Non Weapon Proficiencies




Attribute

Agriculture






Int

Ancient History






Int

Animal Handling






Int/Cha

Animal Lore






Int

Animal Training






Int/Cha

Appraising






Int

Armorer







Phy/Int

Artistic Ability






Cha/Spi

Astrology






Int

Blacksmithing






Str

Bowyer/Fletcher






Int

Brewing 






Str

Carpentry






Int/Str

Charioteering






Agi

Cobbling






Agi/Int

Cooking







Int

Dancing







Agi

Direction Sense






Per

Disguise







Cha

Etiquette






Cha

Endurance






Phy

Engineering






Int

Fire-building






Int

Fishing







Agi/Per

Forgery







Agi/Int

Gaming







Cha

Gem Cutting






Per

Healing







Spi

Heraldry







Int

Herbalism






Int/Spi

Hunting







Agi/Int

Juggling







Agi

Jumping







Str

Languages, Ancient





Int

Languages, Modern





Int

Leatherworking






Int

Local History






Int

Mining







Str/Phy

Mountaineering






Str/Phy

Musical Instrument





Cha/Spi

Navigation






Int

Pottery







Agi/Spi

Reading/Writing






Int

Reading Lips






Per

Religion







Spi

Riding, Airborne






Cha/Agi

Riding, Land based





Cha/Agi

Rope Use 






Agi

Running







Phy/Str

Seamanship






Agi/Int

Seamstress/Tailor






Agi

Set Snares






Agi/Int

Singing







Spi/Cha

Spellcraft






Int/Spi

Stonemasonry






Str/Phy

Survival







Phy

Swimming






Str/Phy

Tightrope Walking





Agi

Tracking






Int/Per

Tumbling






Agi

Weather Sense






Int/Spi

Weaving






Int

Weapon smithing






Str/Int

Ventriloquism






Chr/Int

Weapon Proficiencies




Attribute

Teeny Dart






Agi

Needle Rapier






Agi

Knife







Agi

Dagger







Agi

Dart







Agi

Short Sword






Agi

Gladius

 





Agi/Str

Ninja-to







Agi

Rapier







Agi

Saber







Agi

Long Sword






Agi/Str

Falchion







Agi/Str

Cutlass







Agi

Broad Sword






Agi/Str

Bastard Sword






Str

Katana







Agi

2H Sword






Str

No-Dachi






Str/Agi

Great Sword






Str/Phy

Hatchet







Str/Agi

Hand Axe






Str/Agi

Battle Axe






Str/Phy

Scythe







Agi

2H/Pole Axe






Str/Phy

Great Axe






Str/Phy

War Hammer






Str

Club







Str

Staff

 





Agi

Mace







Str

Flail







Str/Agi

Morning Star






Str/Agi

Maul







Str/Phy

Great Mace






Str/Phy

Teeny
Spear






Agi

Javelin







Agi

Spear







Agi/Str

Trident







Agi/Str

Awl Pike






Str/Agi

Halberd







Str/Agi

Long Spear






Str/Phy

L. Lance







Agi

M. Lance






Str/Agi

H. Lance






Str/Agi/Phy

Blowgun






Agi

Sling







Agi

Staff Sling






Agi



Shortbow (FA)






Agi

Longbow (SA)






Agi

Hand Crossbow






Str

Light Crossbow






Str/Per

Heavy Crossbow






Str/Phy

Ballista

 





Str/Phy

Whip







Agi

Chain







Agi

Brass Knuckles






Str

Nail Bat







Str

Helmet Spike






Str

Chair







Phy

Shovel







Str

Caber







Str/Phy

Barrel







Str

Lute







Cha

Bottle







Str

Sap







Str

Wooden Leg






Spi

Frying Pan






Str/Int

Combat Proficiencies

1/agil/Single Weapon Style Specialization – This style of fighting gives the combatant a +2 to defense for 

the purposes of attacks against him while he is using a one-handed weapon and has his other hand free. This proficiency can be taken up to twice. 

1/agil/Two Weapon Style Specialization – This Proficiency Reduces the penalty for fighting with two 

weapons from –2 for the dominant-hand weapon and –4  for the off-hand weapon, to –1/–2, or no penalty if the combatant is ambidextrous.

1/str/Two-hand Style Specialization – This proficiency allows the fighter to use his strength and the 

weight of his weapon to his advantage. In order for opponents with smaller weapons to parry his two-handed attacks they must succeed in a contested strength roll or their parry attempt will fail. In addition, when using certain one-handed weapons two-handed the combatant gains a +2 to damage.

1/str/Weapon and Shield Style specialization – This proficiency allows the combatant to make one

additional melee attack with his shield. This can either be used for a parry or a shield-bash dealing d3 damage plus his strength bonus.  If the combatant deals more damage than the targets physique the target must make a successful physique check or be knocked over.  Unless the combatant is Ambidextrous or takes this skill twice he will receive a –1 to hit with his good hand a –2 with his bad.

1/agil/Pre-emptive shot – With this proficiency, when the combatant has a missile weapon readied he can 

make an attack before initiative in the first round of combat.  

1/agil/Blind Fighting – This pr oficiency reduces the penalty for fighting while blind from –4 to hit

 to –2. While using this proficiency in combat, opponents get a –30% to their ability to move silently against you.

1/agil/Ground Fighting – This proficiency allows the combatant to fight while prone or prostrate with no 

penalty.

1/agil/Instant Stand – A combatant possessing this proficiency can regain his feet by sacrificing only one of 

his attacks instead of his entire action.

1/agil/Underwater Fighting – This proficiency allows the combatant to fight underwater with any thrusting 

weapon with no penalty.

1/str/Cleave – This Proficiency calls upon the combatant’s brute strength.  This allows any extra damage 

left after killing an opponent to continue on to the next nearest opponent.  The combatant must make another attack roll.

1/agil/Blinding Strike – This attack can only be used on the first round of combat, and grants the combatant 

a –4 to his initiative.  If the combatant beats a –5 on his initiative roll he gains an additional attack.  If the combatant misses with the blinding strike he is off balance and has an effective agility of 1.

1/agil/Feint – With this proficiency the combatant sacrifices an attack in order to throw his opponent off

 guard and gain a +2 to hit on his next attack.  

1/agil/Quick Draw – This allows the combatant to spend no attack instead of the usual one.

1/agil/Dash and Slash – This attack can only be used if the combatant is at least 10 ft away from his 

opponent.  The combatant rushes his opponent and attempts to successfully attack and get out of range of his opponent.  Unless the combatant’s opponent beats him on initiative he can not be attacked.

1/agil/Arrow Parry – This skill allows the combatant to attempt to parry a missile attack it is obviously 

more difficult to parry a missile attack so the combatants defense rating is 2 worse.

2/int/agil/Armor Break – The practitioner of this skill has studied armor extensively, and can lower its 

effectiveness with a successful hit.  If the attacker can do as much damage as the opponent’s armor’s soak rating with a single attack, it’s soak rating is reduced by one.  This attack must be directed against a single piece of armor, and cannot effect natural armor.

2/agil/Aerial Combat – This proficiency can only be taken by characters who can fly.  It allows the caster to 

charge as though they were mounted, the victim can only retaliate if they win initiative.

2/str/Stance Offensive – This proficiency allows the combatant to assume a more offensive fighting stance.  

This gives the combatant a +2 to his melee rating and a –2 to his defensive rating.

2/agil/Stance Defensive – This stance allows the combatant to concentrate more on defense.  This gives the 

combatant a temporary +2 agility and a +2 to defense as well as a –2 to his melee rating.

2/agil/Stance Evasive –2 initiative when dodging or fleeing and the combatant receives a –2 to any damage 

roll he attempts to make.

2/agi/Speed Ploy – With this technique the combatant spends a round trying to overwhelm his opponent

with a flurry of less powerful strikes. These attacks start at –2 to hit and continue with an additional –2 for each attack thereafter (-2, -4, -6, -8….) until the combatant misses. One may not count one’s strength bonus toward damage with this maneuver.

2/str/Great Blow – When using this attack the combatant spends the entire round preparing for one 

devastating attack. This attack will do double damage and force the victim to win a contested 

strength roll or be knocked down.

3/agil/Improved Aerial Combat – grants a +2 def while in the air, grants 1 reflexive dodge per round, while 

flying, and –2 ini.

3/agil/Spell Dodge – This proficiency allows the combatant to attempt to dodge a non area-affect spell cast 

at him.  The caster must make a contested dodge roll with the combatant where the caster gets a +1 to his missile rating for every rank he possesses as well as adding his intelligence bonus.

8 (free for Thorn) /phys/Thorn Storm – This attack shoots thorns in all directions from the attacker, missing 

all allies, and hitting all enemies within 30 feet with 1d8 thorns for 1d4 points of damage each.

