Character Creation

1. Before anything else ask the player to come up with a character!  In other words, who are you playing?  Height, weight, sex, race (look at the races doc for help), etc.

2. Determine your abilities.  There are two different ways to do this, the lucky way and the safe way.  It should be noted that once you have chosen how you are going to make your character you may not later change your mind.  In other words you must ask yourself, do you feel lucky?

A. The Lucky Way – Take 2d4 and roll them 8 times, drop the lowest result and reroll any result of 2.  Now take these numbers and assign them to your abilities as you believe befits your character.

B. The Safe Way – Take 42 points and divide them amongst your abilities as you believe befits your character.

3. Now fill in the appropriate sections on your character sheet.

4. Next you get to the combat section of your sheet.  Your Melee and Missile rating both start at –10 (+your agility modifier).  Your defense starts at 0 (+your agility modifier), initiative starts at 0 (-your agility modifier), and your saving throw starts at 20 (-your total spirit).

5. All weapons and armor information may be found in the appropriate documents.

6. Every character starts the game with 5 proficiencies.  Generally I would advise that specialization should not be allowed with beginning characters.  High intelligence grants characters extra languages, and any character with an Int of 7+ gets read/write for free.

A. Any time a character learns a proficiency one of his abilities goes up 10 percent.  If a character ever achieves 100 percent the ability will rise a point (as long as it remains below the racial maximum)

a. For humans it needs only reach 80 percent, and 90 percent for half elves.

7. Every character starts out with one magic slot free for a rote, whether or not they can use this or not is up to the gm.  I would advise, that unless they are making a pure mage, you do not allow rotes at 0th level.

A. Each spell a character learns is worth 10 percent towards their spirit ability.

8. Now that you have all this down you receive 10 bonus points to do with as you like.  You may spend them buying things from the leveling up document, you can save them, or you can trade 5 of them in to raise an ability.  You may not raise the same ability twice.

Combat 

1. Initiative - When combat begins everyone needs to roll initiative.  This means everyone rolls a d10 and adds their initiative modifiers (the initiative score you have written in your combat section + your weapon speed).  Who ever gets the lowest number is the fastest.

Example:

Bron Brightblade the massive centaur paladin is facing off against Elemax 

Shadowstride the sneaky Drow shadow mage.  Bron is using a humungous great sword and Elemax is using a slender quarter staff.  Bron rolls his d10 and gets a 3 then Bron adds in a +1 because he is slow and only has an agility of 4 and then adds another +11 because of his weapon speed (the great sword is very slow).  Bron’s total initiative is +15.  Elemax rolls a 9 but is very fast and adds a –5 to this number because of his 14 agility, then he adds a +4 because of the weapon speed of his staff.  Elemax’s total initiative ends up being +8 and therefor he has won initiative.

A. Once you have determines who is the fastest this round, and who is the slowest, the character with the worst initiative declares what he wishes to do first.  If any character that has a faster initiative wishes to interrupt the slower’s action he may declare so.  Once the slowest character has declared his action then the next slowest does, and so on until the fastest character has acted.

a. Any character who gets a –5 on his initiative is so blindingly fast that they receive an extra attack that round, if the character gets a –10 then he receives two bonus attacks, this trend is continuous.

Example:

Quickdraw McSpeedyfingers is a master time mage using his super pumped up rote, Hasten, he gets a bonus of –14 to his initiative (11 from his rank and 3 from his intelligence).  He also receives another –6 due to his godlike agility of 17 and since he is simply trying to touch his opponent there is no weapon speed.  Lucky as ever, Quickdraw rolls a 1 and his initiative score ends up being a 

–19.  This scores him 3 bonus attacks, which he uses to touch his opponent…unfortunately other than being quick, he really is no good in combat.

2. Attacking – When you wish to attack someone you simply roll a d20 and add your melee or missile rating (whichever one is appropriate) and try to beat your opponents defense score.

Example:

Serrec Swiftshot, the Elven ranger, is attempting to shoot Serra Wingblade, the Avarelian fighter, with his bow.  Serrec has a missile rating of +5 and Serra has a +11 defense.  Serrec rolls a 7 on his d20 and then adds his melee rating for a total of 12.  Serrec’s 12 beats Serra’s 11 (though just barely) and Serrec succeeds in hitting Serra.

A. Called Shots – At times characters may wish to try difficult attacks against specific targets.  For example if your player says “I want to hit him in the eye” your player wishes to make a called shot.  Though called shots tend to do more damage, they also tend to be much more difficult.  For purposes of ease the body of a human has been divided up into 4 basic parts, arms, legs, torso, and head.  Any time a player wishes to make a called shot it is to one of these areas (or an even smaller target within one of these areas).  If a player wishes to attack the arms, legs, or torso of an opponent they receive a –4 penalty to their melee rating for that attack.  If they wish to strike the head they receive a –8 penalty (but deal double damage).  Each time the player gets more specific raise the penalty by 4 i.e. –8 for a hand, -12 for a finger.  For the head it should be –12 for the throat (4x damage) and –16 for the eye (5x damage).

Example:

Serrec Swiftshot is facing off against Gnimrod the Necromancer.  Serrec beats the foul mage in initiative and Gnimrod declares that he is casting the spell Shadow Bolt at the Elven ranger.  Serrec decides to interrupt Gnimrod and shoot him in the hand (-8 to serrecs missile rating of +5) this brings Serrecs missile rating down to –3, and Gnimrod has a +4 defense.  Serrec rolls a 17, 17-3=14 and is more than enough to hit Gnimrod.  Gnimrods hand being skewered by an arrow breaks his concentration and ruins the spell.  Things are looking up for Serrec.

B. Critical Hits and Botching – If a character ever rolls a 20 on a d20 (before any modifiers have been added) when attacking then a critical hit has been scored.  This means that the player deals 2x damage on this attack (and 3x for some characters who are strong enough).  A roll of 20 always hits, no matter the defense of a target.  On the opposite end of the spectrum is botching.  On a roll of a 1 (also before modifiers have been added) on an attack then the player has botched.  Botching is never good and often results in the character losing the rest of their attacks for that round, or if they have no more, losing their attacks for the next round.  A botch always misses, no matter how poor their defense is.

3. Damage – Even if a player has succeeded in hitting a target, they still may not succeed in damaging the target.  Once you hit you must then roll damage to see how well you hit.  However, just like when you are trying to hit an opponent you must beat their defense, when you are damaging an opponent you must beat their soak.  A characters soak is determined by the armor they wear, their own natural toughness, any shield they might be wielding, and magical protections.

A. When you roll damage you must subtract your opponent’s soak from the damage you deal.  If this brings your damage down to 0 then you have failed to penetrate their armor and therefor deal no damage.

a. However, when you succeed in hitting a target, even if they soak all of your damage, you may still damage their armor.  Armor has different layers, the first layer is the magical protection layer, followed by the shield layer, the body armor layer, and the natural layer.  Each layer must be breached in order to succeed in damaging a target.  However, each time one of these layers is breached (even if the rest are not) the layer that was breached takes a point of damage.

Example:

Furdash Wondrain the Dwarven berzerker is fighting a Black Dragon.  Furdash is wearing a ring of protection +2, which grants him 2 soak.  He is also wielding a kite shield (4 soak), is wearing dwarven full plate (10 soak), and has an 11 physique, which gives him 1 soak.  In total Furdash has 17 soak.  The Dragon attacks him and hits (Furdash is easy to hit because he wears so much armor) and deals exactly 17 points of damage.  Furdash soaks all of the damage and takes none.  However, the attack breached his magic protection layer (2) but since rings of protection have no durability it is not damaged.  It also breached his shield layer (4) and his kite shield takes a point of damage.  His body armor layer was also breached (10) and therefor his full plate takes a point of damage.  The Dragon’s attack was not completely stopped till it reached his natural layer (1).

4. Death – Once a character reaches 0 hit points then he/she is knocked unconscious.  The character is not dead until they reach negative hit points equal to their physique.  It is possible that a particularly deadly blow could kill a character straight out, but only if it takes them farther below 0 hit points than their physique.

A. For every round that a character remains  unconscious without aid they lose 1 hit point due to blood loss, this will result in their eventual death.

a. If a character with some knowledge in healing makes a successful proficiency check they can stabilize the wounded character and stop the loss of hit points.

b. If a wounded character receives some magical form of healing they will immediately return to 0 hit points and stabilize.

5. Specialization Chart – A character who is skilled with a weapon is more of a threat than someone who isn’t.  To reflect this specialization exists, the different levels of specialization have different effects.
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6. Defensive Actions – On many occasions a character will wish to try to take defensive actions when being attacked, this can take the form of either parrying or dodging.  Some attacks, especially those by creatures much bigger than you can not be parried, but all non magical attacks can be dodged.

A. Parrying – If a character wishes to parry he may use one of his attacks for the round to make a contested melee roll against his attacker.  If he succeeds then the attack has been deflected, otherwise the defender has been hit, regardless of what his defense is.

B. Dodging – If a character wishes to dodge he may choose to either do an “all round dodge” or a “single action dodge”.  In both cases the character rolls a d20 and adds the result to his defense.  In the case of an “all round dodge” this takes the characters entire turn, but the result is applied to all attacks against him.  In the case of a "single action dodge” the result is only applied to the attack that the defender is trying to dodge, but it only takes one of his attacks.

Leveling Up 

1. Every character starts at 0th level and gradually works his way up to higher levels.  Each time a character gains a level he gains 10 leveling points which may be spent on the “leveling up doc”.  These points may be saved in order to buy more potent skills later.

2. Level Chart


Level



xp needed
0 0

1 500
2 1500

3 3500

4 7500

5 15500

6 31500

7 64500

8 100000

9 150000

10 200000

11 250000

12 etc…

2. When buying abilities up the normal price is 10 points.  However, if you already have some percentage towards an ability from proficiencies you can buy it up for cheaper.  Simply think of it as 1 leveling point buys you 10 percent towards raising an ability.  So buying an ability up from 0 takes 10 points.

3. Buying magic proficiencies gets very expensive.  In order to learn a new spell you must use a number of magic proficiencies equal to the rank of the spell.  In other words while Spark only costs 1 leveling point to learn, Flare costs 10.

Proficiencies

1. Just as with weapons a character can become specialized with other skills.  For every proficiency that a character puts into a skill they go up a tier of specialization (the same goes for weapons).  It is up to the gm to moderate how skilled a character can get.  For though it only takes 1 level and 4 leveling points to master a skill, under no circumstances should a character go to sleep one night and wake up the next as a master blacksmith.

A. When attempting an action that uses a characters proficiency, the character must make a roll against a difficulty on a d12.  The character gets to add the appropriate ability modifier (str, agi, int, etc..) and an additional +2 for each level of proficiency in the skill.  Normal difficulty is 7, the gm should feel free to raise the difficulty for extreme situations.

Example:

Ekebrandt Brigandine wants to set a snare around the perimeter of his camp.  The GM determines that the grounds are favorable for this so the difficulty is only 7.  Ekebrandt roles a d12 and gets a 4.  He adds 3 from his intelligence bonus (because setting snares is based off of intelligence) and another +2 because he is proficient in setting snares.  His total ends up being 9, and he succeeds.

B. Sometimes instead of going against a difficulty proficiencies become contested rolls.  This usually happens when you are trying to sneak past someone, or hide when someone is looking for you, etc.

Example

Yujenisis the Drow is trying to sneak past a guard.  Yujenisis rolls a 6 on his d12, then he adds 4 (from his agility) and another 6 because he is adept at moving silently for a total of16.  The guard rolls a 9 then adds 2 (perception) and another 2 because he is proficient in alertness for a total of 13.  16 is greater than 13 and Yujensis succeeds in sneaking past.

Magic

1. Casting spells – Casting spells requires the expenditure of Spirit.  A characters spirit regenerates completely if the character gets 8 hrs of rest.  If a character ever has 0 spirit he falls into a coma and it takes 1d4 weeks for his spirit to return.  When a spell is cast each point of spirit spent into it makes it bigger, last longer, or do more damage.  This is talked about more in the disciplines document.

A. As a character advances in rank his spells also become more dangerous.  For example a rank 1 fire mage casting spark does 1d4 per point of spirit spent, where as a rank 3 fire mage does 1d8.  For each rank a mage increases the damage of his spells rises by a die, until it reaches d20.

2. Resisting Magic – When  a spell is cast at you and you wish to resist it you may make a saving throw.  On your character sheet you have a score called saving throw, you must roll a d20 and get this number or higher in order to resist the spells effects.  On damage spells this means you take half damage, and on status effecting spells this means you resist the effect.

A. If the spell is of an Element you are weak against you will take double damage, but you save for normal.  If the spell is of your own element, then you take half damage and save for none.

a. Elemental Chart
Element
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Fire

  Water

Water

   Air

Air


   Earth
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B. The casters spirit bonus also raises your saving throw making it more difficult to resist his spells.

