy used.

Many of these have variable effectiveness against certain types of defences, such
as a Fire Projection being weak against cold-based defences, or a Magnetic Projec-
tion being especially powerful against metallic defences. At your gamemaster’s op-
tion, the power level of the Energy Projection may be checked in a resistance roll
against the resisting force to see if it has any effect: superpowers that would be
weak against a particular defence are at -5 to their level for the purpose of the res-
istance roll, while powers especially potent against a defence are at +5 their power
level for the resistance roll (as if a special success—if a special or critical success is
rolled, these bonuses stack).
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Extra Energy

Base Range: Self

Duration: Always on

Character Point Cost: 1 per 10 points of additional power points
Power Point Cost: None

This should be taken by every character wishing to use superpowers. This is an ad-
ditional energy reserve above and beyond the power points granted by POW. Each
level is +10 additional power points (there is no effect on POW). The energy source
may be from the character’s own body or an external item like a battery. Internal en-
ergy supplies can fuel personal powers, and external batteries can fuel external
items. The gamemaster may allow your character to draw from either. The source is
relevant as an external battery may be targeted. Multiple energy supplies may also
be used, each fuelling different powers or being used by the same powers.

Some superpowers do not need power points to activate, though many others do, in
one of the following ways:

e The power points activate the superpower, with no further power point cost until
the superpower is activated again. This includes most instantaneous powers.

e The power point cost must be paid each round the superpower is in use.

«  Expended energy (power points) returns to your character as described in
Power Points. Batteries must be replenished by recharging. One common
method is a wall socket, though others such as batteries, solar panels, and
generators can be used. Absorption can be used to recharge personal or ex-
ternal energy supplies if the energy type matches.

Extra Hit Points

Base Range: Self

Duration: Always on
Character Point Cost: 1 per level
Power Point Cost: None

Additional hit points beyond what CON and SIZ provide. Your character cannot pur-
chase more levels in Extra Hit Points than their initial CON, unless your gamemaster
allows it. These hit points are added to normal hit points, and the major wound
threshold is adjusted to the new total. Healing is as normal. If hit locations are used,
the combined hit point total is used to determine hit points per location.
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Flight

Base Range: Self

Duration: Varies
Character Point Cost: 1 per level

Power Point Cost: 1 power point per 3 SIZ points to activate, then 1 power point
per turn to maintain

Once this power is activated, use the Fly skill to fly 3 SIZ per level at a rate of 500
meters per combat round or any speed lower than this, including a hover. Your char-
acter must purchase enough levels of Flight to accommodate their SIZ. The ability to
carry anything else while flying depends on STR and any additional levels of Flight
above those needed to remain airborne. In non-combat situations, your gamemaster
may allow each power point spent to maintain flight last for 1 hour rather than one
turn. Once the initial power points are spent, your character can land and fly at will
for the duration of the power without needing to spend the initial power point cost
again.

This flight is not automatically manoeuvrable or graceful. Flight requires some fin-
esse to properly use, handled with the Fly skill. This superpower is a prerequisite for
the Fly skill: if the power is innate, it begins at the starting skill rating, and %2 of DEX
(round up) as a skill rating if granted by equipment.

If used in conjunction with Super Speed, the number of additional meters provided
by the Super Speed is added to the meters per combat round. For reference, 500
meters per combat round is a speed of roughly 85 miles per hour.

Force Field

Base Range: Self to 15 meters

Duration: Varies

Character Point Cost: 1 per level per energy type per point of SIZ

Power Point Cost: 1 per combat round, plus 1 per point of damage absorbed

The ability to project a defensive field that provides 10 points of armour per level to
1 SIZ from incoming injury based on a specific energy or attack type.

For example, a character of SIZ 14 must pay 14 points for Force Field 1, 28
points for Force Field 2, etc.

The energy type the Force Field protects against must be specified when the super-
power is purchased, selected from the Energy Types list. A Force Field can protect
against multiple types of energy, though each type must be purchased separately.
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Damage is rolled for any attacks against anything protected by the Force Field, and
the Force Field’s armour value (10xlevel) is then subtracted from that damage. Any
damage beyond that is subtracted from your character’'s power points, if desired. If
the Force Field is dealt more damage in a single blow than the amount you have
specified protection for, or exceeds your character’s available power points, the
Force Field is dissipated.

Typically, the Force Field is centred on the character, though they can project it to
cover other objects or beings adjacent to them, or anywhere within range.

Intangibility

Base Range: Self
Duration: Varies
Character Point Cost: 2 per level

Power Point Cost: 1 per point of SIZ per level, then 1 power point per combat
round

Each level allows movement of 1 SIZ through 10 centimetres of wall or other materi-
als per combat round and allows the character to ‘fly’ by walking on air at a normal
walking speed. While intangible, your character cannot be affected by kinetic or
thermal (cold and heat) forces of any sort and cannot use any attacks resulting in
the same forces. Your character can still be affected by radiation or other non-kin-
etic forces and can use them as well. Each extra level adds another 10 centimetres
to the distance that can be passed through in a combat round (up to normal move-
ment rate) or can be used to affect another SIZ point outside of their own SIZ. Once
active, intangibility can be maintained at a cost of 1 power point per combat round,
though it ends if your character is knocked unconscious or runs out of power points.
If your character takes damage in a combat round, your gamemaster may require a
successful Idea roll to maintain the intangibility. If desired, your gamemaster may
determine that certain materials are easier to pass through than others, based on
the guidelines presented in Chapter 8: Equipment. Denser materials may slow or
even stop an intangible character from passing through.

Invisibility

Base Range: 15 meters
Duration: 1 combat round
Character Point Cost: 1 per level per point of SIZ

Power Point Cost: 1 per point of SIZ to activate, then 1 power point per combat
round

Each level allows your character to turn invisible 1 SIZ of themselves, another char-
acter, or an object or portion of an object. Your character must concentrate on the
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superpower and do no more than walk or speak. Fighting, using other superpowers,
or suffering similar distractions (injury, intense physical activity) breaks the effects
and causes the invisible subject to become visible. Any attacks against an invisible
character or object are at 1/5 the normal skill rating. Any parries are equally difficult,
requiring a successful Listen, Sense, or Spot roll to even attempt parrying. A suc-
cessful roll for one of these skills to overcome the Invisibility reduces the penalty of
attacks to Difficult instead of 1/5.

There are few limitations to what actions can be performed while invisible. One can
move, attack, flee, or stand still as long as the superpower is active. Invisibility can
be deactivated at any time, though starting it again requires activating the super-
power again. In combat, the rules for Ambushes and Backstabs and Helpless
Opponents may be relevant.

Leap

Base Range: 2 meters per level
Duration: Instantaneous
Character Point Cost: 1 per level
Power Point Cost: None

Each level adds an additional 2 horizontal meters or 1 vertical meter to normal
jumping range. Leap only adds to the range of the Jump skill and does not require a
roll or power points to use. The Jump skill must still be used successfully when ap-
propriate (in combat, not during normal movement). A Leap counts as a normal
movement action during a combat round. As with Jump, landing successfully is
automatic, no matter how great the controlled leap. However, a successful Agility
roll may be required if trying to catch a building ledge or land somewhere small or
requiring balance. This roll may be Difficult for especially small or narrow perches (a
windowsill, power line, or atop a street light).

If falling, the Jump skill may be used to reduce damage. If the Jump skill roll is suc-
cessful, reduce the distance fallen by 3 meters for every level of Leap.

In combat, your character can leap at an opponent to gain extra damage. Each level
of Leap used (up to the character’s SIZ) can be added to the character’s total of
STR and SIZ to determine a new damage modifier (if any) on a physical attack. The
levels of Leap you can use for this increase to damage modifier are those of the ac-
tual distance leaped, not the overall levels, and the damage modifier only applies for
the first attack made during the attack. A successful Jump roll must be made in ad-
dition to the normal attack roll.

Consult the damage modifier table and the Jump skill for more information. Depend-
ing on how high and far a character jumps, Aerial Combat in Chapter 7: Spot Rules
may be useful.
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Protection

Base Range: Self or touch

Duration: 1 combat round

Character Point Cost: 1 per level per energy type
Power Point Cost: 1 point per level per combat round

When purchased, Protection must be specified for a particular type of energy, such
as Protection (Kinetic). Each level of Protection reduces the level of the appropriate
superpower directed at your character. This may reduce the attacking superpower’s
level to 0, meaning that it has no effect. Multiple types of Protection can be pur-
chased. There is no requirement for all types of Protection to be at the same level,
so your character could have Protection (Kinetic) 2 and Protection (Heat) 5. If an at-
tack uses multiple types of energy, only the applicable types of the superpower are
reduced through the Protection power.

Many types of armour and equipment incorporate the Protection power (see
Chapter 8: Equipment for more information).

Regeneration

Base Range: Self

Duration: Always on

Character Point Cost: 3 per level

Power Point Cost: 1 per hit point healed per combat round

This superpower gives the ability to heal extremely fast, drawing on the body’s nat-
ural energies to accelerate the natural healing process. Each level of Regeneration
heals 1 hit point of damage every combat round at the end of the combat round
(DEX rank 0), if there are power points remaining. Regeneration does not have to
be activated to work, though it may be deactivated at will. This superpower will not
bring your character back from the dead but will heal damage that would normally
require hospitalization. Regeneration will also heal the effects of any major wound,
though the effects of this healing will take place once all hit points from the injury
have been completely restored. Your gamemaster will determine if severed body
parts can be restored. Your character cannot purchase more levels of Regeneration
than %2 their CON (round up). Various equipment may confer this power, as de-
scribed in Chapter 8: Equipment.
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Resistance

Base Range: Self or touch

Duration: Always on, or 1 full turn (5 minutes)

Character Point Cost: 1 per level for turn-based, 3 per level if permanent
Power Point Cost: 1 per level used if turn-based, none if permanent

Resistance serves as an artificial shield allowing a greater chance of resisting at-
tacks of a particular energy type. Each level of Resistance must be specified to-
wards an energy type (see Energy Types) and either adds to a passive character-
istic in a resistance roll, or provides a resistance value if there is no applicable char-
acteristic.

Resistance is an all-or-nothing power. If Resistance overcomes the attacking energy
type, that energy type has no further effect. If Resistance fails to resist the active en-
ergy type, Resistance has no effect.

Additional types of Resistance can be introduced, other than energy types, such as:

- Disease: This increases resistance to disease, adding to CON in resistance
rolls against illness, infection, or other sickness. Resistance (Disease) also ap-
plies to any other characteristic (such as STR) the disease acts against in a
resistance roll.

e Poison: This increases resistance to poison, whether natural toxins or some
manufactured chemical compounds. It also provides resistance to non-poison-
ous chemical influences, such as drugs, alcohol, or other non-lethal sub-
stances. In all cases, levels in Resistance (Poison) are added to CON or the
applicable characteristic.

This power works well in tandem with Armour and/or Protection. At your gamemas-
ter’s discretion, Resistance can be expanded to encompass entire power sets, such
as Resistance (Magic) or Resistance (Psychic), but it is suggested that this wide-
spread Resistance be significantly more expensive, such as 10 points per level.

Sidekick

Base Range: Not applicable

Duration: Always on
Character Point Cost: Variable
Power Point Cost: None

A Sidekick is a secondary character controlled alongside your own character. The
Sidekick is loyal and potentially possesses similar skills and powers. You and your
gamemaster should create the Sidekick as if it is a new character, though the
Sidekick does not have to be human. The Sidekick’s characteristics and skills must
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be purchased as if they were Super Characteristics and Super Skills, out of your
character’s point budget. If the Sidekick is a natural animal, determine its character-
istics and skills normally, adjusting as desired, and then pay for them, using the
above powers. The Sidekick can have powers and equipment, but these must also
be paid for out of your character’s point budget.

Generally, a Sidekick has powers and skills like its ‘owner’, though this is not neces-
sary. A Sidekick usually has the following attributes:

e ltis loyal to the owner, though it may disagree and occasionally rebel.
e |t often idolizes its owner and fashions its appearance after them.
e It depends on its owner for living arrangements and necessities.

e |t often gets into trouble, and sometimes must be rescued. This should happen
at least twice as often as a Sidekick is able to rescue its owner.

e ltis often younger and less experienced than its owner, though it can increase
in experience as a normal character would. The Sidekick’s owner can determ-
ine how the Sidekick will improve powers through their earned character point
budget.

When the Sidekick is finished, you run the Sidekick as a secondary character,
rolling for it and guiding its actions. Occasionally, your gamemaster may choose to
roleplay the Sidekick and make rolls for them, though this should be rare. The
Sidekick is in most cases an extension of your character’s identity, and you should
have control over the Sidekick’s behaviour. Sidekicks can improve characteristics
and skills, just like a character.

Normally, your character can only have one Sidekick at a time, though your game-
master may allow you to purchase an additional Sidekick or more. Your character
cannot have a Sidekick with a higher POW than your character. If this happens due
to POW increases, the Sidekick leaves your character’s service (becoming a char-
acter controlled by your gamemaster, or even by another player) and your character
gets %2 of the original character point budget back. If a Sidekick is killed, your char-
acter gets % of the original character point budget back. Similarly, if you want your
character to release the Sidekick, they get 2 of the Sidekick’s current character
point budget back (this should be calculated from current characteristics, skills, and
powers). This way, it is more profitable in the long run to nurture and train a Sidekick
before parting ways, rather than to let them outstrip your character or get killed in
the line of duty.
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Size Change

Base Range: Self

Duration: Varies

Character Point Cost: 1 per level

Power Point Cost: 1 per level to activate, no cost to keep active

Size Change allows an increase or reduction of SIZ by +1 point per level (no max-
imum, minimum 0). When this power is purchased, you must specify whether it is to
grow or to shrink. To do both, buy the superpower twice.

Growing to giant size has the following effects:

e Hit points are likely increased, so recalculate your character’s hit point total
based on the average of CON and SIZ. This also affects the major wound
threshold and hit points per location.

* Damage modifier may increase, as it is the total of STR+SIZ.

* Increasing SIZ by 20 or more points makes your character twice as easy to hit
in combat. Any attacks against them are considered Easy.

* If fatigue points are used, they are not affected by being giant-sized.

Shrinking has the following effects:

e Hit points may be decreased, so recalculate based on the average of CON and
SIZ. This also affects the major wound threshold and hit points per location.

e Damage modifier may decrease, as it is the total of STR+SIZ.

e Shrinking to SIZ 1 or 0 makes your character much harder to hit: all attacks
against them become Difficult. For a SIZ below 0 (see below), it may be Im-
possible to be hit with normal weaponry, though attacks with an area of effect
(like a flamethrower) still work if your character can be spotted, at your game-
master’s discretion.

e Hiding becomes Easy when your character is SIZ 3 or below. At SIZ 1 or 0,
only a critical result for a Spot roll finds your character.

e Your character’s physical attributes are also affected in several unquantifiable
ways (volume, etc.).

e If fatigue points are used, they are not affected by being tiny.

*  Your gamemaster may allow your character to shrink beyond SIZ 0, though this
is outside the scope of these rules.

Once activated, this superpower does not cost any further power points to maintain.

If your character is knocked unconscious, goes to sleep, runs out of power points, or

is hit with something that cancels any active superpowers, Size Change deactivates

and your character returns to their normal SIZ.

If your character takes a major wound while using Size Change, they must make a
successful Stamina roll to maintain the current SIZ. If the roll fails, your character re-
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verts to their original SIZ. If your character has taken damage while in giant or tiny
form, the switch back to normal size gives your character’s normal hit points or
those from the alternate-sized body, whichever is currently lower. If your character
has already taken damage before using the Size Change power, your gamemaster
should take note of the damage your character has already taken before figuring the
new hit point total. Once these have been determined, your gamemaster should ap-
ply this damage to your character’'s new hit point total. This may incapacitate your
character if they are shrinking.

The spot rules for Big and Little Targets may be of use. Consult the Object SIZ
Examples table for guidance on larger SIZ ratings.

Snare Projection

Base Range: 15 meters

Duration: Until destroyed or 10 combat rounds
Character Point Cost: 1 per level

Power Point Cost: 1 point per use

Snare Projection creates an entrapping force (webbing, lasso, energy cage, blob of
adhesive, extensible limb, etc.) that can be used against a target within range. The
snare has STR equal to the superpower’s level. Use of the power is automatic,
though directing it may involve a skill check (see below). Being entrapped by Snare
Projection forces the target to make a STR vs. STR resistance roll or be held as if
entangled (see the entangle special success). If the resistance roll overcomes the
snare’s STR, the snare dissipates (if appropriate) or is otherwise shrugged aside. If
used against multiple opponents, the levels of Snare Projection are distributed
evenly among the targets, with you choosing which foe gets any leftover levels.
Each target is required to make a STR vs. STR resistance roll to break free of the
snare.

The range of the snare can be increased by allocating levels to it instead of to its
STR, on a per-use basis. Each level adds another 15 meters to the range.

Snare Projection may require the Throw or Projection skills. Ask your gamemaster
which applies. If it is a piece of equipment, the relevant weapon or gear use skill
should be used to determine if Snare Projection hits the target. If the power is not
intrinsic and is a piece of gear, the rules on powered equipment from Chapter 8:
Equipment may be of relevance. Consult the rules for entangling for additional de-
tail.
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Stretching

Base Range: Self

Duration: Varies

Character Point Cost: 3 per level
Power Point Cost: None

Each level allows your character to stretch their entire body (or some portion) for 1
meter in any direction. Additionally, if the total levels of Stretching are equal to twice
your character’s CON, they are capable of stretching in even more remarkable
ways, through keyholes, under doors, gliding like a kite on the wind, mimicking items
of furniture or other objects, or other examples of extraordinary plasticity. Expanding
in SIZ will always be limited to your character’s normal SIZ plus the levels of
Stretching, and your character can contract their body to a SIZ equal to their SIZ
characteristic minus the superpower’s levels (minimum SIZ 1). Every meter
stretched lowers current STR by 1, which may lower the damage modifier.

If knocked unconscious, goes to sleep, runs out of power points, or is attacked with
a force that cancels any existing superpowers, Stretching deactivates and your
character returns to their normal shape. If your character takes a major wound while
stretching, they must make a successful Endurance roll to maintain the current
shape. If that roll fails, your character reverts to their original form.

Your character can use Stretching to improvise the effects of another superpower
such as Absorption, Barrier, Defence, Flight, Super Sense, Leap, Resistance,
Shape Change, Size Change, Snare Projection, or others. In these cases, your
gamemaster should require you to describe exactly what your character is doing,
and your character must succeed in an Idea roll. If successful, your character can
spend double the relevant power points and temporarily have 2 their Stretching
levels in the superpower being imitated. Repeatedly mimicking a superpower your
character does not have may require you to purchase levels in that mimicked super-
power, at your gamemaster’s discretion.

Super Characteristic

Base Range: Self
Duration: Always on

Character Point Cost: 1 per point of STR, CON, SIZ, or CHA; 3 points for each
point of DEX, INT, POW, and EDU

Power Point Cost: None

Each level adds +1 of STR, CON, SIZ, INT, POW, DEX, CHA, or EDU to your char-
acter’s original characteristics. All characteristic rolls and figured abilities (hit points,
fatigue points, power points, and sanity points) may increase. If STR and/or SIZ are
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increased, damage modifier may also increase. Increases to INT and EDU grant
higher initial skill points, as described in Step Seven of character creation.

Super Movement

Base Range: Self

Duration: Varies

Character Point Cost: 10 per type
Power Point Cost: 1 per combat round

Each type allows your character to move their normal MOV rate in an unconven-

tional manner or one that defies physics. Each type must be purchased separately,
but there are no levels—the movement simply works if the power points are spent.
Carrying capacity is based on normal STR, and heavy weights are handled with a
resistance roll. Following are some common Super Movement types. You and your
gamemaster may devise others using these as examples.

Air Walking: Walking upon the air itself, as on invisible walkways and stair-
cases, immaterial to anyone else. Your character can carry others, as if on nor-
mal ground.

Irresistible: Moving through water or any environmental condition as if without
resistance. Hazards that would normally slow movement (water, mud, etc.) are
no hindrance, allowing the full movement rate. This also applies to movement
speed outside of combat, ignoring weather or terrain effects, but it does not ap-
ply to resistance from unnatural conditions, such as Snare Projection or a phys-
ical barrier.

Lightfoot: Lightfoot allows a normal movement rate while in the air, leaping
from surface to surface, gliding, skipping, or making slight motions upon solid
surfaces to maintain movement. Lightfoot lets your character stand on surfaces
that would not normally support their weight, such as a bamboo reed, a slender
tree branch, a sword point, or even a house of cards. moving as if gravity has
no effect. Your character can run lightly up rough walls or trees, or even skip
across water or the surface of snow. They cannot remain in the air indefinitely,
and to change direction (right, left, or even up or down) requires a successful
Agility roll as well as additional power points spent.

Trackless: Moving across the ground or the surface of snow and leaving abso-
lutely no track unless desired. Only special successes on Track rolls can find a
Trackless trail, and the result will only be a standard success. Your character
can stand still or even cartwheel across a surface and will not leave tracks.
This power is intrinsic and cannot be shared. Carrying any more than a normal
burden negates it entirely.

Wall Walking: Walking on walls and ceilings, whether on all fours or standing
upright. Your character can stand still on vertical or upside-down surfaces as if

229



on the ground, and jumping keeps them on the same plane. Carrying additional
weight must be handled through a normal STR resistance roll.

*  Water Walking: Walking or running across water as if it were solid ground,
meeting no resistance from waves and not sinking. Unlike Lightfoot, your char-
acter can stand still on the water’s surface, though turbulent water will cause
them to sway with the motions of the waves. Your character can also surf along
rapid-moving water, riding the current and being swept along as if on a surf-
board or conveyor belt. Your gamemaster should determine how rapid the wa-
ter is and may require Agility or Jump rolls to overcome obstacles such as out-
cropping stones in river rapids.

e Zero-gravity: Your character can ignore the effects of zero gravity, orienting
their body in relation to whatever object or plane in three-dimensional space
they inhabit. Your character can move easily through zero-g environments, in-
curring no penalties to actions, and even when in deep space will always be
able to find a comfortable orientation. They can use Super Movement (Zero-
gravity) to orient other characters in zero-g through touch.

When using Super Movement, if a conscious character falls, they can attempt an
Idea roll to remain on the surface they are on (air, water, ceiling, wall, etc.) rather
than sink or fall to earth. If your character is knocked unconscious or runs out of
power points while using Super Movement, they fall to the ground, sink beneath the
water, etc. as appropriate. If your character is using normal movement and is
presented with an opportunity, they can make a Difficult Agility roll to switch to Su-
per Movement, such as being hurled through the air towards a wall and using
Lightfoot or Wall Walking to land on the wall, in control and unharmed.

Super Sense

Base Range: Varies

Duration: Always on

Character Point Cost: 3 per level
Power Point Cost: None

Super Sense represents a variety of superpowers, each keyed to a principal sense.
Each must be bought separately and should be noted like ‘Super Sense (Dark Vis-
ion)’. Different Super Senses can be combined, using the same skill roll, or they can
be used separately. Following are common Super Senses, though you and your
gamemaster may introduce others:

« Dark Vision: See 15 meters in absolute darkness, cancelling any negative
modifiers to the Spot or combat skills due to darkness. Detection of colour is al-
most non-existent, and long-range sight is extremely limited. Each extra level
increases the range by 15 meters.

e Microscopic Vision: See microscopic objects in considerable detail. At level 1,
the rate of magnification is 25x (25 times normal size). For each additional
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level, double the existing magnification (25x becomes 50x, then 100x, then
200x, etc.), or add an additional 15 meters range. Use of Microscopic Vision is
incompatible with normal sight—it must be deactivated to perceive the world
normally. This can be done instantly, but it must be reactivated to use again.

Night Vision: If there is a source of light (however faint), your character can
see with perfect clarity for 15 meters. This cancels any negative modifiers to
Spot or combat due to partial darkness. Night Vision allows for some differenti-
ation between colours and provides the sharpest form of vision in near-dark
conditions. Each additional level increases the range by another 15 meters.

Sonar Detection: Hear ambient sounds (or creates them) and use them for
echolocation, determining the presence of other beings, obstacles, and the ter-
rain in range. Each level provides a 15-meter, 360-degree field of sonar detec-
tion, projected from the head. Use the Listen skill to notice a particular feature,
and an Idea roll to identify it. Each additional level of this power adds 15 meters
to the range.

Super Hearing: Each level doubles the effective range of the Listen skill. Nor-
mal hearing range is 15 meters, assuming there is no intervening obstacle
(such as a wall) or noise-making interference. This can also be used to hear
things outside human range of perception, such as an opponent’s heartbeat.
This superpower also allows your character to hear opponents even if they
have successfully used the Stealth skill. If an opponent has an average suc-
cess on a Stealth roll, an Easy Listen roll detects them. If the opponent has a
special success, an unmodified Listen success hears them. Even a critical suc-
cess with Stealth is heard with a special success.

Super SmelllTaste: Use their Sense skill to detect the taste of something a
normal human would be unable to discern, such as a tasteless poison. Each
level increases the range of the sense of smell by another 15 meters, so your
character can smell something faint at great range. Taste increases by 1 meter
per level, so your character can even taste something within range without hav-
ing to consume it.

Super Touch: Each level lets the Sense skill detect subtle changes in texture
through fingertips or other body parts. It also gives the ability to ‘see’ with ex-
posed skin, acting in darkness as if in normal daylight, ignoring any penalties
from darkness (use the Listen skill). Finally, it provides a POWxlevel chance of
detecting oncoming missile weapons or other hand-to-hand attacks that might
not be detected otherwise (an ambush or backstab). The range is 15 meters.
Each additional level extends the range by 15 meters.

Super Vision: Each level doubles the distance your character can see detall
in, doubling the range at which they can use skills such as Spot. It also in-
creases the magnification that your character is capable of, allowing them to
perform skills such as Appraise at long range.

Thermal Vision: Detect heat patterns within range, allowing them to see living
beings in the dark through bodily heat. Heat sources appear as red blurs in a
bluish-black background. Everything outside the range of the power is an indis-
tinct blur, and the superpower does not allow detection of objects that do not

231



emit heat, such as furniture or walls, unless they are wired to do so. Each addi-
tional level increases the range by another 15 meters.

e Ultrasonic Hearing: Hear sounds that would be inaudible to a normal human,
above or below audible frequencies. Use your character’s Listen skill to see if
the sound is noticed. A wall or other barrier 10 centimetres thick will block most
sounds from passing through, but this superpower negates that blockage. Each
additional level increases range by 15 meters and increases the ability to hear
through barriers that would normally block sounds (2 levels allows hearing
through 20 centimetres of barrier, 3 levels through 30 centimetres of barrier,
etc.). Ultrasonic Hearing does not give your character sonar detection (as de-
scribed above).

¢ X-Ray Vision: See through 10 centimetres of any substance per level, blocked
only by a single substance such as lead, gold, or some other higher-density
substance (player choice). The range is 15 meters. Each additional level in-
creases range by 15 meters and the penetrating value of the power by an addi-
tional 10 centimetres. With enough levels, make Spot or other visual perception
skill rolls unimpaired, even when obstructed by a barrier.

Super Skill

Base Range: Self

Duration: Always on
Character Point Cost: 2 per level
Power Point Cost: None

Each level of Super Skill adds +20% to a single skill rating, above and beyond skill
points spent during character creation. Additional levels can be stacked for greater
bonuses. The increased skill rating also improves the likelihood of special suc-
cesses and critical results, The Super Skill can increase with experience as normal:
the bonus is not figured into the experience roll.

Based on the game power level, your gamemaster may wish to limit the total levels
of this power your character can purchase or prohibit certain skills from being used
with this power. See Skill Ratings Over 100% and Attacks and Parries Over
100% for useful information.
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Super Speed

Base Range: Self

Duration: Varies

Character Point Cost: 20 per level

Power Point Cost: 1 per level used per combat round

Super Speed increases the movement rate to 10xMOV per level and allows both full
movement in a combat round as well as performing a combat action. Normally, your
character is restricted to only one of these actions. Each additional level allows an-
other full round of movement or another non-combat action. The extra full movement
can be taken before, after, or at your character’s normal DEX rank plus the levels of
Super Speed. When performing a normal action using Super Speed, your character
acts at the usual DEX rank plus levels in Super Speed. Alternatively, your character
can run all-out, performing a full movement for each level of Super Speed, plus their
normal full movement without performing an action other than movement during the
combat round. If your character is running all-out, they cannot perform an action in
the combat round.

It is not necessary to use all levels of Super Speed at once: your character can
choose to use fewer levels of Super Speed than they possess, spending less power
points each combat round.

Super Speed used in a combat round modifies attacks against the character by —
10% per level, assuming they are within range. However, if the attacker is also using
the Super Speed power, the reduction to attack chances is based on the difference
between levels, if the defender is higher than the attacker. If both Super Speed
powers are of equal level, there is no modification to any attack chances, and there
is no modification to the attack chances if the attacker has a higher Super Speed
than the defender.

The Super Speed defensive bonus is cumulative with modifiers such as cover, dark-
ness, etc. Area attacks are not affected by Super Speed if your character is in the
affected area.

If making a physical attack at the end of a Super Speed charge, every level of Super
Speed used increases the damage modifier by one step and adds the knockback
special success effects if a special success is rolled. Use of this specific aspect of
the power costs 1 additional power point per level.
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Teleport

Base Range: 1,000 meters
Duration: Instantaneous
Character Point Cost: 1 per level
Power Point Cost: 1 per level

Teleport allows instantaneous teleportation of 1 SIZ per level from one place to an-
other within range. Teleport can be used on things other than your character, either
along with your character or independently, assuming there are adequate levels.
Teleport does not need a targeting roll and can be used on anything within range. If
the target is affixed to something or does not wish to be transported, your character
must also successfully overcome the item’s hit points (or armour value) vs. their
power points in a resistance roll. Clothes and personal gear in close contact with the
subject accompany them when teleported. For an unwilling subject, make a resist-
ance roll matching the power’s level with the subject’s current power points. A willing
subject does not require a resistance roll.

A fumbled roll when using this superpower sends the subject into a solid object, per-
haps even underground. Make a Luck roll to avoid this mishap. If the roll is success-
ful, no damage is taken, and the teleported subject narrowly escapes this fate. If the
roll fails, the subject immediately takes 3D6 points of damage. For a living being,

roll on the Major Wound Table, adapting the result as appropriate. If sanity is used,
a sanity loss of 1D6/3D6 for the victim is suggested, and 1D3/1D10 for the teleport-
ing character. An object teleported becomes fused with another object, a structure,
or the ground.

Teleport can also be used offensively in the following ways:

« Deliberately teleporting a living target or an item into a solid structure costs the
target’s SIZ in power points and lets them make a Difficult Luck roll to avoid this
fate. Use the guidelines for a fumble, above, including potential sanity loss.

» Teleporting an object into a living being costs 6 power points per SIZ of the ob-
ject and causes 1D6 damage per SIZ, if successful, with a Difficult Luck roll al-
lowing them to dodge or resist, as appropriate. If sanity is used, use the above
guidelines.

e Teleporting an inanimate object into another requires your gamemaster to de-
termine the outcome.

* Asubject can be teleported into the air and dropped, letting gravity take hold
(see Falling). An unwilling target can avoid this with a successful Difficult
Dodge roll.

Whether inadvertent or intentional, becoming fused with a solid item is usually trau-
matic for a living being, and the target must find some means of extricating themself
from the item or structure (perhaps being teleported free or pulled out via Intangibil-
ity). Failure to do so can cause any major wound to have permanent effect.
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Consult the section on objects in Chapter 8: Equipment for sample sizes and hit
points of items.

Transfer

Base Range: Touch
Duration: 1 combat round

Character Point Cost: 3 per level for hit points, 1 per level for other resources
(fatigue points, power points, sanity points)

Power Point Cost: None

Transfer moves an internal resource (hit points, power points, fatigue points, sanity
points) from your character to another. It works similarly to Drain, though in the op-
posite direction. The rate of this transfer is 1 point per level per combat round, with
additional levels increasing the points transferable (level 2 transfers 2 points, etc.).
The means can be a grab, a bite, a handshake, etc., but must involve physical con-
tact for at least one full combat round. This may require a successful Grapple at-
tempt if in combat, or Agility roll if outside of combat. No roll is required for an im-
mobile or willing target, and an attempt against an unwary target is Easy. To con-
tinue to transfer points to an unwilling target on successive rounds, the manoeuvrer
(Grapple, etc.) must be rolled successfully each combat round. Failure breaks the
contact.

Once contact has been established, your character can begin to transfer points. If
the target is willing or unconscious, no resistance roll is required. An unwilling target
can resist using a particular characteristic roll, described below. If they succeed in
resisting, the transfer has no effect, and the intended recipient can attempt to break
free. If successful, the resource is transferred from your character to the recipient in
the powers phase of the next round.

The power works the same for any resource:

*  Your character can transfer 1 resource point per level per combat round.

e Your character cannot transfer more of the resource than they currently pos-
sess.

e The target cannot accept more of the resource than their normal maximum,
other than power points (see Power Points). Any resource points beyond the
maximum are lost.

These four resources can be transferred, with the following guidelines:

e Hit Points: If your character reduces their own current hit point total to 1 or 2
hit points, they will fall unconscious. It is possible to transfer all your character’s
hit points to the recipient, but this requires a successful POWx1 roll to go below
1 hit point before falling unconscious. At 0 hit points, your character is uncon-
scious and begins to die, as described in Hit Points. Your character cannot
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transfer enough hit points to go into negative hit points. A recipient can resist
with a Stamina roll.

Power Points: If your character’s power point total reaches 0, they fall uncon-
scious. A recipient can resist with a Luck roll.

Fatigue Points: If your character’s fatigue points reach 0, see the rules for Fa-
tigue. A recipient can resist with a Stamina roll.

Sanity Points: Adding sanity points does not eliminate any temporary or indef-
inite insanity the target suffers—it merely increases the chance of success for
future sanity rolls. Specific insanities must be dealt with through psychotherapy
and treatment. A character whose sanity points reach 0 is hopelessly insane
and outside player control. Consult the rules for sanity. Your character can
transfer as many SAN as they desire up to the target’'s maximum allowed SAN
(see Maximum Sanity). If the target wishes to act against your character, they
must make a successful Luck roll to do so.

This superpower works well with Drain, allowing one character to restore resource
points they have transferred to others, or drain from one character and transfer to
another, with them as the conduit.

Unarmed Combat

Base Range: Self
Duration: Always on, or 5 combat rounds
Power Cost: 20 per level

Power Point Cost: None

This represents an exceptional level of hand-to-hand combat training, whether
secret techniques, ninjutsu, mystic fighting styles, or hyper-advanced fisticuffs. No
roll or power points are required—your character must announce that they are using
Unarmed Combat.

Each level of this superpower:

Adds +2 points per level to damage for any successful Brawl or Grapple attack.

Acts as 2 points per level of (additional) armour to limbs when parrying melee,
missile, or unarmed attacks while unarmed. This armour value is only applied if
the parry is successful, and damage is being applied. The 2 points per level are
also subtracted from damage determining a knockback or other weapon break-
age.

Modify a single attacker’s chance to hit your character in a combat round by —
5% per level. Pick who suffers this modifier, and it can vary from round to round.
Alternatively, this penalty can be divided among multiple opponents in =5% in-
crements, at the player’s discretion.
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¢ Modifies unarmed hand-to-hand attacks by +5% per level when the Brawl or
Grapple skill is used. This applies to all qualifying attacks made in a combat
round.

If using Unarmed Combat and facing an opponent using the same power, make a
resistance roll of the opposing power levels. If both succeed, or both fail, the super-
powers cancel each other and no one benefits from the superpower for five combat
rounds. If only one of the combatants is successful, they can use Unarmed Combat
while their opponent(s) cannot. If the combat is still occurring at the end of the five
rounds, make another resistance roll, as before. Unarmed Combat is always effect-
ive against anyone without the superpower.

Unarmed Combat works in conjunction with the Martial Arts skill, with all modifiers
from that skill combining with the superpower’s benefits. The Brawl and Grapple
skills are also relevant.

Weather Control

Base Range: 15 meters per level

Duration: 1 combat round

Power Cost: 3 per level

Power Point Cost: 3 per level to activate, 1 per combat round to maintain

Weather Control allows control over weather in the immediate area, creation of new
atmospheric conditions, manipulation of ambient temperature, increasing or de-
creasing precipitation, and manifesting any of a variety of non-harmful weather con-
ditions such as fog, freezing rain, etc. Each level increases the range by an addi-
tional 15 meters. While the effects only affect those within the range of the power,
the actual extent of the weather is more widespread, as appropriate.

Additionally, Weather Control confers the following abilities:

« Each level can raise or lower the temperature by +5° Celsius. See Cold and
Freezing and Fire and Heat for more information.

»  Each level allows your character to alter conditions such as wind, clouds, and
rain by one ‘step’ per combat round (see Weather Conditions).

« Anhailstorm or thunderclap can potentially cause stunning effects (see Stun-
ning or Subduing).

* High winds can potentially cause knockback effects.

« Tornadoes that can cause sweep attacks or reduce the attack chances for mis-
sile weapon use (see tornado-force winds in Weather Conditions).

* Rain that can douse a fire, including fires created with Energy Control.

e Snow and/or ice that can make a surface slippery and dangerous (see Slip-
pery or Unstable Surfaces).
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« Fog that can reduce effective visual range to five meters (see Weather Condi-
tions).

Other effects can be devised with your gamemaster’s approval.
Once the superpower ends, the weather returns to its normal state by one step per
combat round. Weather Control does not allow your character to throw lightning

bolts or weather effects strong enough to cause direct damage. These are covered
by Energy Projection.
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