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Perilous

“Perilous” is the working name for a paper-and-pencil RPG system under development.  The name is chosen because I believe that the use of the “peril” statistic is one of the more distinguishing features of the rules, and because I don’t presently have any better ideas.

The system is not yet complete.  In particular, it’s wanting for a lot more content; there are basically only techniques for melee and arcane weapons and five (out of seven planned) schools of magic, and even if you were to focus only in those areas, you’ll probably find the lists wanting starting around level 10-15.  The core skills are in the list, but there should be a lot more, and the callings only cover the most basic character archetypes.

Still, I believe there’s enough information here that you could create some characters (within a limited range) and play out some adventures, if you wanted.
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Statistics

The following are used to quantify the abilities of characters in the game.

Attributes
Strength (STR)—Affects attack damage, weight allowance

Dexterity (DEX)—Affects accuracy/finesse, ability to avoid attacks

Vitality (VIT)—Affects ability to survive wounds, endurance, resistance to degenerative effects

Artifice (ART)—Affects ability to cast spells or manipulate magic items

Willpower (WIL)—Affects ability to gather or deflect magic power, resistance to mind-altering effects

Spirit (SPR)—Affects grace, mental stamina, resistance to demoralizing effects
A first-level human starts with 8 in any 5 attributes and 7 in the last, plus 5 bonus attribute points to distribute between them as desired.  No attribute may exceed 11 at level 1. 
Characters can take damage to attributes, which reduces their effective values until it is healed, and attributes can also be temporarily increased or reduced by a variety of other effects.  If any attribute is reduced to 0 (or lower) due to a penalty from the character’s equipment, the character may not take any action except to remove equipment.  If any attribute is reduced to 0 (or lower) in any other manner, the character is incapacitated in whatever manner makes the most sense or is most convenient to the plot (similar to being incapacitated due to wounds, see below).
Resource Stats

All characters have a variety of “resource” statistics, which can be accumulated and spent (particularly in battle).
Wounds are a measure of how hurt someone is, and are acquired as you take damage.  If a character’s wounds ever exceed ten times his vitality, he is considered to be incapacitated in whatever manner makes the most sense or is most convenient to the plot.  Nameless monsters will probably be considered dead when incapacitated; player characters will usually just be considered unconscious.
Peril is a measure of the precariousness of your situation.  Your peril increases when someone is getting the better of you in a fight, when you overreach your abilities, or generally do anything markedly dangerous.  Peril doesn’t do anything on its own, but it can be spent by opponents to fuel special attacks against you.  Note that it is illegal to “spend” the peril of yourself or your allies.
Grace is a measure of your poise or providence.  Good things happen to people, especially where magic is involved, but you need to be properly situated or it will do you no good.  Grace doesn’t do anything on its own, but it can be spent by yourself or allies to fuel healing or other beneficial effects targeted at you.  A freshly-rested character generally has grace equal to ten times his spirit.  Note that it is illegal to “spend” the grace of your foes.
Fatigue is a measure of how physically tired you are.  Whenever you attempt a roll for a physically strenuous activity (most notably finesse, damage, and defense rolls), lower the result by your fatigue divided by your vitality (rounded down).
Exhaustion is a measure of how mentally tired you are.  Whenever you attempt a roll for a mentally strenuous activity (most notably gathering mana, casting a spell, or deflecting magic), lower the result by your exhaustion divided by your spirit (rounded down).

Mana is a measure of how much magical power is being actively contained in your body.  You need to have mana in order to fuel spells and other magical effects.

Skills

Skills represent ability acquired through practice or training.  All skills begin at rank 0 (untrained) and can be raised one rank at a time, with each rank costing a number of skill points equal to the numerical value of that rank; thus first rank costs 1 point, second rank costs another 2 (cumulative cost 3), third rank costs another 3 (cumulative cost 6), etc. as shown in the table below.
	Rank
	Incremental Cost
	Cumulative Cost
	
	Rank
	Incremental Cost
	Cumulative Cost

	1
	1
	1
	
	11
	11
	66

	2
	2
	3
	
	12
	12
	78

	3
	3
	6
	
	13
	13
	91

	4
	4
	10
	
	14
	14
	105

	5
	5
	15
	
	15
	15
	120

	6
	6
	21
	
	16
	16
	136

	7
	7
	28
	
	17
	17
	153

	8
	8
	36
	
	18
	18
	171

	9
	9
	45
	
	19
	19
	190

	10
	10
	55
	
	20
	20
	210


Note that the cumulative cost of raising a skill to rank n is equal to n*(n+1)/2.

To use a skill, generally roll 1d20, and add to the result your skill rank plus your most relevant attribute.  A roll of 20 explodes, meaning that if you roll a 20, add another d20 to your roll (continue adding dice until you roll something other than a 20).  Compare this to a task difficulty (Dif.) determined by the GM or to another skill roll made by some opposing character.  If your roll is greater than or equal to the opposing difficulty or roll, your roll has succeeded, and you have “successes” equal to the difference between the rolls (in many cases, your successes can be “spent” to achieve various effects).  When rolling against a difficulty, a die result of 1 is always considered failure, unless the GM decides this does not make sense under the circumstances (this rule does not apply to opposed rolls).
A first-level character starts with 50 skill points to distribute as desired between any skills the GM agrees the character could plausibly be acquainted with (e.g. you can start knowing how to use a sword, but not with knowledge of the secret society you’ll meet half-way through the campaign, unless the GM allows it).
Combat

Combat is divided into rounds, each representing a small window of time (around 5-10 seconds).  In each round, each participant can take one movement action and one combat action.  A movement action most often consists of running.  A combat action is generally making an attack, gathering mana, casting a spell, or performing a special combat maneuver.  Forfeiting one of these actions confers no bonus of any kind on the other (this doesn’t always make sense, but it makes chase scenes much more interesting).

Depending on how much work you’re willing to invest in the details, you can either have all characters roll initiative (1d20+DEX) to determine their order of action, or you can just go around in a circle.
Similarly, different groups may desire very different levels of precision in tracking combatants’ positions and their movement rates.  All speed modifiers (from techniques) are specified with high resolution for the players who want it, but heavy rounding is encouraged if you’re not using a gridded map to track positions.

Anything that doesn’t have an explicit range bonus only works at “melee range.”
Attacks

A standard attack requires two rolls.  First, you make a finesse roll, which determines how precise and artful your attack is.  This is 1d20 + DEX + finesse skill.  Your opponent makes a defense roll, 1d20 + DEX + his chosen defense skill (if the opponent is caught unawares, or is otherwise unable or unwilling to defend himself, use only 1d20 with no modifiers).  If the finesse roll exceeds the defense roll, the attack has connected with the target.
If the finesse roll was successful, the attacker next makes a damage roll, which determines how effective the attack is at penetrating defenses and generally causing harm.  This roll is 1d20 + STR + damage skill.  The opponent makes a tolerance roll, which is 1d20 + damage resistance (e.g. from armor).  If the damage roll equals or exceeds the tolerance roll, the target suffers wounds equal to the difference between the two rolls, and also has his peril increased by the difference between the finesse and defense rolls.  (Note that an attack that ties on the finesse roll is considered to hit, but adds no peril, and an attack that ties on the damage roll is considered a success, but deals no damage.  Also note that both rolls must succeed for either peril or damage to be applied to the target.)
Making a standard attack incurs one fatigue, whether it succeeds or not.  There are many things that can modify this cost, but no matter how many modifiers you have, there is always a minimum cost of one fatigue for every attack.

Defense Skills and Multiple Opponents

There are three defense skills that can be added to a defense roll:  dodge, parry, and block.  Only one of these may be used against a given attack.  Dodging is only permitted if you have freedom of movement; parrying is only permitted if you have some hard, rigid object in hand to parry with, and is generally ineffective against projectiles; blocking cannot be directly trained, but you can obtain blocking bonuses from a shield.  You also have the option of using none of these skills, and applying only your DEX to your defense roll.

It is more difficult to avoid melee attacks when multiple opponents attack you simultaneously.  After making a defense roll, your maximum defense bonus on any further melee defense rolls that round using the same defense skill is limited to your margin of success on the defense roll (0 if the attack hit you).  For example, Bob has 10 DEX and 5 dodge makes a defense roll (1d20+15) and beats the Alice’s finesse roll by 5.  If Bob has to dodge a second attack in the same round, he can only roll 1d20+5 instead of 1d20+15.
You can choose to use a different defense skill against other attacks in the same round, but your DEX bonus for any defense is limited by the maximum applied to any of your skills.  If Bob has 3 ranks in parry, then he could choose to try to parry the second attack instead of dodging it.  His previous defense cap of 5 applies to his dodge skill, so he can use the full bonus from his parry skill (3), but his DEX bonus is still limited by the previous cap (5), so he rolls 1d20+8.

Defending with no skill applies a cap only to your DEX bonus.

All defense caps are erased at the end of a round, and so are generally only important when fighting multiple opponents simultaneously.  Also note that defense caps only interact with melee attacks; ranged attacks do not set defense caps, nor are you limited by defense caps when defending against ranged attacks. 

Gathering Mana

Before casting a spell, or activating other magical effects, you must gather mana.  Gathering mana and casting a spell are each combat actions, and so generally cannot both be done on the same round.
Gathering mana is a skill roll of 1d20 + WIL + gather mana skill against a difficulty of 15 (this difficulty can be higher in areas with a resistance to ethereal flow or lower in areas especially conducive to magic).  If this roll succeeds, you gather mana equal to the margin of success (if you succeeded by 0, you still gather 1 mana).  Whether it succeeds or fails, you always incur 1 exhaustion from gathering mana.
If you already have mana, but want to gather more, the difficulty of the roll is increased by one half your current mana (rounded down), and you still incur 1 exhaustion from the renewed attempt.  If you succeed, you gain mana equal to your margin of success, added to your previously stored mana.  If you fail the roll, you lose all the mana you’ve stored by prior attempts.

If you do not gather mana during a round but have some stored at the end of the round, you can either voluntarily discharge it (losing it all) or make a skill check to maintain control of the mana you’ve stored.  This roll is exactly like the roll to gather more mana (including the penalty for mana stored), except that it does not count as a combat action, and your stored mana does not increase if you succeed.  Also, you only incur the cost of 1 exhaustion if you fail this roll; on a success, there is no cost. 

Casting a Spell

Once you have some mana stored, you can cast a spell.  Casting a spell always requires at least 1 mana, and may require more, depending on what casting techniques you apply.  Regardless of how much mana a spell requires, casting it always uses up all of your stored mana; if you have more than the required amount of mana, each extra point of mana adds a +1 bonus to your casting roll.  Casting a spell also incurs 1 exhaustion by default.  As with attacks, many things may modify the exhaustion and mana costs of a spell, but it always costs a minimum of 1 mana and 1 exhaustion.
Casting a spell is a skill check of 1d20 + ART + the lowest casting skill from which you have drawn any techniques (note that arcane weapon skills do not count as casting skills and are never used for this roll).  If you applied no techniques, you may use any casting skill you possess, or your gather mana skill.

If the target wishes to resist its effects, they make a resistance roll, using modifiers described in the spell technique you’re using.  If you use more than one spell technique, or target more than one opponent, you roll against the highest possible resistance of any target to any effect.  If your spell doesn’t target a character, or the target doesn’t choose to resist, compare your casting roll to the base difficulty you would use for gathering mana (15 by default).  The quality of success of your spell depends on the difference between your roll and the opposed roll (or difficulty).
A spell with no techniques applied doesn’t do anything interesting; it just creates a shower of ethereal sparks, which might serve as a demonstration of your approximate casting ability, but not much else.  However, there are a variety of spell techniques that allow you to spend your successes to achieve various more practical effects.  If you fail the casting roll, the spell fizzles and has no effect. 

Techniques

Attacks, spells, and other combat actions can often be modified by techniques.  Some skills have a list of possible techniques associated with them (each with a minimum skill rank requirement); whenever a character gains a rank in a skill, she may also learn any technique associated with that skill (of equal or lower rank).  That technique can then be applied at will to any action of the appropriate type (though there may be some cost for using it).

Temporary changes to your skill (such as from a spell or a weight penalty) do not cause you to learn or forget techniques, but if your skill is temporarily lowered to less than the required rank for a technique you know, then you cannot use that technique until your skill is back up to the required rank.

By default, only one technique can be applied to each action, but there are a lot of ways to extend this limit (most notably maneuvers; see below).   If you are allowed to apply more than one technique to an action, you may not apply the same technique twice, unless you have learned the technique twice, or the technique is granted from some other source (such as a weapon bonus).
Once learned, a technique can be applied to any action of the appropriate type, even if the skill doesn’t seem to be appropriate; for example, you can apply a technique you learned from your sword skill to an attack you make while wielding an axe.  There is no penalty for using cross-skill techniques, except for the special case of casting a spell, where combining techniques from different casting skills forces you to use the lowest of those casting skills for your skill roll (applying spell techniques from non-casting skills incurs no penalty). 

Spending vs. Tapping

Many techniques allow you to “spend” or “tap” a resource in order to produce some effect.  Spending successes means the effect is limited by the margin of success in your roll to perform the action (successes spent on one effect can’t be used for anything else).  When dealing with grace or peril, “spending” means using up your own and “tapping” means using up the target’s (you may sometimes be the target of your own action, in which case you’re using up your own in either case).  Recall that you cannot tap the peril of an ally or the grace of an enemy.
If a single action can both inflict peril and tap it, it is permitted to tap the peril simultaneously with creating it.

Maneuvers

A maneuver is a special attack or spell that a character has refined and practiced, until the she can reliably perform a more complicated action than she otherwise could.  Maneuvers are permitted to use one more technique than your character could otherwise apply to that type of action, and you receive a +2 bonus to your skill rolls (e.g. finesse, damage, casting) when performing a maneuver.

If a skill has techniques associated with it, then that skill also permits the character to create and learn maneuvers.  For each rank in such a skill, the character has the option to learn one maneuver.  This maneuver may incorporate techniques from several different skills, but must include at least one technique learned from the same skill.  You may choose to include techniques that you don’t know but that you are currently capable of performing (e.g. from a weapon), but you can only perform a maneuver as long as you have access to all the required techniques.  Each maneuver the character chooses to learn costs 2 skill points.

Once created, a maneuver generally cannot be modified on-the-fly.  You cannot decide in the middle of a battle to add or remove techniques; if you’re going to use the maneuver, you must use it as you created it (the Masterful Technique talent described on page 9 is an exception to this rule). 
Action Costs
The base cost of an attack (before techniques) is one fatigue.  The cost of an attack can never be reduced below one fatigue, no matter what modifies the cost.
The base cost of a gather mana action (before techniques) is one exhaustion.  The cost of gathering mana can never be reduced below one exhaustion, no matter what modifies the cost.

The base cost of casting a spell (before techniques) is one exhaustion and one mana.  Casting a spell always costs at least one exhaustion and at least one mana, no matter what modifies the cost.

The base cost of a special combat action is zero.  The cost of a special action can never be reduced below zero, no matter what modifies the cost.  A special combat action has no mechanical effect unless modified by a technique.
No character may perform any action with a fatigue cost higher than her VIT or an exhaustion cost higher than her SPR.
Note that anything listed as an effect of a technique is not considered a cost.  So, for example, casting a healing spell on yourself can “cost” you negative damage, because the healing is not considered a cost.  The costs of an action should be applied after making all rolls for that action but before its effects are applied, so the effects of an action might undo the costs (for example, a spell that removes exhaustion from the target, directed at the caster, could remove the exhaustion incurred by casting the spell).
Multiple Effects or Targets

By applying various techniques to an action, it may be possible to use your successes on that action for more than one purpose, or the action may affect more than one target.

This is not as powerful as it sounds.  First of all, you make a single roll against whatever target’s resistance is greatest.  If you deal slashing damage to two targets, your opponents make a single tolerance roll using whoever’s slashing resistance is greater.  If you use a spell effect resisted by VIT and another resisted by WIL in the same spell, the target defends with whichever is higher, etc.

Secondly, and more importantly, whenever some effect’s strength is based on your successes, you divide your successes between all relevant effects and targets.  You can divide them however you want, but each success only fuels one effect.  So, if you attack two targets, and get 10 successes on your damage roll, you could inflict 10 damage on one target, or 5 on each, but you couldn’t inflict 10 on each.
When a single action generates several effects, the actor can choose to apply the effects in any order; for example, if one technique lets you generate peril and another lets you tap peril, you can use the first to generate peril and then immediately tap it with the second.  If the effects are variable-strength (e.g. spend X success to inflict X wounds), you can apply part of one, then apply another, then come back and apply more of the first effect, as long as you don’t overspend any resource or exceed the limit of any individual effect.
If a technique allows you to spend successes up to some limit, the specified limit is per target. If a technique allows you to tap the target’s peril or grace, you may tap from each target separately (up to the maximum specified by the technique), but the effects of each tap apply only to that target.  If a technique has a fixed effect (does not require you spend successes, peril, grace, or other resources), it applies separately to every target.
Stacking

Short version:  everything stacks, unless stacking would actually be nonsensical.  If two effects are absolute and contradictory (e.g. “change damage type to fire” and “change damage type to lightning”), then whichever has a longer duration overrides the other, but numerical effects always combine.
If some buff or other effect is balanced, that means that the cost of getting it is supposed to be balanced against the benefit of having it, and if two instances of something aren’t balanced against one, then it’s likely that one wasn’t balanced against zero, either.  In many games, buffs are “balanced” on the principle that everyone of a certain power level will necessarily have them in order to compete, rather than as bonuses, and then stacking restrictions are added because it’s only logical for people to try to get as many as they possibly can.  This method isn’t adding real options or variety to the game, it’s just raising the bar for everyone.

Additionally, the ability to create some beneficial or harmful effect generally requires a real investment of character resources, and it is eminently unfair to deprive someone of all the benefits of their character’s shtick just because someone came along with a slightly better non-stacking version.  There is no reason that the party should benefit from more than one nuker, more than one healer, and more than one tank, but only one buffer.
So…everything stacks.  The same spell cast by two people on the same target stacks (meaning that each instance provides its normal bonus for its normal duration and the spells are tracked separately).  A single caster using the same spell twice on a single target produces stacking effects.  Learning two copies of the same technique (or different techniques) and applying them both to the exact same spell (or other action) gives you the benefits of both (and the costs of both).  If a technique lets you spend up to X successes doing something, then having it twice lets you spend up to 2X successes doing that thing.  It is permitted and even expected in some cases that players will do things like this.
Desperation

All characters automatically receive a fighting technique called desperation.  Desperation has no skill requirement and is always considered a masterful technique, meaning that it does not count towards the limit to the number of techniques that can be applied to a single action, and can be added on-the-fly to maneuvers.

Desperation causes your fatigue penalty to be added to your peril, rather than subtracted from your finesse and damage rolls for the attack.  However, it doubles the fatigue caused by the attack after all other modifiers (and consequently raises the minimum fatigue cost of the attack from one to two).  Recall that characters can’t perform attacks with a fatigue cost larger than their VIT, so you won’t be able to use desperation on your more tiring attack maneuvers.
Weapons and Armor
There is a separate skill for each general class of weapons (e.g. swords, axes, bows, etc.).  Additional weapon classes (with their associated skills) can be created for more unusual weapons at the GM’s whim.  A skill rank of 1 is necessary to be proficient with any weapon. 

A weapon has an associated skill, an attack type, a list of bonuses, a weight, a damage type, and possibly an essence.  Bonuses and weight are described below.  Damage type just determines what resistances the target is allowed to add to his tolerance roll.  Attack type (not to be confused with damage type) determines what techniques can be used when attacking with that weapon, and is either ranged or melee, with melee subdivided into slashing, piercing, and crushing (note that slashing, piercing, and crushing are used as names for both attack types and damage types; the attack type and damage type of a melee weapon usually match, but this is not a mechanical requirement).
Armor requires no proficiency, but there is a single “armor” skill that reduces encumbrance penalties from armor.

Weapon Bonuses and Proficiency Points

Most of the mechanical attributes of a weapon are encompassed by the weapon bonuses.  These generally come in the form of skill/stat bonuses or bonus techniques, with associated proficiency costs.  For example, a basic sword might have a bonus list that looks like this:

+3/3 Finesse

+3/3 Damage

+3/3 Parry

The first number is the bonus conferred; the number after the slash is the cost in proficiency points (PP) to activate that bonus.  If you were using this sword and had 6 PP, you could choose to have a +3 bonus to your finesse roll and a +3 bonus to your damage roll, or you could choose to have +3 finesse and +3 parry, but you couldn’t use all of the bonuses at once (that would require 9 PP).

You normally have PP equal to your skill rank in the weapon you’re using.  You can change your allocation of PP every round to suit your situation.  You don’t need to decide how to allocate PP at the start of the round, but you should declare whenever you are using one of the bonuses on your weapon, and once you’ve used a bonus, you can’t use those PP for anything else until the next round.  However, if you make more than one roll on which the bonus applies (e.g. you parry twice during the round), the bonus applies every time.
Additionally, you can choose to use (and pay for) only part of a bonus, whenever this makes sense.  For example, with 6 PP and the above sword, you could choose to use +2 finesse, +2 damage, and +2 parry in a round—that +3/3 finesse bonus is equivalent to having three +1/1 bonuses.  When you only pay part of a bonus’s cost, you get the same fraction of the benefit, rounded down.  For example, a +3/5 bonus would require 2 PP to get the first +1 bonus, or a +3/2 bonus would only give a +1 benefit for the first PP paid.

When a weapon gives an indivisible bonus, the description will just begin with “/#” to indicate the cost.  For example: 

/3 Disarm

/5 *Shocking

This indicates that the technique “disarm” can be applied to any attack made with this weapon (even if the character doesn’t know or doesn’t qualify for that technique) at a cost of 3 PP, or the technique “shocking” can be applied for 5 PP.  When the technique’s name is preceded by an asterisk (*), then it is treated like a masterful technique (see Talents, p. 10), meaning that it doesn’t count against the normal limit to the number of techniques allowed on a single attack, and can even be added at will to maneuvers.  If there is no asterisk, then the technique cannot be added on-the-fly to a maneuver, and counts against your limit to the number of simultaneous techniques. 
Martial Weapons

Martial weapons are the most common type; they include swords, knives, axes, bows, spears, etc. and are designed for cutting, stabbing, or battering your opponents into submission.  Martial weapons mostly share the same set of techniques, but some techniques are restricted by attack type.
Arcane Weapons

Arcane weapons include wands, staves, etc. and are primarily designed to act as focusing devices for magical power, rather than as instruments for hitting things with.  As such, the weapon bonuses on arcane weapons will generally provide bonuses to casting skills, rather than to fighting skills like finesse.

Arcane weapon skills also grant techniques used in casting or gathering magic, rather than in attacking.  However, you can still use an arcane weapon to attack, and that attack can be modified by any fighting techniques you’ve acquired from other sources (including martial weapon skills).
Exotic Weapons

Exotic weapons have highly specialized properties or fighting styles associated with them, and each have a unique list of techniques, rather than sharing those common to martial or arcane weapons.  However, as with arcane weapons, remember that when attacking with a weapon, you can use techniques learned from other skills, as long as the techniques are of a suitable type for the action you’re making.
Shields

Unless a weapon logically requires two hands (like a bow), you can choose to wield a shield at the same time.  Shields function in essentially the same way as weapons, except that you can’t attack with them.  Shields have “weapon bonuses” (which generally improve block or damage resistances) limited by the PP granted by the character’s shield skill. 

Note that your shield skill is never added directly to a defense roll; the three defense skills are dodge, parry, and block.  Block cannot be trained, and the main way to get it is through bonuses on a shield (using proficiency points granted by your shield skill). 
Any defensive bonuses received from your shield only apply when you choose to block attacks; even if the bonus is to something other than blocking (such as damage resistance), you can’t use it while dodging or parrying.
Armor

Armor does not use proficiency points; you always receive all bonuses conferred by any armor you are wearing.  You can layer several pieces of armor on top of each other; you receive bonuses (and penalties) as if they were a single piece of armor with all of their combined bonuses, weight, and essence.
Weight and Encumbrance

Weapons, shields, and armor all have a “weight” rating.  This doesn’t literally mean the item’s weight, but is a general measure of how cumbersome the item is to use.  You can call it “encumbrance” in your game if you really want, but “weight” is easier to say and write, so I’m going to stick with that.
If you are using a weapon or shield whose weight is greater than your STR, your corresponding weapon or shield skill is penalized by their difference.  This limits the number of PP you’ll have available for activating the weapon’s or shield’s bonuses, and for weapon skills, it also means you won’t be able to use any techniques requiring a skill rank higher than your modified weapon skill (any maneuvers using such techniques also become unusable).
If the sum of the weights of all the armors you are wearing is greater than your STR + armor skill, then your DEX is penalized by the difference.  This affects all rolls reliant on DEX, including finesse and defense rolls. 
Essence

Magical items have an “essence” rating, which measures how much magical control is required to use it effectively; this works similarly to weight.  If you are using a weapon or shield whose essence is greater than your ART plus your artifact skill, your corresponding weapon or shield skill is penalized by the difference.  If you are wearing armor whose combined essence is greater than your ART + artifact skill, then your WIL is penalized by the difference.
When attempting to use any other item with an essence higher than your ART + artifact skill, any magical bonuses or effects generated by the item are reduced by the difference, except where the item specifies some other result.

Using Both Hands

A character may choose to carry a weapon in each hand, but use only one at a time.  In this case, no special rules apply. 

When using both a weapon and a shield, if their combined weight exceeds your STR + shield skill, your weapon skill or your shield skill (your choice) is penalized by the difference (if taken to your shield skill, this penalty does not recursively increase this weight penalty, but any other penalties to your shield skill will increase it).  You may change whether this penalty applies to your weapon or your shield at the start of each round of combat.  This is in addition to any penalties resulting from their weights considered individually.
If a character wants to fight with two weapons at the same time, treat them as a single weapon with the combined bonuses, weight, and essence of both weapons.  If the weapons have different damage types, the attacker can choose on each attack which damage type to use.  If the weapons use different skills, the character must use whichever skill is lower (this restricts both PP and the list of available techniques).  When using two weapons, you may only use techniques (or maneuvers containing techniques) that are compatible with each weapon individually; for example, you cannot use a slashing technique when fighting with both a slashing weapon and a piercing weapon.
If the character has the dual wielding skill, reduce the weight of the lighter weapon by the dual wielding skill (to a minimum of 0) before calculating the total weight.  Additionally, when wielding two weapons of different types, your effective skill (for PP and technique use) is your higher weapon skill or your lower weapon skill plus your dual wielding skill, whichever is lower.
Using two shields at once works just like two weapons (combine the bonuses, weight, and essence of the shields), but dual wielding provides no bonus.  You may not make attacks while using two shields.
“In My Backpack”

There is no formal limit to the amount of equipment you can carry without using.  The GM should use some judgment here—you’re not supposed to walk around with an entire town in your backpack—but if you want to carry an extra bow strapped to your back or a spare suit of armor in your luggage, there is normally no penalty for this.
Changing your equipped weapon(s) and shield(s) takes a combat action.  Equipping or removing one piece of armor also takes a combat action (so removing one piece of armor and then equipping another takes 2 actions).

Non-Combat Abilities
Perilous assumes that all player characters are combat specialists, and that combat needs to be more detailed (and more finely balanced) than other aspects of the game.  Because less fidelity is needed in other areas of the game, and because combat balance would be disrupted if players were required to make trade-offs between their performance in and out of combat, Perilous uses a slightly different (and separate) set of mechanics for resolving most actions not directly related to combat.
All characters have non-combat abilities (NCAs) which represent special skills or talents not usually relevant in combat.  Several NCAs are listed beginning on page 30, and others may be added by the GM as appropriate for the campaign or setting.  However, you should use a skill roll instead of an NCA if an appropriate skill exists (for example, running, climbing, and swimming are covered by the athletics skill, and so no NCA is needed for them).

	NCA Rating
	Modifier

	Expert
	+10

	Adept
	+5

	Competent
	+0

	Incompetent
	-10

	Incapable
	N/A


There are five levels of proficiency a character can have in an NCA; in descending order of proficiency, these are expert, adept, competent, incompetent, and incapable.  A rating of “incapable” means that the character may not even attempt an action requiring that NCA; other ratings provide a bonus or penalty to rolls requiring that NCA (listed in the table to the right), which are combined with the most appropriate attribute to determine the total modifier.  The use of an NCA is then resolved like a skill roll, with the roll of a twenty-sided die, explosions on a roll of 20, and automatic failure on a roll of 1 for unopposed rolls.  Most NCA rolls are penalized for either fatigue or exhaustion, based on the attribute used.
All NCAs are classified as common, rare, or extraordinary.  The default rating for a common NCA is competent; the default rating for a rare NCA is incompetent; the default rating for an extraordinary NCA is incapable.  New characters receive five NCA picks, each of which can be used to raise the rating of one NCA by one category (from incompetent to competent, from competent to adept, or from adept to expert), but characters who are incapable in some NCA may not raise its rating with picks.  Thus, extraordinary NCAs may only be granted in special ways, such as racial abilities or plot devices.

Two additional NCA picks are awarded each time a character advances a class.
Callings

Each character has a calling in life; a certain area of expertise that that character naturally excels at.  These serve the same basic roll as “classes” or “professions” in many RPGs, except that callings represent your aptitude, not your training.  As such, you cannot “multiclass” with callings, and your calling never changes (of course, it can change, if it really needs to for dramatic or playability reasons, but that would be only slightly less extreme than creating an entirely new character, and always requires specific GM permission).

Most callings grant one or more of the following advantages:

Favored Skills

A favored skill is some skill that comes more easily to a character; as such, each skill rank in a favored skill costs 1 fewer skill points (therefore, rank 1 costs nothing, rank 2 costs 1 point, rank 3 costs 2 points, etc.).  Note that this is equivalent to the skill always being one rank higher than what you’ve paid for it.
Callings often let you choose between several favored skills; in this case, you do not need to make the choice at character creation.  You can defer your choice as long as you want, and make it at any time—for example, your character could dramatically discover she has a natural talent for sword fighting in the middle of a pitched battle.  The skill immediately rises one rank (to the rank it would have if it had been favored all along and you had invested the same number of skill points), which in turn allows you to learn a new technique, if appropriate.  Note that, since a rank of 1 is the requirement for proficiency with a weapon type, this may cause your character to become spontaneously proficient with a weapon.
However, once you have chosen a favored skill, you can never change it. 

Specializations

Specialization in a skill means that your character is particularly devoted to learning all the subtleties of that skill; accordingly, every time you raise that skill a rank, you learn two new techniques in that skill, rather than one.
It is allowed (even recommended) that you choose your specialization(s) and favored skill(s) to overlap, if possible.  However, unlike favored skills, the selection of a specialization cannot be deferred and must be made at character creation (mostly because applying its effects retroactively is time-consuming and error-prone).   Your specialization(s) can never be changed.
List of Callings

Fighter

Favored Skills:
Any two martial weapons


Any two of:  finesse, damage, dodge, parry, shield, 

dual wielding, armor

Specialization:
Any martial weapon

Special:
Can apply 1 additional technique to attacks


and 2 additional techniques to attack maneuvers
<Flavor Text>

Wizard

Favored Skills:
Any two of:  conjuration, evocation, geomancy, warding 


Any arcane weapon


Any one of:  gather mana, deflection, artifacts

Specialization:
Any one of:  conjuration, evocation, geomancy, warding

Special:
Can apply 1 additional technique to spells


and 2 additional techniques to spell maneuvers
<Flavor Text>

Healer
Favored Skills:
Any two of:  restoration, benediction, divination, warding 


Any arcane weapon

Any one of:  gather mana, deflection, artifacts
Specialization:
Any one of:  restoration, benediction, divination, warding
Special:
Can apply 1 additional technique to spells

and 2 additional techniques to spell maneuvers
<Flavor Text> 

Talents

Each character receives one of the following talents at character creation, and another each time that character advances to the next class (see Character Advancement, p. 12).  The selection of a talent cannot be deferred, and once selected the talent can never be changed.

Masterful Technique
A character with this talent can select any two known techniques to become masterful techniques; a masterful technique does not count towards the limit on the number of techniques that can be applied to an action, and can be applied (or removed) on-the-fly to maneuvers (of the appropriate type).  Masterful techniques may still only be applied once to an action, unless the character has learned the technique more than once (only one instance of the technique is considered masterful, unless it is also selected as masterful more than once).
A character may change which techniques are considered masterful each time that character gains a level; the previous masterful techniques are demoted back to regular techniques.

This talent may be taken more than once; each instance of this talent allows the designation of another two techniques as masterful. 

Shifting Style

All of the maneuvers known by a character with this technique become mutable; with one hour of practice, any mutable maneuver can be replaced with a different maneuver in the same skill (the new maneuver is also mutable).  It is recommended that a character with this talent generally be allowed to replace all mutable maneuvers any time the party camps for the night.

This talent may be taken only once.
Fighting Expertise

A character with this talent may incorporate one additional technique into each of his attacks, and two additional techniques into his attack maneuvers.
This talent may be taken more than once; each instance of this talent allows an additional technique in each attack and two additional techniques in each attack maneuver. 

Magical Expertise

A character with this talent may incorporate one additional technique into each of her spells, and two additional techniques into her spell maneuvers.

This talent may be taken more than once; each instance of this talent allows an additional technique in each spell and two additional techniques in each spell maneuver.

Ethereal Expertise

A character with this talent may incorporate one additional technique into each of her gather mana attempts, and two additional techniques into her gather mana maneuvers.

This talent may be taken more than once; each instance of this talent allows an additional technique in each gather mana attempt and two additional techniques in each gather mana maneuver.

Studied Grace
Any action performed by a character with this talent costs one less fatigue, down to the normal minimum cost of that action type (e.g. attacks cost a minimum of one fatigue).  This talent may never reduce a cost below zero.
This talent may be taken more than once; each instance of this talent further reduces the fatigue cost of all actions.
Fleet of Thought
Any action performed by a character with this talent costs one less exhaustion, down to the normal minimum cost of that action type (e.g. spells cost a minimum of one exhaustion).  This talent may never reduce a cost below zero.
This talent may be taken more than once; each instance of this talent further reduces the exhaustion cost of all actions. 

Quick to Learn

A character with this talent may learn four additional techniques in any skill(s) (the character must meet the skill rank requirements for the techniques).  Every technique granted by this talent may be exchanged for a different technique (in the same skill or a different one) each time the character gains a level.

Additionally, the character may learn three extra maneuvers; these maneuvers cost no skill points, and may be of any type, using any techniques known to the character.  Additionally, these maneuvers do not count against the maximum number of maneuvers known in any skill.  Every maneuver granted by this talent may be replaced with a different maneuver each time the character gains a level.

This talent may be taken more than once; each instance of this talent grants additional bonus techniques and maneuvers known. 

Intuitive Grasp

A character with this talent has an intuitive grasp of one skill, and can apply techniques from that skill without knowing them (the character’s rank in that skill must still be high enough to qualify for the chosen techniques).  Each technique improvised in this way imposes a -5 penalty on the skill roll for the action to which it is applied (if applied to an attack, it imposes -3 finesse and -3 damage instead).  Improvised techniques may never be used in maneuvers.

This talent may be taken more than once; each instance must apply to a different skill.

Note:  Opening up the full list of techniques can give you substantially more options in combat, which in turn can slow the game down.  It is recommended that you discuss pacing with the rest of your playing group before taking this talent. 

Character Creation

Character Creation Summary
The following must be selected for a new first-level character (in no particular order):
Attributes
Start all six attributes at 8.  Subtract 1 from any attribute, then add 5 points, distributed any way you like, without raising any attribute above 11.

See also:  Attributes, page 5
Calling
Select a calling.  If you have options for specializations, you must select your specialization(s) during character creation.  If you have options for favored skills, you may select them at this time. 

See also:  Callings, page 16; List of Callings, page 17
Skills, Techniques, and Maneuvers
Spend 50 skill points to raise your skill ranks and learn maneuvers.  Each time you purchase a rank in a skill that grants techniques, also choose one technique of equal or lower rank to learn (choose two techniques per rank in your specialization).  Recall that raising a skill one rank costs skill points equal to the new rank (favored skills cost one fewer points per rank), that learning a maneuver costs 2 skill points, and that you cannot have more maneuvers for a skill than you have ranks in that skill. 

See also:  Skills, page 6; Techniques, page 9; Skill List, page 22; Technique List, page 25
Talent
Select one talent for your character. 

See also:  Talents, page 17
Equipment
There is no formalized system for starting equipment at this time.  See Sample Equipment (page 24) for examples of equipment appropriate for first-level characters.

Character Balance Tips
The most complicated part of character creation is selecting your skills and techniques.  Start by identifying the key skills your character will need to do whatever he or she does.  Your most important skill is the one from which you learn most of your techniques; this will generally be your preferred martial weapon skill for a fighter or your preferred school of magic for a caster.  If possible, this skill should usually be a specialization, a favored skill, and your highest skill.  At level 1, you’ll probably want about 5 ranks in this skill (which will cost 10 skill points if it’s favored).
Next, identify secondary skills that provide bonuses for your main schtick.  Martial fighting relies on the finesse and damage skills; casters will generally want to invest in gather mana and an arcane weapon.  These don’t need to be as high as your primary skill, but you’ll want to keep them fairly high; at least 2-3 ranks is recommended for level 1.

You’ll also need some defensive skills to help you stay alive.  You’ll almost certainly want to invest in armor, artifacts, deflection, and at least one of dodge, parry, or shield (if you’re not sure which to get, go with dodge, it’s the easiest to use).  Dodge, parry, and shield help defend against martial attacks (but you can only use one at a time), while deflection will help defend against most spells.  The armor and artifacts skills will allow you to equip stronger armor; even if you already meet the requirements for the best armor available, remember that you can wear several pieces of armor at once.  Also, remember that if your STR, ART, or your skills are reduced during combat, the armor that you can wear without penalty when in good health may suddenly reduce your DEX or WIL, so raising these skills higher than what you appear to need may still be a good idea.

Be sure to save some skill points for maneuvers as well.  In addition to increasing the number of techniques you can use at once, using a maneuver also provides a direct bonus to your rolls, so try to create maneuvers for all the attacks or spells you think you’ll want to use on a regular basis, even if they only use one or two techniques.  You’ll probably want an inexpensive attack or spell that you can use a lot without becoming too tired, as well as a powerful one for use in big fights, and maneuvers for any key tactical or utility moves.  Remember that the number of maneuvers you learn for a skill can’t exceed the skill rank, but you can include techniques from several skills in the same maneuver, as long as it includes at least one from the skill it’s learned in.
Character Advancement

There are two distinct units of character advancement: levels and classes.

Gaining a Level
Levels are a rough measure of a character’s life experience and level of expertise at what they do.
You can use an experience scale for measuring progress between levels, but unless/until such time as the game has a developed bestiary and extensive guidelines for how much experience should be awarded for overcoming various obstacles, I don’t see that as being meaningfully different from “you gain a level when the GM says you do.”

So, basically, each player character gains a level whenever the GM feels it is appropriate.  It is recommended that this occur either after every playing session or after each major advancement of the story, and that you keep all players’ levels in synch.  If the GM wants to give out experience points, I recommend that advancing from level X to level X+1 takes 100*X experience points (so it takes 100 to get to level 2, another 200 to get to level 3, etc.).  Regardless, levels should not be awarded until the end of a playing session, because applying the benefits of a new level requires the player make a fair number of choices with rather long-lasting effects, and it would be best if players can devote as much time as they like to consideration without holding up the game for anyone else.
Note that because the main route to increased power is through skills, and skills’ costs steadily increase, the amount of power a character gains from a single level tends to decrease as that character advances.

The following are benefits of gaining a level.  Note that these benefits may be applied in whatever order is most convenient (for example, the player can replace one known technique with another after increasing the rank of a skill with new skill points).

Skill Points

Each character gains 50 skill points when advancing a level (or more, depending on class; see below).

Attribute Point

At each level, each character may raise 1 attribute by 1 point.  The same attribute may not be raised on consecutive levels. 

Replace Known Technique

Any (one) technique known by the character may be replaced with another technique in the same skill for which the character qualifies. 

Replace Known Maneuver

Any (one) maneuver known by the character may be replaced with another maneuver in the same skill. 

Advancing a Class

Occasionally, a character experiences a major breakthrough in her advancement, emerging into a new realm of potential beyond anything she could have previously achieved.  This is represented by advancing a class.  Like levels, classes can be given out as the GM desires; it is recommended that they occur at pivotal points in the plot or after completing a major campaign.  When a character advances a class, that character usually immediately gains a level, as well.
It is recommended that character should advance one class approximately every 10 levels, but this is by no means a requirement.  However, all players in a group should advance a class at the same time (or at the same level).
After advancing a class, a character gains an additional 50 skill points at every level (so after advancing once, the character gets 100 skill points/level; after advancing twice, 150 points/level, etc.).  This helps prevent character advancement from stagnating as the cost of skill ranks increases.

Additionally, when advancing a class, the character gains a new talent of the player’s choice. 

Recovery

Peril

Any character may erase her entire accumulated peril by taking time to relax and regain her composure.  This requires that she do nothing (no movement or combat action) and remain off-guard for one round.  During this round, she may not actively defend herself in any way (she may not add any attributes or skills to any rolls to avoid damage or peril), and may not control mana (any stored mana must be released).  If anything happens during this round which would cause her to sustain damage or incur peril (such as being struck by an attack), her peril increases by 50% instead of being reset to zero.
Taking time during combat to regroup and purge peril is a completely valid and legitimate tactic, but you make yourself vulnerable when doing so, so it is generally impractical unless you can get away from immediate threat for a round or two.

Peril can generally be assumed to be reset to zero between combats, unless the character maintains battle-readiness (e.g. watching for ambushes, etc.) for the entire intervening period. 

Grace, Fatigue, and Exhaustion

A character engaged in light activity (e.g. walking around, talking, etc.) has her grace increased by her SPR, her fatigue reduced by her VIT, and her exhaustion reduced by her SPR every hour.  A character engaged in vigorous activity (e.g. a forced march, a magic ritual, constantly fighting or watching for traps, gathering or storing mana, etc.) does not benefit from this recovery, and may even become more fatigued over time.

When sleeping or in some other state of deep rest, this rate of recovery is tripled.  Yes, this means that 8 hours’ sleep only lowers your fatigue/exhaustion penalty by 24 points, so if you just spent over 24 combat rounds going nova, you might not be entirely rested in the morning, but it should be very rare to accumulate fatigue or exhaustion penalties that high.

Wounds

A character’s wounds are reduced by her VIT after a full night’s rest.  Any character in the game can cast basic healing magic after dropping 3 skill points into restoration and learning the Mend technique, so natural healing isn’t likely to be an issue unless your party is unable to use magic for some special reason.
Attribute Damage

If a character has suffered damage to any attributes, each attribute recovers from 1 point of damage after a full night’s rest. 

Combat Example
Fagnore the fighter and Wengest the wizard are surprised by a vicious goblin.  Because the goblin has ambushed the adventurers, it acts first, and chooses to attack Wengest (at a cost of 1 fatigue).  The goblin is wielding a short sword and has a sword skill of 3, giving it 3 proficiency points, which it uses to activate a +3/3 damage bonus on the sword.  It first makes a finesse roll, using its DEX (12) + finesse skill (2) + 1d20, and rolls a 15, giving it a total of 29.  Wengest chooses to dodge, and so makes an opposing defense roll using his DEX (8) + dodge (3) + 1d20, and rolls a 10, for a total of 21.  The goblin’s roll wins by 8 points, so the attack hits.  The goblin then rolls damage, using its STR (7) + damage skill (3) + weapon bonus (3) + 1d20, and rolls an 8, for a total of 21.  Wengest makes a tolerance roll with his slashing resistance (5, from leather armor) +1d20 and rolls a 13, for a total of 18.  The goblin has won again, this time by 3.  Since both the finesse and damage rolls succeeded, the goblin inflicts 3 wounds and 8 peril on Wengest.

Fagnore decides to draw the goblin’s attention.  He is wielding a club (with a skill of 5), and he knows the “baiting” technique, so he makes a baiting attack against the goblin.  The baiting technique adds +3 fatigue cost, so he incurs a total of 4 fatigue for the attack.  He uses 1 PP for the club’s +1/1 finesse bonus, and devotes his remaining 4 PP to the +6/6 damage bonus, giving him +1 finesse and +4 damage from the weapon.  He then makes a finesse roll, with his DEX (10) + finesse skill (3) + weapon bonus (1) + 1d20 and rolls a 17, for a total of 31.  The goblin parries with his DEX (12) + parry skill (1) + 1d20 and rolls a 3, for a total of 16.  Fagnore has hit, so the goblin suffers a parry cap of 0 for the rest of the round (if he is attacked again this round, his maximum parry bonus is 0).  Fagnore  makes a damage roll with STR (10) + damage skill (3) + weapon bonus (4) + 1d20 and rolls a 10, for a total of 27.  The goblin rolls its crushing resistance (7) + 1d20 and rolls a 20, so he adds an addition 1d20 to his total, this time getting a 5, giving him a total of 32.  Since the goblin won the tolerance roll, Fagnore doesn’t deal damage or inflict peril, but the effect of the “baiting” technique isn’t conditional on a successful hit, so it still takes effect, and the goblin will incur 14 peril if it attacks anyone besides Fagnore next round.

Wengest wants to cast a spell, but he doesn’t have any mana, so he needs to gather some first.  He has 4 ranks in his staff skill, and is wielding a wizard’s staff with a +2/4 gather mana bonus, so he uses his 4 PP for a +2 bonus to gather mana.  He makes a roll using his WIL (11) + gather mana skill (4) weapon bonus (2) +1d20 against the standard difficulty of 20.  He rolls a 12, for a total of 29, and successfully gathers 9 mana (incurring 1 exhaustion), but he can’t use it until the next round.

In the next round, the goblin, not wanting to risk its neck, decides to attack Fagnore instead of Wengest, so it can avoid the 14 peril from Fagnore’s baiting attack.  It is also concerned that Fagnore’s attack almost hurt it last round, so it chooses to spend the 3 PP on its sword for a +3/3 parry bonus this round, instead of boosting its damage.  It rolls 14 finesse +1d20 and gets a 6 for a total of 20, while Fagnore blocks with his shield (with 3PP into a +5/5 blocking bonus) for DEX (10) + block bonus (3) + 1d20 and gets a 7, also totaling 20.  The goblin has hit, but just barely—Fagnore won’t take any peril from this attack, but it still has a chance to inflict damage.  The goblin rolls 13 damage +1d20 and gets an 18, while Fagnore rolls 10 slashing resistance (plate mail) + 1d20 and rolls an 11, and the goblin inflicts 10 wounds on Fagnore.

Fagnore decides he’s got the goblin’s attention, so he decides to attack with a maneuver he’s learned, which combines the “Artful,” “Determined,” and “Disengaging” techniques.  Artful increases the fatigue cost by 3, determined by 2, and disengaging by 1, so this maneuver costs 7 fatigue, but artful adds +5 finesse, determined adds +2 finesse and +2 damage, and disengaging adds +4 finesse if the target chooses to parry (he did last round, and is saving sword PP to parry, so this is a good bet).  The goblin does parry, so using the same PP distribution as last round, Fagnore makes a finesse roll with 1d20 + 10 (DEX) + 3 (skill) + 1 (weapon) + 5 (artful) +2 (determined) +4 (disengaging) +2 (for using a maneuver) and rolls a 9, for a total of 34.  The goblin parries with 12 (DEX) +1 (skill) + 3 (weapon bonus) +1d20, rolls a 7, and loses the roll by 11 (bringing his parry cap to 0 again).  Fagnore then makes a damage roll of 1d20 + 10 (STR) + 3 (skill) + 4 (weapon) +2 (determined) + 2 (maneuver) and rolls a 16, for a total of 35.  The goblin rolls 1d20 + 7 (crushing resistance) and rolls a 5, losing by 23.  The goblin suffers 23 wounds and 11 peril from the attack.

Fagnore has accumulated a total of 11 fatigue from his two attacks; since his VIT is only 9, he will now suffer a -1 fatigue penalty on all physical rolls until he has a chance to rest.

Wengest now has the opportunity to cast a spell with the 9 mana he gathered last round, and uses a spell maneuver with the charged, white, wound, and blast techniques.  This spell costs a total of 1 (base) + 2 (charged) + 1 (wound) + 1 (blast) = 5 mana, but Wengest has 9, so the remaining 4 mana turns into a +4 bonus on his casting roll.  The spell also costs 1 (base) + 2 (charged) + 2 (white) = 5 exhaustion.

Wengest redirects his 4 PP on his staff to a +2/4 evocation bonus and makes a casting roll of 1d20 + 10 (ART) + 5 (evocation skill) + 2 (weapon) + 5 (charged) + 4 (extra mana) +2 (maneuver) and rolls an 18, for a total of 46.  The goblin would normally get to resist with its WIL (6) + deflection skill (0) + magic resistance (2) + 1d20, but the “white” technique causes the spell to ignore up to 3 magic resistance, so the goblin’s 2 magic resistance is ignored and it only gets 6 +1d20.  It rolls a 10, for a total resistance of 16, and Wengest’s spell has 30 successes.

The “blast” technique allows Wengest to spend up to 20 successes and tap an equal amount of peril to inflict three times that amount of wounds, but the goblin only has 11 peril (from Fagnore’s attack), so Wengest spends his first 11 successes and taps all 11 of the goblin’s peril to cause 33 wounds.  This leaves him with 19 successes, which he funnels into the “wound” technique to cause another 38 wounds, for a grand total of 71 wounds.

Combined with the 23 wounds the goblin suffered from Fagnore’s attack, the goblin now has 94 wounds, and if his vitality is 9 or less, he is incapacitated.  With the battle over, Wengest can easily rest for a moment to eliminate his 8 peril, leaving him with just 3 wounds and 6 exhaustion, while Fagnore is unharmed, but has 11 fatigue.
Reference & Bookkeeping

How quick and easy a game is to play can vary greatly depending on how you choose to keep track of what’s going on.  This section doesn’t actually impact how the game works, but instead contains suggestions of how to represent key information concisely and in a way that’s easy to reference, so you can spend less time recording or looking up information.  It also contains an explanation of how the character sheet is intended to be used.

Shorthand

The following shorthand is recommended to express game concepts more concisely.
Abbreviations
NOTE:  Abbreviations are case-sensitive.
ART
Artifice (attribute)

atk
Attack

bl
Block

C
Crushing

cst
Casting (as a spell)

DEX
Dexterity (attribute)

df
Deflection

dmg
Damage

do
Dodge

e
Exhaustion
es
Essence
f
Fatigue

F
Fire

Fa
Favored (skill)

fin
Finesse

g
Grace

gm
Gather Mana

I
Ice

L
Lightning

m
Mana

M
Magic

mel
Melee

mv
Movement (rate)

p
Peril

P
Piercing

pa
Parry

PP
Proficiency Points (weapons/shields)

r
Rounds

R
Resistance

rng
Range

Rk
Rank (of a skill)

s
Success(es)

S
Slashing

Sp
Specialization (skill)

spl
Spell

SPC
Slashing, Piercing, and Crushing

SPR
Spirit (attribute)

STR
Strength (attribute)

VIT
Vitality (attribute)

w
Wound(s)
wt
Weight
WD
WIL+df (resistance)

WDF
WIL+df+FR (resistance)

WDI
WIL+df+IR (resistance)

WDL
WIL+df+LR (resistance)

WDM
WIL+df+MR (resistance)

WIL
Willpower (attribute)

Attack Bonuses

Attacks involve a finesse roll and a damage roll, and because of weapon bonuses and proficiency points, it’s quite possible to have a character whose bonuses to finesse and damage can be changed around every round, at will.

Attack bonuses can be concisely represented in the format +finesse/damage/choice, where “choice” is the number of bonus points that can be freely added to either finesse or damage.

For example, suppose a character has 8 STR and DEX, and 2 ranks in each of the finesse and damage skills.  Before equipment, this character has +10/10/0, because she always has a +10 bonus to finesse and a +10 bonus to damage.

Now let’s give the same character a short sword (which has +3/3 finesse and +3/3 damage).  Suppose she has 3 ranks in her sword skill; this gives her 3 PP which can be shifted into either finesse or damage each round, so her bonus is now +10/10/3; she could use +13 finesse and +10 damage, or +10 finesse and +13 damage, or anything in between (like +11 and +12).

Now suppose she has 5 ranks in her sword skill.  With 5 PP, she can’t put all of them into finesse or into damage, because the short sword only allows 3 PP in each.  So assuming she spends all her PP to enhance her attack, she needs to spend at least 2 PP in finesse and 2 in damage, and has 1 left to put in either one.  Her attack bonus is now +12/12/1.  Note that this is strictly better than +10/10/3 but no stronger than (and less flexible than) +10/10/5.

Sometimes weapons allow spending of PP on defensive skills or techniques; these options can’t be efficiently encapsulated in this notation, so a single set of weapon bonuses always assumes a specific number of PP put into damage and finesse.  If you use your weapon in several ways, it might be helpful to record several weapon bonuses, each based on a different tactical choice (for example, write down both +12/12/1 (5 PP into offense) and +10/10/2 +3 pa to show your bonuses when devoting maximum PP to defense).

Casting only requires making a single skill roll each round, and so can best be represented by single numbers, rather than a special notation.

Technique “Spending” Effects

Many techniques allow you to “spend” the successes of your action or “tap” the peril or grace of the target to achieve some effect.  In shorthand, this is indicated by an arrow.  For example:

12p ( 1 VIT dmg

…indicates the ability to tap 12 of the target’s peril to inflict 1 vitality damage.


9p ( -6 SR 2r

…indicates the ability to tap 9 peril to reduce the target’s slashing resistance by 6 for the next two rounds.

A technique allowing variable-spending up to some limit is represented by the smallest exchange allowed followed by x# (where x denotes multiplication and # is the maximum limit).  For example:


1s2g ( -2w x15

…indicates that spending 1 success and tapping 2 grace can remove 2 wounds from the target, and that this exchange can be made up to 15 times (given sufficient successes and grace).

Multiple effects of an expenditure are separated by commas; multiple spending options are separated by semicolons.


1s ( 1w, 1p x30; 1s1p ( 3w x20
…indicates that 1 success can be spent to inflict 1 wound and 1 peril (up to 30 times) and the combination of spending 1 success and tapping 1 peril can inflict 3 wounds (up to 20 times).

If several properties are all affected identically, the effect is written once, with all the properties separated by slashes, rather than listing them as separate effects.  For example:

5p ( -3 do/pa/bl 3r

…indicates that tapping 5 peril can reduce the target’s dodge, parry, and block by 3 each for the next 3 rounds.

Any peril or grace indicated is assumed to be tapped from the target.  When spending the user’s grace or peril, put a small circle above and to the right.  For example:

1g° ( 1g x5

…indicates the ability to transfer up to 5 grace from yourself to your target.

Spell Resistance
There may be several different ways in which a spell can be resisted depending on the techniques used in the spell; usually (but not always) a single option is the sum of an attribute, skill, and resistance (the most common is willpower + deflection + magic resistance).  Recall that the target defends with whichever resistance option gives him the largest bonus.
In the context of spell resistance, two or three capital letters denotes a method in which the spell can be resisted.  The first letter indicates an attribute, the second a skill, and the third a resistance.  Some special abbreviations are used here:

Attributes:  W = willpower; S = spirit; V = vitality; D = dexterity

Skills:  D = deflection; O = dodge; P = parry; B = block

Resistances:  As normal

These abbreviations are not each unique, and so they can only be used in this specific context, where their positions disambiguate them.
Examples:

WDM
willpower + deflection + magic resistance

WDL
willpower + deflection + lightning resistance

SDM
spirit + deflection + magic resistance

DOI
dexterity + dodge + ice resistance

VOC
vitality + dodge + crushing resistance

WD
willpower + deflection (no resistance)

Character Sheet

Some of the blanks on the character sheet should have fairly obvious meaning; I don’t think I need to tell anyone what to fill in for “name” or “talents,” or how to fill in the big blanks under the heading “skills.”  However, the reason for having five spaces to fill in after each skill’s name is probably deserving of some explanation, as are several other specialized spaces on the sheet.
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Nrm:  The normal value for the attribute, ignoring all bonuses, penalties, and damage; what your attribute is when you have no equipment or buffs and are fully healed.

Cur:  The current base value for the attribute; i.e. the normal value minus attribute damage.

Mod:  The final modified value of the attribute (after spells, weight, etc.)
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Grace:  Current grace / maximum grace from resting (i.e. 10 times SPR)
Attacks:  Attack bonuses (fin/dmg/choice) for weapons/strategies you use frequently

Block, Parry, Dodge:  On the right, put your total bonus (DEX + skill + bonuses) for each defense skill; on the left, put your maximums for the round (if attacked more than once in a single round)
Deflect (WIL):  Your willpower + deflection skill

Deflect (+FR, +IR, +LR, +MR):  Your willpower + deflection + indicated resistance (these are the most common total bonuses you’ll use to resist enemy spells)
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This table tracks your wounds.  Add wounds across each row, moving down to the next row once each is full.  You only need to mark the box representing your total wounds; for example, if you’ve sustained 15 wounds, mark the “5” box in the second row.

Once you’ve filled a number of rows equal to your VIT, you are incapacitated.  I suggest shading out or drawing a line through the first row past your VIT so you can see this limit more easily (but don’t get carried away; your VIT may change).
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This table tracks your fatigue (there’s a similar one for exhaustion).  You only fill in each row until your reach your VIT before moving on to the next row; mark off the first column beyond your VIT.  Each completely-filled row increases your penalty from fatigue by one.

The box marked in the example (the 7 in the second row) indicates a total of 15 fatigue; remember that the amount of fatigue in each row changes with your VIT, and you’ll need to change which box is checked if your VIT unexpectedly goes up or down.

Also recall that you can’t perform an action with a fatigue cost higher than your VIT, so your fatigue should usually not increase by more than one row at a time.
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Rank:  The base rank of the skill (what you’ve bought with skill points).

Fa/Sp:  Indicate here if the skill is a favored skill and/or a specialization for you.

Total (Range):  Your total bonus when using this skill, including the relevant attribute and all equipment (the low value assumes no PP spent, the upper value assumes max PP spent).  This may not be relevant for all skills; for example, there’s ordinarily no reason to make a check with a weapon skill (it just grants PP and techniques).  Shield is in a similar category, but you may want to use this space to record your range of blocking bonuses.

Mod:  Your net bonus or penalty from transient effects, such as spells.  This is added to the total from the previous column.
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Eq:  Your resistance from equipment or other inherent bonuses; low value of the range assumes no PP spent, upper value assumes maximum PP spent.

Mod:  Your net bonus or penalty from transient effects, such as spells.  This is added to the total from the previous column.
Skill List

Note that the categories listed here are for organizational purposes only, and have no bearing on gameplay.

Fighting Skills
Finesse—General ability to make artful and precise attacks with a weapon; knowledge of timing, feints, disengaging, and weapon handling techniques to strike with greater speed or less warning

Damage—General ability to inflict harm with a weapon; knowledge of vital areas, armor weaknesses, and weapon handling techniques to strike with greater force or cause nastier wounds.

Martial Weapons (Swords, Axes, Daggers, Spears, Bows, etc. each individually)—Specialized skill with particular weapons and specific fighting techniques.

Dual Wielding—Ability to more effectively control and fight with multiple weapons at one time, especially weapons of different types.

Dodge—Ability to anticipate and avoid attacks, or move so as to minimize the harm they inflict.

Parry—Ability to deflect the force of melee attacks so that they strike lightly or not at all; requires a hard, rigid object in hand to parry with (e.g. a melee weapon)

Shield—Ability to effectively use a shield to block attacks and defend yourself.

Armor—Ability to move quickly and effectively while wearing heavy or cumbersome armor.

Magic Skills
Arcane Weapons (Wands, Staves, Books, etc. each individually)—Ability to use a mystic focusing device to enhance control of magic, especially spells.

Casting Skills (Restoration, Benediction, Divination, Conjuration, Evocation, Geomancy, Warding, each individually)—Ability to cast a particular style of magical spell. 

Gather Mana—Ability to gather and contain magical energy.
Deflection—Ability turn away harmful magics, by force of will and control of the local ether. 

Artifacts—Abilility to identify and operate complex magical items.
Other Skills
Athletics—Increases movement speed by 1 ft/round, rounded down to the smallest increment your particular group actually cares to track.
Sample Equipment

The following are examples of equipment appropriate for level 1 characters.  For arcane weapons, assume that there exist very similar weapons that give bonuses to different casting skills, as appropriate.
Short Sword (Martial Weapon)

Slashing, 6 Weight
+3/3 Finesse

+3/3 Damage

+3/3 Parry

Dagger (Martial Weapon)

Piercing, 5 Weight
+4/4 Finesse

+2/2 Damage

+1/1 Parry

Club (Martial Weapon)

Crushing, 9 Weight
+1/1 Finesse

+6/6 Damage

/3 Rough

Short Bow (Martial Weapon)

Ranged (Piercing), 8 Weight
+1/1 Finesse

+2/2 Damage

+20’/4 Range

Wizard’s Staff (Arcane Weapon)

Crushing, 5 Weight, 7 Essence
+3/6 Gather Mana

+3/6 Conjuration

+3/6 Evocation

+2/3 Damage

+2/2 Parry

Holy Symbol (Arcane Weapon)

Crushing, 3 Weight, 9 Essence
+3/6 Gather Mana

+3/6 Restoration

+3/6 Benediction

+3/6 Divination

Buckler (Shield)

5 Weight

+5/5 Block

+3/4 S, P, & C resistance
Leather Armor (Armor)

6 Weight
5 Slashing Resistance

6 Piercing Resistance

7 Crushing Resistance

Chain Mail (Armor)

8 Weight
9 Slashing Resistance

7 Piercing Resistance

8 Crushing Resistance

Plate Mail (Armor)

10 Weight
10 Slashing Resistance

11 Piercing Resistance

9 Crushing Resistance

Ring of Shielding (Armor)

7 Essence
8 Fire Resistance

8 Ice Resistance

8 Lightning Resistance

6 Magic Resistance

Amulet of Protection (Armor)

10 Essence
9 Fire Resistance

9 Ice Resistance

9 Lightning Resistance

11 Magic Resistance

Non-Combat Ability List
Acrobatics [Common]
The ability to jump, swing, balance, tumble, and perform similar feats of agility.  Acrobatics checks are generally augmented by dexterity.

	Difficulty
	Example Tasks

	Trivial (~10)
	Walk across a balance beam

	Easy (~15)
	Jump (from firm ground) to a trapeze

	Typical (~20)
	Walk across a tightrope

Jump from a swinging rope to another

	Challenging (~25)
	Run across a balance beam

	Difficult (~30)
	Wall running (horizontal) 15 feet

	Inspiring (~35)
	Stand atop a bamboo pole
Run across a tightrope

	Heroic (~40)
	

	Crazy (~50)
	


Awareness [Common]
The ability to notice and remember features of your surroundings, both consciously and subconsciously.  Awareness can be used to spot someone hiding, notice a tripwire, search for a hidden lever, and similar tasks.  Awareness can also be used retroactively to remember details of something you have previously seen, such as whether a door was left open or closed, how many horses were in a stable, or other details that were easily observable but might not have seemed important at the time.
If an awareness check is failed, the character may not attempt another one for an hour, unless conditions significantly change (e.g. you find you have more time to search than you thought, you bring a light source to bear, you get a hint about where to look, etc.).  Retroactive awareness checks can never be re-attempted unless something specific jogs your memory.

Awareness checks are generally augmented by spirit.
	Difficulty
	Example Tasks

	Trivial (~10)
	Notice the floor is made of white marble

	Easy (~15)
	

	Typical (~20)
	Notice that every fourth candle along the wall is unlit

	Challenging (~25)
	

	Difficult (~30)
	Notice that there are exactly thirteen steps in the staircase at the end of the hall

	Inspiring (~35)
	

	Heroic (~40)
	Notice that there’s a book missing from the library that was there yesterday

	Crazy (~50)
	

	Modifier
	Circumstance

	+5
	Consciously observing or searching for something

	-5
	Distracted (e.g. having a conversation)

	-10
	Focused on an unrelated task (e.g. reading a book, cooking a meal, etc.)

	+5
	Very close (less than 5 feet)

	-1 to -10
	Distance (50 feet to 500 feet)

	+1 to +5
	Familiar with area/object (if observing a change)

	-2
	Poor lighting (evening)

	-4
	Poor lighting (twilight)

	-7
	Poor lighting (night)


Discipline [Common]
The ability to precisely control your mind and your actions, especially when distraught, in pain, or subjected to outside influences.  Discipline can be used to resist fear, torture, distraction, manipulation, and other influences that could make you behave differently than you would when in full control of your faculties.  Discipline can also be used to resist mind-reading and similar invasive mental powers.  In particular, discipline can be used to make opposing rolls against abilities such as manipulation and mind-reading.

Discipline is more effective when you are cognizant of an immediate threat and are consciously resisting it.  However, someone who is using discipline to remain constantly on their guard is not considered to be resting and will not naturally recover from fatigue, exhaustion, etc.

Discipline checks are generally augmented by willpower.

When resisting manipulation or other threats, make a discipline roll and increase the attacker’s difficulty by the result of the roll.
	Modifier
	Circumstance

	-10
	Unaware of threat

	-5
	Aware of a threat, but unaware of the nature of the threat

	+0
	Aware of type of threat (e.g. manipulation, mind-reading)

	+5
	Aware of attacker’s specific intentions (e.g. make you reveal the password)


Legerdemain [Common]
The ability to covertly or misleadingly manipulate objects with your hands.  Legerdemain includes sleight-of-hand and also covert actions such as picking pockets or shoplifting, and is usually opposed by an observer’s awareness check.  If trying to fool multiple observers, make a single legerdemain roll and compare the result to each relevant awareness result individually.
Legerdemain checks are generally augmented by dexterity.
	Modifier
	Circumstance

	+10
	Object is tiny (1” long)

	+5
	Object is small (4” long)

	+0
	Object is medium (8” long)

	-10
	Object is large (16” long)

	+4
	Object is thin and straight (e.g. stick, wand, etc.)

	+3
	Object is “camouflaged” (unremarkable, similar color to background, etc.)

	-5
	Object is shiny, luminous, or otherwise attractive to the eye

	-5
	Object is on someone else’s person

	-10
	Object is attached to someone else’s person, or in or near their hand


Manipulation [Common]
The ability to deceive and manipulate people with verbal trickery.  This can be used to help persuade someone of false intentions, trick them into doing something they normally wouldn’t, or just generally pull off a convincing lie.  Covers most bluffing, intimidation, persuasion, etc.  Manipulation checks are generally augmented by artifice, and their difficulty is increased by the result of an opposing Discipline roll.

Some players may wish to resolve all social interaction strictly through role-playing and the GM’s judgment rather than with NCA checks; in this case, the GM may strike manipulation from the NCA list.  Just make sure you’re clear about it beforehand so you don’t get into arguments later.
	Difficulty
	Example Tasks

	Trivial (~10)
	

	Easy (~15)
	Convince an unbiased stranger that you’re friendly

	Typical (~20)
	Make someone think about a specific topic (that they consider unimportant)

	Challenging (~25)
	

	Difficult (~30)
	

	Inspiring (~35)
	Convince someone his friend is considering betraying him

	Heroic (~40)
	

	Crazy (~50)
	

	Modifier
	Circumstance

	+1 to 5
	Target trusts you

	-1 to 5
	Target mistrusts you

	-1 to 5
	Target dislikes you (stacks with mistrusts)

	-5
	Target has witnessed you manipulating people before

	-10
	Target believes you have manipulated him or his allies before


Stealth [Common]
The ability to escape the notice of others.  Stealth is generally augmented by dexterity when sneaking around and by artifice when hiding in a specific location.  Stealth can also be used to find a good hiding place for an object.

Stealth is generally used in an opposed check against awareness, rather than against a difficulty.  If hiding from several people or creatures, make a single stealth check, and compare it to the awareness checks of all relevant observers.
Use the result of a stealth roll as the base difficulty for an awareness check to notice the hidden person or object.
	Modifier
	Circumstance

	+1 to +5
	Good Cover

	-1 to -10
	Poor cover (sparsely-furnished room to open field)

	+1 to +5
	Small (child-sized to purse-sized)

	+3
	Camouflage

	+1 to +5
	Extra time to choose hiding spot (1 minute to 1 hour)

	-3
	Moving with haste

	-6
	Sprinting

	-3
	Gathering or holding mana

	-5
	Casting a spell


Illusion [Rare]
The ability to magically alter the appearance of people and other objects.  A purveyor of this art can project a false image over any solid object, altering its color, texture, and sometimes making minor alterations in its size and shape.  However, it is not possible to project an illusion where there isn’t an object, nor is it possible to turn opaque materials transparent, so any object covered with an illusion will retain its basic form.

An illusion can extend about half an inch beyond the surface it is masking, but tactile illusions are more convincing if they follow the surface more closely than that.  Illusions do not obstruct light (and thus do not cast shadows), but their appearance adjusts to lighting conditions as real objects would.  An illusion can be of any color and hue, but cannot be any more reflective than polished silver (or the real underlying material, whichever is greater) and can neither emit light (glow) nor mask light emitted from the underlying object.  Part of an illusion can be transparent, but this merely allows the underlying object to be seen.  Illusions do not alter the mass or hardness of the underlying material.
It requires ongoing concentration to maintain the effects of an illusion, and the person creating the illusion must be within 100 feet and have some means of knowing her approximate relative position to the object being disguised (looking at the object is sufficient but not necessary).  No special knowledge is ever required to put an illusion over yourself.
When adjudicating the use of this ability, keep in mind that it is rare, but not unheard of as it would be in the real world, and so someone who is really serious about security has probably at least thought about the possibility of being tricked with illusions.

It requires an illusion roll to conform the initial appearance of an illusion to the illusionist’s desires.  Discrepancies or imperfections resulting from a failed roll can be detected by either the illusionist or another observer with an awareness check, and the illusionist may make another roll to revise the illusion.  Each creation or alteration roll incurs one exhaustion.
Once the illusionist is satisfied, an additional maintenance roll must be made once every 20 minutes, or whenever the illusion is discontinued and then resumed, but this is easier than the initial formation and the difficulty is reduced by 5.  However, maintaining an illusion is tiring, and the illusionist incurs 1 exhaustion per five minutes for maintaining a human-sized illusion.  This cost scales with the surface area of the illusion, and multiple illusions can be maintained for the same cost as an illusion of their combined size.  (The author estimates off-hand that the visible surface area of an adult human is probably around 25 square feet.)
Illusion checks are modified by artifice.
	Difficulty
	Example Tasks

	Trivial (~10)
	(Nothing)

	Easy (~15)
	Cover an object with one solid color.

	Typical (~20)
	Alter someone’s facial features to make them unrecognizable.

	Challenging (~25)
	Duplicate the appearance of a specific set of cloths (such as a uniform)
Make a scroll or a page of a book appear to say whatever you want

Give someone or something camouflage for a specific environment

	Difficult (~30)
	Make a cliff face look like a cave opening, for a specific viewing angle and lighting

	Inspiring (~35)
	Disguise a person as another specific person

	Heroic (~40)
	

	Crazy (~50)
	


Intuition [Rare]
The ability to correctly guess specific information that cannot be deduced from known facts.  Intuition could potentially be used to guess a password, select a quick route through a maze, identify a forgery, or similar tasks.  The use of intuition requires a context and a firmly bounded solution space; you can’t simply tell an intuitionist to guess a name, she needs to know that you’re trying to figure out who stole the jade statue and what your list of suspects is.

An attempt at intuition is rarely a simple success or failure; someone using intuition may feel drawn to several possible solutions.  Rolling exactly the difficulty number on an intuition check will generally allow you to narrow the possibility space to roughly 10% of its previous size (if there were fewer than 10 choices, you’ll narrow it down to 1 or 2), and rank the remaining choices such that the correct one has about a 50% chance of being in the first quarter of the list and an 80% chance of being in the first half.  For every 4 points by which you exceed the difficulty, reduce the size of the list by about half.

If you fail the roll by a small margin (within about 5 points), you may be able to rule out a few possibilities, or you may not get any distinct feeling at all.  If you fail by more than that, you’re likely to feel as if you succeeded, but your intuition will be no better than blind guessing. 

If you make incorrect assumptions about the possible solutions (e.g. the perpetrator is not on your suspect list), a successful intuition check results in no feeling at all, while a failed check will produce random hunches.
It becomes harder to intuit an answer as a problem becomes more abstract, more complicated, more distant in its effects, or less familiar to the intuitionist.  It also becomes harder as the solution space grows.

Once an intuition check has been attempted, the same character may not make another attempt to guess the same information unless the situation changes significantly (e.g. it turns out the jade statue was stolen at a different time than you assumed, or you learn that the exit is actually on the northern side of the maze) or all solutions presented by a failed intuition attempt are definitively proven incorrect.

Intuition checks are modified by spirit.  Making an intuition check incurs one exhaustion.
	Difficulty
	Example Tasks

	Trivial (~10)
	(Nothing)

	Easy (~15)
	Guess something designed to be guessed

	Typical (~20)
	Guess which door in a room conceals a trap

	Challenging (~25)
	Guess which passage leads towards the maze’s exit

	Difficult (~30)
	Guess the combination that unlocks a safe

	Inspiring (~35)
	Guess who in the lord’s court has a vendetta against you

	Heroic (~40)
	Guess which priest in a temple has the greatest knowledge of its architecture

	Crazy (~50)
	Guess what day the colony of giant spiders will next decide to conduct a raid


Mind-Reading [Rare]
The ability to directly perceive the active thoughts of nearby persons.  Mind-reading allows someone to discern what the subject is currently consciously thinking about, with varying degrees of detail.  The result of a mind-reading roll determines how much information can be extracted, and whether the target is alerted (the reader doesn’t need to specify the targeted level of detail in advance, he achieves whatever he rolls).  Mind-reading requires line-of-sight to the subject and only works at a relatively short range (around 50 feet), and generally will not be detected unless the result of the mind-reading roll (minus the target’s discipline roll) is less than 10.

Before applying mind-reading, give some consideration to what someone is actually likely to be consciously thinking about.  An accomplished liar is probably not going to be thinking “please don’t catch on, please don’t catch on…” while he’s lying to your face (though a very inexperienced one might); it’s more likely he’s thinking about what you’re likely to know (or guess) about the subject, or thinking back to previous statements he needs to maintain consistency with (and someone telling you the truth could plausibly think about virtually the same things).  A bored guard who asks someone for the same password every day isn’t going to think about the password while he asks for it, he’s only going to think about it when he realizes you gave the wrong one.  If you’re talking to someone, a manipulation check can often be used to trick them into thinking about specific information you’re looking for.
Mind-reading checks are modified by willpower.  Making a mind-reading attempt incurs one exhaustion.  If attempted in combat for some reason, mind-reading counts as a combat action.
	Modified Result
	Approximate Accomplishment

	Trivial (~10)
	Avoid detection

	Easy (~15)
	Learn someone’s general mood (e.g. tense, afraid, curious, happy, etc.)

	Typical (~20)
	Learn the general topic of someone’s thoughts (e.g. weather, family, security, etc.)

	Challenging (~25)
	Learn the specific object of someone’s thoughts (e.g. the dog, the door, you, etc.)

And the general direction of their thoughts (e.g. suspicion, admiration, etc.)

	Difficult (~30)
	Hear the target’s thoughts as if they were spoken (e.g. a name, a password)

	Inspiring (~35)
	Understand the target’s line of reasoning (reasons for current thoughts, perceived implications, etc.)

	Heroic (~40)
	Understand the target’s thoughts as well as the target does

	Crazy (~50)
	N/A


Security [Rare]
The knowledge of and ability to deploy or foil security devices such as locks and traps.  This includes the ability to set and disarm traps, as well as the ability to pick locks.  Characters with this ability also tend to have familiarity with less mechanical security measures, such as codes and pass-phrases, and can make a security check to recognize them or guess how they’re likely to be used (but not to break a code or guess a password—that’s effectively impossible without specific information to go on or some other advantage).
Security checks requiring fine manipulation (such as picking a lock) rely on dexterity; most others are modified by artifice.

Picking a Lock
Picking a lock is not a simple pass/fail test; there’s also the question of how much time it takes.  All locks have a base time to bypass them (roughly 1 minute for most ordinary locks), which is how long it takes to pick the lock if the roll exactly equals the difficulty.  For each point by which the roll exceeds the difficulty, the lock is bypassed roughly 10% faster, up to whatever minimum time makes sense for the lock.  If the roll fails by a small amount (up to around 5-10 points, at GM’s judgment), the lock can still be bypassed, but double the time to do so for each point by which the roll fails (e.g. if the base time is 1 minute and the roll fails by 5, it will take about half an hour to get through).
The GM should not tell the player how long it will take to pick a lock based on the player’s roll (though a player capable of picking a lock can probably estimate the base time fairly reliably); instead, ask the player how long they’re willing to continue trying to pick the lock.  If the result of the roll indicates the player picks it in less time, then they only spend as much time as was actually required.  If it takes longer to pick, or if the player does not roll high enough to pick it, the player spends the entire chosen time working and doesn’t get it open (if the player chooses, he can extend his working time as many times as desired at no penalty).  If the player’s roll is too low to ever successfully pick the lock, the GM may opt to reveal this after the player has worked for approximately the lock’s base bypass time. 

	Difficulty
	Example Tasks

	Trivial (~10)
	

	Easy (~15)
	Disable a simple alarm

	Typical (~20)
	Bypass a peasant’s lock

Disable a tripwire

	Challenging (~25)
	Bypass a noble’s lock

Disable a pressure plate

	Difficult (~30)
	Bypass a king’s lock

	Inspiring (~35)
	Bypass a magical lock

	Heroic (~40)
	

	Crazy (~50)
	

	Special
	Disable an improvised trap: difficulty is security roll of trapper minus 5 to 20, depending on time and materials available to him.


Tracking [Rare]
The ability to follow the subtle trail left by the passage of another, especially in the wilderness.  Trackers have learned to notice a variety of cues, such as imprints in the ground, disturbed vegetation, and sometimes even stray hairs (or other droppings), scents, and ethereal disturbances.  Tracking attempts can be opposed by a stealth check made by whatever left the trail, and modified by various conditions.  Tracking generally relies on artifice.
	Difficulty
	Example Tasks

	Trivial (~10)
	Track someone through fresh snow (with no new snow filling in their tracks)

	Easy (~15)
	Track someone through dust (where they leave footprints)

	Typical (~20)
	Track someone through a forest

	Challenging (~25)
	Track someone across a plain

	Difficult (~30)
	Track someone through an empty city

	Inspiring (~35)
	Track someone across a desert

	Heroic (~40)
	Track someone through a bustling city

	Crazy (~50)
	Track someone across a sheet of ice

	Modifier
	Circumstance

	-1 to -10
	Cold trail (an hour old to a week old)

	+1 to +5
	Tracker is familiar with the area

	-1 to -5
	Target is familiar with the area (and doesn’t want to leave a trail)

	+10
	Target was marked with a specific scent, spell, dripping liquid, etc. known to the tracker

	Special
	Target was being stealthy when he left the trail:  add stealth roll - 20 (min 0) to tracking difficulty

	Special
	Target wanted the trail to be followed:  reduce the difficulty by one-half of a tracking roll made by the target


Non-Combat Uses of Other Skills
Athletics
Athletics is used for running, climbing, swimming, and similar tasks requiring sustained physical exertion (including flying or burrowing, for creatures that can perform those tasks).  Opposed athletics rolls can be used to determine the outcome of a race in a non-combat situation.  Athletics is modified by strength when overcoming strong resistance (e.g. swimming against a strong current, trudging through a snowdrift) and by vitality for most other tasks.

	Difficulty
	Example Tasks

	Trivial (~10)
	Climbing a ladder (don’t roll for that unless there’s a reason someone might fail)

	Easy (~15)
	Swimming across a small river

	Typical (~20)
	Climbing ropes or vines

	Challenging (~25)
	

	Difficult (~30)
	

	Inspiring (~35)
	

	Heroic (~40)
	

	Crazy (~50)
	


Technique List

Martial Weapon Techniques

	Name
	Type
	Skill
	Rq
	Cost
	Effect

	*Desperation
	Attack
	-
	-
	2x Fatigue
	Add your fatigue penalty to your peril, rather than subtracting it from your attack rolls

	Fast
	Attack
	Weapon (martial)
	-
	+1 Fatigue
	+2 to finesse roll

	Hard
	Attack
	Weapon (martial)
	-
	+1 Fatigue
	+2 to damage roll

	Drawn
	Range
	Weapon (ranged)
	-
	+1 Fatigue
	+10’ range

	Zealous
	Attack
	Weapon (martial)
	1
	+1 Fatigue
	+1 to finesse roll, +1 to damage roll

	Rough
	Attack
	Weapon (martial)
	1
	
	If you deal damage, tap 14 peril to inflict 1 VIT damage to your target

	Delaying
	Attack
	Weapon (martial)
	1
	
	Tap X peril (max X = 10) to reduce target’s maximum movement next round by 2X feet

	Wild
	Attack
	Weapon (martial)
	1
	+5 Fatigue
	This attack requires no finesse roll and inflicts no peril, but can still inflict wounds.

	Directed
	Melee
	Weapon (melee)
	1
	
	Your target incurs 3 peril if he attacks anyone but you next round.

	Long
	Range
	Weapon (ranged)
	2
	
	+10’ range, but -2 to finesse roll

	Defensive
	Melee
	Weapon (melee)
	2
	+1 Fatigue
	-1 to finesse, but +2 to your parry and block next round

	Red
	Attack (S/P)
	Weapon (slashing or piercing)
	2
	+2 Fatigue
	X wounds from this attack become 2X wounds of bleeding over 5 rounds (max X = 20).

	Straining
	Attack
	Weapon (martial)
	2
	
	If you deal damage, tap 12 peril to inflict 1 STR damage to your target

	Sapping
	Attack
	Weapon (martial)
	2
	
	If you deal damage, tap 12 peril to inflict 1 DEX damage to your target

	Final
	Attack
	Weapon (martial)
	2
	
	If finesse succeeds, tap X peril (max X = 10) to add X to your damage roll

	Opportunistic
	Attack
	Weapon (martial)
	2
	
	Tap 10 peril; this attack requires no finesse roll and inflicts no peril, but can still inflict wounds.

	Dedicated
	Melee
	Weapon (melee)
	2
	+1 Fatigue
	Your target incurs 6 peril if he attacks anyone but you next round.

	Aggressive
	Melee
	Weapon (melee)
	2
	+1 Fatigue
	For each opponent in range, you incur 2 peril and that opponent incurs 3 peril

	Artful
	Attack
	Weapon (martial)
	3
	+3 Fatigue
	+5 to finesse roll

	Mighty
	Attack
	Weapon (martial)
	3
	+3 Fatigue
	+5 to damage roll

	Lazy
	Attack
	Weapon (martial)
	3
	-1 Fatigue
	-1 to finesse roll, -1 to damage roll

	Angled
	Melee
	Weapon (melee)
	3
	+1 Fatigue
	+3 to your finesse roll if your target blocks

	Dwindling
	Attack
	Weapon (martial)
	3
	
	If you deal damage, tap 20 peril to inflict 1 STR damage and 1 DEX damage to your target

	Deteriorating
	Attack
	Weapon (martial)
	3
	
	If you deal damage, tap 22 peril to inflict 1 VIT damage and 1 STR damage to your target

	Stinging
	Attack
	Weapon (martial)
	3
	
	If you deal damage, tap 22 peril to inflict 1 VIT damage and 1 DEX damage to your target

	Threatening
	Melee
	Weapon (melee)
	3
	
	Your target incurs 5 peril if he casts a spell next round.

	Feint
	Melee
	Weapon (melee)
	3
	
	This attack requires no damage roll and inflicts no damage, but can still inflict peril.

	Determined
	Attack
	Weapon (martial)
	4
	+2 Fatigue
	+2 to finesse roll, +2 to damage roll

	Close
	Melee
	Weapon (melee)
	4
	+1 Fatigue
	+6 to finesse roll, but you incur 5 peril

	Careless
	Melee
	Weapon (melee)
	4
	+1 Fatigue
	+6 to damage roll, but you incur 5 peril

	Deep
	Range
	Weapon (ranged)
	4
	+1 Fatigue
	+25’ range, but -2 to finesse and damage rolls

	Wide
	Attack (S/C)
	Weapon (slashing or crushing)
	4
	+1 Fatigue
	+4 to your finesse roll if your target dodges

	Disengaging
	Attack (S/P)
	Weapon (slashing or piercing)
	4
	+1 Fatigue
	+4 to your finesse roll if your target parries

	Bleeding
	Attack (P)
	Weapon (piercing)
	4
	+1 Fatigue
	X wounds from this attack become 1.5X wounds of bleeding over 3 rounds (max X=20).

	Wilting
	Attack
	Weapon (martial)
	4
	
	If you deal damage, tap 24 peril to inflict 2 VIT damage to your target

	Pinning
	Attack
	Weapon (martial)
	4
	+1 Fatigue
	Tap X peril (max X = 30) to reduce target’s maximum movement next round by 2X feet

	Suppressing
	Attack (C)
	Weapon (crushing)
	4
	
	If finesse succeeds, tap 5 peril to reduce target’s dodge, parry, and block by 3 for next 3 rounds.

	Flashing
	Attack (P)
	Weapon (piercing)
	4
	
	If finesse succeeds, tap X peril (max X = 8) to reduce target’s slashing res. by X next round.

	Bludgeoning
	Attack (C)
	Weapon (crushing)
	4
	
	If finesse succeeds, tap X peril (max X = 8) to reduce target’s piercing res. by X next round.

	Penetrating
	Attack (S)
	Weapon (slashing)
	4
	
	If finesse succeeds, tap X peril (max X = 8) to reduce target’s crushing res. by X next round.

	Split
	Melee
	Weapon (melee)
	4
	+1 Fatigue
	Attack one more target, but incur 2 peril

	Double
	Range
	Weapon (ranged)
	4
	+2 Fatigue
	Attack one more target (within range)

	Timed
	Attack
	Weapon (martial)
	4
	+1 Fatigue
	Tap 5 peril; this attack requires no finesse roll and inflicts no peril, but can still inflict wounds.

	Baiting
	Melee
	Weapon (melee)
	4
	+3 Fatigue
	Your target incurs 14 peril if he attacks anyone but you next round.

	Enraged
	Melee
	Weapon (melee)
	4
	+3 Fatigue
	For each opponent in range, you incur 6 peril and that opponent incurs 6 peril

	Precise
	Attack
	Weapon (martial)
	5
	+2 Fatigue
	+4 to finesse roll

	Cruel
	Attack
	Weapon (martial)
	5
	+2 Fatigue
	+4 to damage roll

	Deliberate
	Attack
	Weapon (martial)
	5
	-1 Fatigue
	-2 to finesse roll

	Light
	Attack
	Weapon (martial)
	5
	-1 Fatigue
	-2 to damage roll

	Attenuating
	Attack
	Weapon (martial)
	5
	
	If you deal damage, tap 20 peril to inflict 2 STR damage to your target

	Deadening
	Attack
	Weapon (martial)
	5
	
	If you deal damage, tap 20 peril to inflict 2 DEX damage to your target

	Devitalizing
	Attack (C)
	Weapon (Crushing)
	5
	
	If you deal damage, tap 12 peril to inflict 1 VIT damage to your target

	Retaliatory
	Attack
	Weapon (martial)
	5
	+1 Fatigue
	Your target incurs 4 peril if he attacks you next round.

	Exaggerated
	Attack
	Weapon (martial)
	6
	-3 Fatigue
	-5 to finesse roll, -5 to damage roll

	Distant
	Range
	Weapon (ranged)
	6
	
	+20’ range, but -4 to finesse roll

	Ending
	Attack
	Weapon (martial)
	6
	
	If finesse succeeds, tap X peril (max X = 15) to add X to your damage roll

	Weakening
	Attack (P)
	Weapon (Piercing)
	6
	
	If you deal damage, tap 10 peril to inflict 1 STR damage to your target

	Impairing
	Attack (S)
	Weapon (Slashing)
	6
	
	If you deal damage, tap 10 peril to inflict 1 DEX damage to your target

	Obstructing
	Melee
	Weapon (melee)
	6
	+2 Fatigue
	If attack succeeds, tap 20 peril to prevent target from taking a movement action next round.

	Engaging
	Melee
	Weapon (melee)
	6
	
	If finesse succeeds, tap X peril (max X = 5) to penalize target –X on finesse rolls next round

	Personal
	Melee
	Weapon (melee)
	6
	
	Your target incurs 4 peril if he attacks anyone but you next round.

	Silencing
	Melee
	Weapon (melee)
	6
	+1 Fatigue
	Your target incurs 9 peril if he casts a spell next round.

	Hardened
	Attack
	Weapon (martial)
	7
	+3 Fatigue
	+3 to finesse roll, +3 to damage roll

	Battering
	Attack (C)
	Weapon (crushing)
	7
	+2 Fatigue
	+6 to your finesse roll if your target blocks

	Paranoid
	Melee
	Weapon (melee)
	7
	+5 Fatigue
	-4 to finesse and -4 to damage, but +9 to your dodge, parry and block next round

	Crimson
	Attack (S/P)
	Weapon (slashing or piercing)
	7
	+4 Fatigue
	X wounds from this attack become 3X wounds of bleeding over 9 rounds (max X = 30).

	Subtle
	Attack
	Weapon (martial)
	7
	+1 Fatigue
	Any wounds you inflict are converted into peril

	Withering
	Attack (C)
	Weapon (Crushing)
	7
	
	If you deal damage, tap 40 peril to inflict 4 VIT damage to your target

	Entrapping
	Attack
	Weapon (martial)
	7
	+1 Fatigue
	Tap X peril (max X = 10) to reduce target’s maximum movement by X feet for 3 rounds

	Dismissive
	Melee
	Weapon (melee)
	7
	
	If finesse succeeds, tap X peril (max X = 5) to remove X peril from yourself.

	Deflecting
	Melee
	Weapon (melee)
	7
	
	If finesse succeeds, tap X peril (max X = 5) to penalize target –X on damage rolls next round

	Rakish
	Attack (P)
	Weapon (piercing)
	7
	
	If finesse succeeds, tap 9 peril to reduce target’s slashing resistance by 6 for the next 2 rounds.

	Shaking
	Attack (C)
	Weapon (crushing)
	7
	
	If finesse succeeds, tap 9 peril to reduce target’s piercing resistance by 6 for the next 2 rounds.

	Cleaving
	Attack (S)
	Weapon (slashing)
	7
	
	If finesse succeeds, tap 9 peril to reduce target’s crushing resistance by 6 for the next 2 rounds.

	Exclusive
	Melee
	Weapon (melee)
	7
	+1 Fatigue
	Your target incurs 7 peril if he attacks anyone but you next round.

	Diverting
	Attack
	Weapon (martial)
	7
	+2 Fatigue
	Your target incurs 8 peril if he attacks you next round.

	Impeccable
	Attack
	Weapon (martial)
	8
	+5 Fatigue
	+9 to finesse roll

	Deadly
	Attack
	Weapon (martial)
	8
	+5 Fatigue
	+9 to damage roll

	Devoted
	Attack
	Weapon (martial)
	8
	+3 Fatigue
	+5 to finesse and damage, but -10 to finesse and damage next round

	Finishing
	Attack
	Weapon (martial)
	8
	+1 Fatigue
	If finesse succeeds, tap X peril (max X = 25) to add X to your damage roll

	Enervating
	Attack (P)
	Weapon (Piercing)
	8
	
	If you deal damage, tap 40 peril to inflict 5 STR damage to your target

	Debilitating
	Attack (S)
	Weapon (Slashing)
	8
	
	If you deal damage, tap 40 peril to inflict 5 DEX damage to your target

	Distracting
	Melee
	Weapon (melee)
	8
	
	If finesse succeeds, tap X peril (max X = 5) to penalize target –X on casting rolls next round

	Divesting 
	Melee
	Weapon (melee)
	8
	+1 Fatigue
	If finesse succeeds, tap 12 peril to reduce target’s slashing, piercing, and crushing resistances by 6 next round.

	Divided
	Melee
	Weapon (melee)
	8
	+2 Fatigue
	Attack two more targets, but incur 4 peril

	Rebuking
	Melee
	Weapon (melee)
	8
	+4 Fatigue
	Your target incurs 21 peril if he casts a spell next round.

	Perilous
	Melee
	Weapon (melee)
	9
	+2 Fatigue
	+13 to finesse roll, but you incur 9 peril

	Heedless
	Melee
	Weapon (melee)
	9
	+2 Fatigue
	+13 to damage roll, but you incur 9 peril

	Cautious
	Attack
	Weapon (martial)
	9
	-4 Fatigue
	-10 to finesse roll

	Easy
	Attack
	Weapon (martial)
	9
	-4 Fatigue
	-10 to damage roll

	Projected
	Range
	Weapon (ranged)
	9
	+1 Fatigue
	+45’ range, but -4 to finesse and damage rolls

	Sweeping
	Attack (S/C)
	Weapon (slashing or crushing)
	9
	+2 Fatigue
	+9 to your finesse roll if your target dodges

	Swerving
	Attack (S/P)
	Weapon (slashing or piercing)
	9
	+2 Fatigue
	+9 to your finesse roll if your target parries

	Vital
	Attack (P)
	Weapon (piercing)
	9
	+2 Fatigue
	X wounds from this attack become 2X wounds of bleeding over 3 rounds (max X = 30).



	Unbalancing
	Attack (C)
	Weapon (crushing)
	9
	+1 Fatigue
	If finesse succeeds, tap 5 peril to prevent target from using techniques next round, except for maneuvers.

	Disorienting
	Attack
	Weapon (martial)
	9
	+2 Fatigue
	If attack succeeds, tap 30 peril to prevent target from taking a combat action next round.

	Dueling
	Melee
	Weapon (melee)
	9
	+4 Fatigue
	Your target incurs 20 peril if he attacks anyone but you next round.

	Grim
	Attack
	Weapon (martial)
	10
	+4 Fatigue
	+4 to finesse roll, +4 to damage roll

	Desolating
	Attack
	Weapon (martial)
	10
	
	If you deal damage, tap 40 peril to inflict 3 STR damage and 3 DEX damage to your target

	Enveloping
	Melee
	Weapon (melee)
	10
	+1 Fatigue
	If finesse succeeds, tap 9 peril to penalize target –6 on finesse rolls for the next 2 rounds

	Triple
	Range
	Weapon (ranged)
	10
	+4 Fatigue
	Attack two more targets (within range)

	Vindictive
	Attack
	Weapon (martial)
	10
	+5 Fatigue
	Your target incurs 19 peril if he attacks you next round.

	Swift
	Attack
	Weapon (martial)
	11
	+1 Fatigue
	+3 to finesse roll

	Biting
	Attack
	Weapon (martial)
	11
	+1 Fatigue
	+3 to damage roll

	Ultimate
	Attack
	Weapon (martial)
	11
	+2 Fatigue
	If finesse succeeds, tap X peril (max X = 45) to add X to your damage roll

	Wasting
	Attack (C)
	Weapon (Crushing)
	11
	+1 Fatigue
	If you deal damage, tap 10 peril to inflict 1 VIT damage to your target

	Vexing
	Melee
	Weapon (melee)
	11
	+3 Fatigue
	If attack succeeds, transfer up to 5 peril from yourself to your target

	Derailing
	Melee
	Weapon (melee)
	11
	+1 Fatigue
	If finesse succeeds, tap 9 peril to penalize target –6 on damage rolls for the next 2 rounds

	Contorting
	Attack (P)
	Weapon (piercing)
	11
	+2 Fatigue
	If finesse succeeds, tap 2X peril (max X = 15) to reduce target’s slash res. by X for 3 rounds.

	Dazing
	Attack (C)
	Weapon (crushing)
	11
	+2 Fatigue
	If finesse succeeds, tap 2X peril (max X = 15) to reduce target’s pierce res. by X for 3 rounds.

	Stripping
	Attack (S)
	Weapon (slashing)
	11
	+2 Fatigue
	If finesse succeeds, tap 2X peril (max X = 15) to reduce target’s crush res. by X for 3 rounds.

	Adversarial
	Melee
	Weapon (melee)
	11
	
	Your target incurs 5 peril if he attacks anyone but you next round.

	Confounding
	Melee
	Weapon (melee)
	11
	+2 Fatigue
	Your target incurs 16 peril if he casts a spell next round.

	Far
	Range
	Weapon (ranged)
	12
	
	+15’ range, but -2 to finesse roll

	Reserved
	Melee
	Weapon (melee)
	12
	+2 Fatigue
	-1 to finesse and -2 to damage, but +6 to your dodge, parry and block next round

	Enfeebling
	Attack (P)
	Weapon (Piercing)
	12
	+1 Fatigue
	If you deal damage, tap 8 peril to inflict 1 STR damage to your target

	Crippling
	Attack (S)
	Weapon (Slashing)
	12
	+1 Fatigue
	If you deal damage, tap 8 peril to inflict 1 DEX damage to your target

	Befuddling
	Melee
	Weapon (melee)
	12
	+1 Fatigue
	If finesse succeeds, tap 9 peril to penalize target –6 on casting rolls for the next 2 rounds

	Stunning
	Attack (C)
	Weapon (crushing)
	12
	+4 Fatigue
	If you deal damage, tap 45 peril to prevent target from taking any action next round.

	Persistent
	Attack
	Weapon (martial)
	12
	+1 Fatigue
	If your target attacks you next round, he incurs 6 peril and you incur 1 peril.

	Exposing
	Melee
	Weapon (melee)
	13
	+1 Fatigue
	If finesse succeeds, tap 21 peril to reduce target’s slashing, piercing, and crushing resistances by 7 for the next 2 rounds.

	Whirlwind
	Attack (S/C)
	Weapon (slashing or crushing)
	13
	+5 Fatigue
	Attack all targets within range

	Remitting
	Melee
	Weapon (melee)
	13
	+1 Fatigue
	If finesse succeeds, tap X peril (max X = 15) to remove X peril from yourself.



	Punishing
	Attack
	Weapon (martial)
	14
	+3 Fatigue
	Your target incurs 15 peril if he attacks you next round.


	Vehement
	Attack
	Weapon (martial)
	15
	+5 Fatigue
	+10 to finesse and damage, but -20 to finesse and damage next round

	Agonizing
	Attack (P)
	Weapon (piercing)
	15
	+2 Fatigue
	If you deal damage, tap 5 peril to double the fatigue cost of target’s actions next round.

	Disruptive
	Attack (S/C)
	Weapon (slashing or crushing)
	15
	+2 Fatigue
	If attack succeeds, tap 12 peril to prevent target from using maneuvers next round.

	Infuriating
	Melee
	Weapon (melee)
	17
	+6 Fatigue
	If attack succeeds, transfer up to 10 peril from yourself to your target


Arcane Weapon Techniques

You must be wielding an arcane weapon to apply these techniques

	Name
	Type
	Rq
	Resist
	Cost
	Effect

	Focused
	Gather Mana
	-
	-
	+2 Exhaust.
	+2 to gather mana roll

	Thin
	Spell
	1
	-
	-2 Mana
	-3 to cast roll

	Charged
	Spell
	2
	-
	+2 Mana

+2 Exhaust.
	+5 to cast roll

	Projectile
	Spell
	2
	DEX + dodge + magic resist.
	+2 Mana
	Increase spell range by 25 feet

	Potent
	Gather Mana
	3
	-
	+6 Exhaust.
	+5 to gather mana roll

	Tight
	Spell
	3
	-
	-2 Mana

+2 Exhaust.
	-

	Distributed
	Spell
	4
	-
	+3 Mana
	Spell may affect one more target

	Ray
	Spell
	4
	-
	+2 Mana

+1 Exhaust.
	Increase spell range by 35 feet

	Fleet
	Gather Mana
	4
	-
	+1 Exhaust.
	-1 to gather mana roll, but +3 to your dodge next round

	Loose
	Spell
	4
	-
	+1 Exhaust.
	-1 to cast roll, but +3 to your dodge next round

	Intent
	Gather Mana
	5
	-
	+4 Exhaust.
	+4 to gather mana roll

	Powered
	Spell
	5
	-
	+2 Mana

-2 Exhaust.
	-

	Wave
	Spell
	5
	DEX + dodge + magic resist.
	+4 Mana
	Increase spell range by 50 feet

	Instant
	Spell
	6
	-
	+3 Mana

+2 Exhaust.
	Increase spell range by 50 feet; a valid line of effect to your target is no longer required

	Chain
	Spell
	6
	-
	+3 Mana

+2 Exhaust.
	Spell may affect one additional target within 25 feet of one target otherwise affected.

	Planned
	Spell
	6
	WIL + deflect + magic resist.
	-2 Mana

-2 Exhaust.
	Must declare spell 1 round before casting

	Intense
	Spell
	7
	-
	+8 Exhaust.
	+8 to cast roll

	Relaxed
	Spell
	7
	
	-4 Exhaust.
	-5 to cast roll

	Constricted
	Spell
	7
	-
	-5 Mana

+6 Exhaust.
	-

	Channeled
	Gather Mana
	8
	-
	+10 Exhaust
	+9 to gather mana roll

	Fanned
	Spell
	8
	DEX + dodge + magic resist.
	+5 Mana
	Spell may affect two more targets

	Sustained
	Spell
	8
	-
	-8 Mana
-4 Exhaust.
	If your cast roll succeeds, you cannot take a combat action next round.

	Released
	Spell
	9
	-
	-8 Exhaust.
	-10 to cast roll

	Pulse
	Spell
	9
	-
	+4 Mana

+2 Exhaust.
	Increase spell range by 70 feet

	Unstable
	Gather Mana
	9
	-
	
	Everyone within 10 feet of you (including you) incurs 3 peril

	Overwhelming
	Spell
	10
	-
	+20 Mana
	+25 to cast roll

	Emergent
	Spell
	10
	-
	+7 Mana

-6 Exhaust.
	-

	Flexible
	Gather Mana
	10
	-
	+2 Exhaust.
	-1 to gather mana roll, but +5 to your dodge next round

	Agile
	Spell
	10
	-
	+2 Exhaust.
	-1 to cast roll, but +5 to your dodge next round

	Willed
	Gather Mana
	11
	-
	+2 Exhaust.
	+3 to gather mana roll

	Crackling
	Spell
	11
	-
	+2 Mana
	Opponents within 10 feet of you incur 3 peril

	Flash
	Spell
	12
	-
	+6 Mana

+4 Exhaust.
	Increase spell range by 100 feet; a valid line of effect to your target is no longer required

	Burst
	Spell
	12
	-
	+8 Mana
	Spell affects any number of additional targets within 15 feet of one target otherwise affected.

	Seething
	Spell
	15
	-
	+2 Mana

+1 Exhaust.
	Opponents within 10 feet of you incur 5 peril

	Sphere
	Spell
	16
	WIL + deflect + magic resist.
	+4 Mana
	Spell affects any number of additional targets within 20 feet of you (possibly including you).


Restoration Techniques

	Name
	Type
	Rq
	Resist
	Cost
	Effect

	Scab
	Spell
	1
	-
	
	Spend X success and tap X grace to end X wounds/round of bleeding (max X = 15).

	Treat
	Spell
	1
	-
	
	Spend X success and tap X grace to end X points/round of poison (max X = 15).

	Soothing
	Gather Mana
	1
	-
	
	Spend X of your grace to remove X wounds from yourself (max X = 5), even if gather fails.

	Halcyon
	Spell
	1
	-
	
	Spend X of your grace to remove X wounds from yourself (max X = 5), even if spell fails.

	Mend
	Spell
	2
	-
	
	Spend X success and tap 2X grace to remove 2X wounds from target (max X = 15).

	Cleanse
	Spell
	2
	-
	
	Spend X success and tap X grace to end X points/round of disease (max X = 15).

	Relaxing
	Gather Mana
	2
	-
	
	-2 to gather mana roll, but remove 1 fatigue from yourself if the gather roll succeeds.

	Renew
	Spell
	3
	-
	+1 Exhaust.
	Spend X success and tap 2X grace to heal target 3X wounds over 9 rounds (max X = 10).

	Revitalize
	Spell
	3
	-
	
	Spend 4X success and tap 14X grace to heal X VIT damage on target (max X = 3).

	Rest
	Spell
	3
	-
	
	Spend X success and tap X grace to remove X fatigue from your target (max X = 10).

	Restrengthen
	Spell
	4
	-
	
	Spend 3X success and tap 12X grace to heal X STR damage on target (max X = 3).

	Recapacitate
	Spell
	4
	-
	
	Spend 3X success and tap 12X grace to heal X DEX damage on target (max X = 3).

	Staunch
	Spell
	4
	-
	+2 Mana
	Spend X success and tap X grace to end 2X wounds/round of bleeding (max X = 10).

	Remedy
	Spell
	4
	-
	+2 Mana
	Spend X success and tap X grace to end 2X points/round of poison (max X = 10).

	Heal
	Spell
	5
	-
	+2 Exhaust.
	Spend 2X success and tap 2X grace to remove 3X wounds from target (max X = 10).

	Reaffirm
	Spell
	5
	-
	
	Spend 4X success and tap 12X grace to heal X SPR damage on target (max X = 3).

	Reassert
	Spell
	5
	-
	
	Spend 4X success and tap 12X grace to heal X WIL damage on target (max X = 3).

	Cure
	Spell
	5
	-
	+1 Mana
	Spend X success and tap 2X grace to end 2X points/round of disease (max X = 10).

	Knit
	Spell
	6
	-
	+1 Mana
	Spend X success and tap 2X grace to remove 2X wounds from target (max X = 30).

	Refocus
	Spell
	6
	-
	
	Spend 5X success and tap 14X grace to heal X ART damage on target (max X = 3).

	Bolster
	Spell
	6
	-
	+1 Exhaust.
	Spend X success to transfer X grace from yourself to your target (max X = 10).

	Comfort
	Spell
	6
	-
	
	Spend X success to transfer X exhaustion from your target to yourself (max X = 10).

	Restore
	Spell
	7
	-
	
	Spend X success and tap X grace to remove X wounds from target (max X = 100).

	Reinforce
	Spell
	7
	-
	+1 Mana
	Spend 5X success and tap 12X grace to heal X VIT damage on target (max X = 5).

	Repose
	Spell
	7
	-
	+2 Mana
	Spend X success and tap X grace to remove X fatigue from your target (max X = 30).

	Tranquil
	Gather Mana
	7
	-
	+1 Exhaust.
	Spend 2X of your grace to remove 3X wounds from yourself (max X = 5), even if gather fails.

	Serene
	Spell
	7
	-
	+1 Mana
	Spend 2X of your grace to remove 3X wounds from yourself (max X = 5), even if spell fails.

	Regenerate
	Spell
	8
	-
	+1 Exhaust.
	Spend X success and tap X grace to heal target 2X wounds over 5 rounds (max X = 20).

	Rearm
	Spell
	8
	-
	+1 Mana
	Spend 4X success and tap 10X grace to heal X STR damage on target (max X = 5).

	Prepare
	Spell
	8
	-
	+1 Mana
	Spend 4X success and tap 10X grace to heal X DEX damage on target (max X = 5).

	Replenish
	Spell
	8
	-
	+2 Mana
	Spend X success to transfer X exhaustion from your target to yourself (max X = 20).

	Restful
	Gather Mana
	8
	-
	
	-5 to gather mana roll, but remove 2 fatigue from yourself if the gather roll succeeds.

	Physic
	Spell
	9
	-
	+1 Mana

+2 Exhaust.
	Spend 2X success and tap 2X grace to remove 3X wounds from target (max X = 20).

	Rekindle
	Spell
	9
	-
	+1 Mana
	Spend 5X success and tap 10X grace to heal X SPR damage on target (max X = 5).

	Stir
	Spell
	9
	-
	+1 Mana
	Spend 5X success and tap 10X grace to heal X WIL damage on target (max X = 5).

	Enliven
	Spell
	9
	-
	+2 Exhaust.
	Spend 2X success and tap X grace to remove 2X fatigue from your target (max X = 10).

	Recover
	Spell
	10
	-
	+4 Exhaust.
	Spend 3X success and tap X grace to remove 2X wounds from target (max X = 10).

	Recenter
	Spell
	10
	-
	+1 Mana
	Spend 6X success and tap 12X grace to heal X ART damage on target (max X = 5).

	Refresh
	Spell
	10
	-
	+2 Mana
	Spend 2X success and tap X grace to remove X exhaustion from your target (max X = 10).

	Refortify
	Spell
	11
	-
	+1 Exhaust.
	Spend 6X success and tap 10X grace to heal X VIT damage on target (max X = 2).

	Cicatrize
	Spell
	11
	-
	+3 Mana
	Spend X success and tap X grace to end 2X wounds/round of bleeding (max X = 25).

	Detoxify
	Spell
	11
	-
	+3 Mana
	Spend X success and tap X grace to end 2X points/round of poison (max X = 25).

	Revest
	Spell
	12
	-
	+1 Exhaust.
	Spend 5X success and tap 8X grace to heal X STR damage on target (max X = 2).


	Ready
	Spell
	12
	-
	+1 Exhaust.
	Spend 5X success and tap 8X grace to heal X DEX damage on target (max X = 2).

	Buttress
	Spell
	12
	-
	+3 Mana

+2 Exhaust.
	Spend X success to transfer 2X grace from yourself to your target (max X = 20).

	Repurpose
	Spell
	13
	-
	+1 Exhaust.
	Spend 6X success and tap 8X grace to heal X SPR damage on target (max X = 2).

	Arouse
	Spell
	13
	-
	+1 Exhaust.
	Spend 6X success and tap 8X grace to heal X WIL damage on target (max X = 2).

	Purify
	Spell
	13
	-
	+2 Mana
	Spend X success and tap 2X grace to end 2X points/round of disease (max X = 25).

	Reclaim
	Spell
	14
	-
	+1 Exhaust.
	Spend 7X success and tap 10X grace to heal X ART damage on target (max X = 2).

	Revivify
	Spell
	15
	-
	+2 Mana

+4 Exhaust.
	Spend 3X success and tap X grace to remove 2X wounds from target (max X = 20).

	Invigorate
	Spell
	15
	-
	+5 Exhaust.
	Spend 3X success to remove X fatigue from your target (max X = 10).

	Energize
	Spell
	15
	-
	+3 Mana
	Spend 2X success and tap X grace to remove X exhaustion from your target (max X = 20).

	Sustain
	Spell
	17
	-
	+5 Mana
	Spend 7X success and tap 2X grace to remove 3X exhaustion from your target (max X = 5).

	Resolve
	Spell
	20
	-
	+1 Mana
	Spend X success and tap 3X grace to remove 2X exhaustion from your target (max X = 15).


Benediction Techniques

	Name
	Type
	Rq
	Resist
	Cost
	Effect

	Guide
	Spell
	1
	-
	
	Spend X success to increase target’s finesse rolls by 2 for X rounds (max X = 20).

	Whet
	Spell
	1
	-
	
	Spend X success to increase target’s damage rolls by 2 for X rounds (max X = 20).

	Inset
	Spell
	1
	-
	
	Spend X success to raise target’s deflection by 2 for X rounds (max X = 20).

	Spur
	Spell
	1
	-
	+1 Mana
	Spend 3X success to increase the target’s movement by 10’ for X rounds (max X = 10).

	Collect
	Spell
	2
	-
	
	Spend 2X success to increase target’s gather mana rolls by 2 for 2X rounds (max X = 10).

	Amplify
	Spell
	2
	-
	
	Spend X success to increase target’s casting rolls by 2 for X rounds (max X = 20).

	Perception
	Spell
	2
	-
	
	Spend X success to raise target’s dodge, parry, and block by 2 for X rounds (max X = 20).

	Hone
	Spell
	3
	-
	+1 Mana

+1 Exhaust.
	Spend X success to increase one of the target’s skills by 2 for X rounds (max X = 20).

	Speed
	Spell
	3
	-
	+1 Mana
	Spend 5X success to increase target’s finesse rolls by 6 for X rounds (max X = 3).

	Sour
	Spell
	3
	-
	+1 Mana
	Spend 5X success to increase target’s damage rolls by 6 for X rounds (max X = 3).

	Vim
	Spell
	3
	-
	
	Spend 2X success and tap X grace to reduce the fatigue costs of target’s actions by 2 (to normal minimum) for X rounds (max X = 10).

	Charitable
	Spell
	3
	-
	+2 Mana
	Spell affects one additional willing target

	Direct
	Spell
	4
	-
	+1 Exhaust.
	Spend 2X success to increase target’s finesse rolls by 4 for X rounds (max X = 20).

	Aggravate
	Spell
	4
	-
	+1 Exhaust.
	Spend 2X success to increase target’s damage rolls by 4 for X rounds (max X = 20).



	Enfold
	Spell
	4
	-
	+1 Exhaust.
	Spend 2X success to raise target’s deflection by 4 for X rounds (max X = 20).

	Invert
	Spell
	4
	-
	+1 Exhaust.
	Spend X success and tap X grace to convert the next X wounds sustained by target within 2 rounds into healing (of wounds) (max X = 20).

	Energy
	Spell
	4
	-
	+2 Mana
	Spend 2X success and tap X grace to reduce the exhaustion costs of target’s actions by 2 (to normal minimum) for X rounds (max X = 10).

	Enhance
	Spell
	5
	-
	+3 Mana

+1 Exhaust.
	Spend 5X success to increase one of the target’s skills by 6 for X rounds (max X = 3).

	Concentrate
	Spell
	5
	-
	+1 Exhaust.
	Spend 4X success to increase target’s gather mana rolls by 4 for 2X rounds (max X = 10).

	Magnify
	Spell
	5
	-
	+1 Exhaust.
	Spend 2X success to increase target’s casting rolls by 4 for X rounds (max X = 20).

	Awareness
	Spell
	5
	-
	+1 Exhaust.
	Spend 2X success to raise target’s dodge, parry, and block by 4 for X rounds (max X = 20).

	Bless
	Spell
	5
	-
	+1 Exhaust.
	Spend 5X success and tap 15 grace; for X rounds, whenever an effect heals the target’s wounds, the target recovers from 50% more wounds (max X = 6).

	Strengthen
	Spell
	6
	-
	+3 Exhaust.
	Spend 5X success to raise target’s STR by X for 7 rounds (max X = 5).

	Illuminate
	Spell
	6
	-
	+3 Exhaust.
	Spend 5X success to raise target’s ART by X for 7 rounds (max X = 5).

	Refine
	Spell
	6
	-
	+3 Mana

+2 Exhaust.
	Spend 2X success to increase one of the target’s skills by 4 for X rounds (max X = 20).

	Reverse
	Spell
	6
	-
	
	Spend X success and tap 2X grace to convert the next X wounds sustained by target within 6 rounds into healing (of wounds) (max X = 15).

	Hasten
	Spell
	7
	-
	+3 Exhaust.
	Spend 6X success to raise target’s DEX by X for 7 rounds (max X = 5).

	Impel
	Spell
	7
	-
	+3 Exhaust.
	Spend 6X success to raise target’s WIL by X for 7 rounds (max X = 5).

	Accelerate
	Spell
	7
	-
	+3 Mana
	Spend 10X success to increase target’s finesse rolls by 12 for X rounds (max X = 3).

	Embitter
	Spell
	7
	-
	+3 Mana
	Spend 10X success to increase target’s damage rolls by 12 for X rounds (max X = 3).

	Rush
	Spell
	7
	-
	+2 Mana

+2 Exhaust.
	Spend 5X success to increase the target’s movement by 20’ for X rounds (max X = 10).

	Selfless
	Spell
	7
	-
	+6 Mana
	Spell affects any number of willing targets within 20 feet of you, excluding yourself.

	Entrench
	Spell
	8
	-
	+3 Exhaust.
	Spend 7X success to raise target’s VIT by X for 7 rounds (max X = 5).

	Inspirit
	Spell
	8
	-
	+3 Exhaust.
	Spend 7X success to raise target’s SPR by X for 7 rounds (max X = 5).

	Favor
	Spell
	8
	-
	+2 Exhaust.
	Spend 5X success and tap 25 grace; for X rounds, whenever an effect heals the target’s wounds, the target recovers from 50% more wounds (max X = 12).

	Vigor
	Spell
	8
	-
	+2 Exhaust.
	Spend 4X success and tap 2X grace to reduce the fatigue costs of target’s actions by 5 (to normal minimum) for X rounds (max X = 10).

	Pinnacle
	Spell
	8
	-
	+2 Mana

+2 Exhaust.
	Spend X success to give target a +X bonus to finesse and damage on one attack of his choice within the next 10 rounds (max X = 30).

	Meridian
	Spell
	8
	-
	+2 Mana

+2 Exhaust.
	Spend X success to give target a +X bonus to casting one spell of his choice within the next 10 rounds (max X = 30).

	Perfect
	Spell
	9
	-
	+5 Mana

+2 Exhaust.
	Spend 10X success to increase one of the target’s skills by 12 for X rounds (max X = 3).

	Aim
	Spell
	9
	-
	+2 Mana

+2 Exhaust.
	Spend 4X success to increase target’s finesse rolls by 8 for X rounds (max X = 20).

	Aggrandize
	Spell
	9
	-
	+2 Mana

+2 Exhaust.
	Spend 4X success to increase target’s damage rolls by 8 for X rounds (max X = 20).

	Embed
	Spell
	9
	-
	+2 Mana

+2 Exhaust.
	Spend 4X success to raise target’s deflection by 8 for X rounds (max X = 20).

	Power
	Spell
	9
	-
	+4 Mana

+2 Exhaust.
	Spend 4X success and tap 2X grace to reduce the exhaustion costs of target’s actions by 5 (to normal minimum) for X rounds (max X = 10).

	Instruct
	Spell
	9
	-
	+1 Exhaust.
	Spend 4X success; for X rounds, the target can use one technique you know as a masterful technique (no skill requirement) (max X = 10).

	Condense
	Spell
	10
	-
	+2 Mana

+2 Exhaust.
	Spend 8X success to increase target’s gather mana rolls by 8 for 2X rounds (max X = 10).

	Intensify
	Spell
	10
	-
	+2 Mana

+2 Exhaust.
	Spend 4X success to increase target’s casting rolls by 8 for X rounds (max X = 20).

	Acumen
	Spell
	10
	-
	+2 Mana

+2 Exhaust.
	Spend 4X success to raise target’s dodge, parry, and block by 8 for X rounds (max X = 20).

	Hurry
	Spell
	10
	-
	+4 Exhaust.
	Spend 2X success to increase the target’s movement by 10’ for X rounds (max X = 20).

	Retrocede
	Spell
	10
	-
	+3 Exhaust.
	Spend 2X success and tap X grace to convert the next X wounds sustained by target within 3 rounds into healing (of wounds) (max X = 40).

	Hallow
	Spell
	10
	-
	+3 Exhaust.
	Spend 6X success and tap 10 grace; for X rounds, whenever an effect heals the target’s wounds, the target recovers from 50% more wounds (max X = 7).

	Empower
	Spell
	11
	-
	+2 Mana

+4 Exhaust.
	Spend 6X success to raise target’s STR by X for 9 rounds (max X = 10).

	Elucidate
	Spell
	11
	-
	+2 Mana

+4 Exhaust.
	Spend 6X success to raise target’s ART by X for 9 rounds (max X = 10).

	Quicken
	Spell
	12
	-
	+2 Mana

+4 Exhaust.
	Spend 7X success to raise target’s DEX by X for 9 rounds (max X = 10).

	Galvanize
	Spell
	12
	-
	+2 Mana

+4 Exhaust.
	Spend 7X success to raise target’s WIL by X for 9 rounds (max X = 10).

	Edify
	Spell
	12
	-
	+5 Mana

+3 Exhaust.
	Spend 4X success to increase one of the target’s skills by 8 for X rounds (max X = 20).

	Fortify
	Spell
	13
	-
	+2 Mana

+4 Exhaust.
	Spend 8X success to raise target’s VIT by X for 9 rounds (max X = 10).

	Inspire
	Spell
	13
	-
	+2 Mana

+4 Exhaust.
	Spend 8X success to raise target’s SPR by X for 9 rounds (max X = 10).

	Sanctify
	Spell
	13
	-
	+5 Exhaust.
	Spend 6X success and tap 20 grace; for X rounds, whenever an effect heals the target’s wounds, the target recovers from 50% more wounds (max X = 14).

	Zenith
	Spell
	13
	-
	+8 Mana

+3 Exhaust.
	Spend X success to give target a +X bonus to finesse and damage on one attack of his choice within the next 30 rounds (max X = 60).


	Climax
	Spell
	13
	-
	+8 Mana

+3 Exhaust.
	Spend X success to give target a +X bonus to casting one spell of his choice within the next 30 rounds (max X = 60).

	Mastery
	Spell
	14
	-
	+2 Exhaust.
	Spend 5X success; one technique the target knows counts as a masterful technique for X rounds (max X = 10).

	Consecrate
	Spell
	15
	-
	+6 Exhaust.
	Spend 10X success and tap 15 grace; for X rounds, whenever an effect heals the target’s wounds, the target recovers from 100% more wounds (max X = 4).

	Supremacy
	Spell
	18
	-
	+4 Exhaust.
	Spend 7X success; for X rounds, the target can use a different technique he knows each round like a masterful technique (max X = 10).


Divination Techniques

	Name
	Type
	Rq
	Resist
	Cost
	Effect

	
	
	
	
	
	

	
	
	
	
	
	


Conjuration Techniques

	Name
	Type
	Rq
	Resist
	Cost
	Effect

	
	
	
	
	
	

	
	
	
	
	
	


Evocation Techniques

	Name
	Type
	Rq
	Resist
	Cost
	Effect

	Wound
	Spell
	1
	WIL + deflect + magic resist.
	+1 Mana
	Spend X success to inflict 2X wounds on target (max X = 20).

	Jinx
	Spell
	1
	WIL + deflect + magic resist.
	
	Spend X success to inflict 2X peril on target (max X = 15).

	Assail
	Spell
	1
	WIL + deflect + magic resist.
	
	Spend X success to inflict X wounds and X peril on target (max X = 30).

	Private
	Gather Mana
	1
	-
	+3 Exhaust.
	Your magic resistance is increased by 3 for 2 rounds, even if gather attempt fails.

	Blast
	Spell
	2
	WIL + deflect + magic resist.
	+1 Mana
	Spend X success and tap X peril to inflict 3X wounds on target (max X = 20).

	Dispirit
	Spell
	2
	SPR + deflect + magic resist.
	
	Spend 3X success and tap 6X peril to inflict X SPR damage on target (max X = 4).

	Temper
	Spell
	2
	WIL + deflect + magic resist.
	
	Spend 3X success and tap 6X peril to inflict X WIL damage on target (max X = 4).

	Flowing
	Gather Mana
	2
	-
	+1 Exhaust.
	+2 to gather mana roll, but your magic resistance is reduced by 3 for 2 rounds.

	Pain
	Spell
	3
	VIT + deflect + magic resist.
	+2 Mana

+2 Exhaust.
	Spend X success to inflict 4X wounds of bleeding on target over 5 rounds (max X = 15).

	White
	Spell
	3
	-
	+2 Exhaust.
	Spell ignores 3 points of target’s magic resistance (to a minimum of 0).

	Edged
	Spell
	3
	-
	+2 Mana

+3 Exhaust.
	Your magic resistance is increased by 3 for 3 rounds, even if spell fails.

	Assault
	Spell
	4
	WIL + deflect + magic resist.
	+1 Mana
	Spend X success to inflict X wounds and X peril on target (max X = 60).

	Muddle
	Spell
	4
	WIL + deflect + magic resist.
	
	Spend 5X success and tap 6X peril to inflict X ART damage on target (max X = 4).


	Blunt
	Spell
	4
	WIL + deflect + magic resist.
	
	Spend X success to reduce target’s damage rolls by X for 3 rounds (max X = 10).

	Hex
	Spell
	5
	WIL + deflect + magic resist.
	+1 Mana
	Spend X success to inflict 2X peril on target (max X = 35).

	Devitalize
	Spell
	5
	WIL + deflect + magic resist.
	
	Spend 4X success and tap 6X peril to inflict X VIT damage on target (max X = 4).

	Ablate
	Spell
	5
	WIL + deflect
	+2 Exhaust.
	Spend 2X success to reduce target’s magic resistance by X for 6 rounds (max X = 10).

	Drag
	Spell
	5
	WIL + deflect + magic resist.
	
	Spend X success to reduce target’s finesse rolls by X for 3 rounds (max X = 10).

	Injure
	Spell
	6
	WIL + deflect + magic resist.
	+1 Mana

+1 Exhaust.
	Spend X success to inflict 2X wounds on target (max X = 40).

	Persecute
	Spell
	6
	VIT + deflect + magic resist.
	+5 Mana

+1 Exhaust.
	Spend 2X success to inflict 5X wounds of bleeding on target over 3 rounds (max X = 30).

	Strain
	Spell
	6
	WIL + deflect + magic resist.
	
	Spend 3X success and tap 6X peril to inflict X STR damage on target (max X = 4).

	Sap
	Spell
	6
	WIL + deflect + magic resist.
	
	Spend 3X success and tap 6X peril to inflict X DEX damage on target (max X = 4).

	Coursing
	Gather Mana
	6
	-
	+3 Exhaust.
	+5 to gather mana roll, but your magic resistance is reduced by 7 for 3 rounds.

	Disrupt
	Spell
	6
	WIL + deflect + magic resist.
	
	Spend X success to reduce target’s casting rolls by X for 3 rounds (max X = 10).

	Diffuse
	Spell
	6
	WIL + deflect + magic resist.
	+1 Exhaust.
	Spend X success to reduce target’s gather mana rolls by 3 for X rounds (max X = 20).

	Shell
	Spell
	6
	-
	+2 Mana

+2 Exhaust.
	Spend 3X success and tap 2X grace to increase target’s magic resistance by 2X for 4 rounds (max X = 10).  Each time target uses this bonus against an enemy action, he recovers X grace.

	Scathe
	Spell
	7
	WIL + deflect + magic resist.
	+1 Mana

+1 Exhaust.
	Spend X success and tap 2X peril to inflict 4X wounds on target (max X = 20).

	Dishearten
	Spell
	7
	SPR + deflect + magic resist.
	+1 Mana
	Spend 4X success and tap 3X peril to inflict X SPR damage on target (max X = 6).

	Restrain
	Spell
	7
	WIL + deflect + magic resist.
	+1 Mana
	Spend 4X success and tap 3X peril to inflict X WIL damage on target (max X = 6).

	Dull
	Spell
	7
	WIL + deflect + magic resist.
	+3 Exhaust.
	Spend 2X success to reduce one of target’s skills by X for 4 rounds (max X = 5).

	Clear
	Spell
	7
	-
	+6 Exhaust.
	Spell ignores 7 points of target’s magic resistance (to a minimum of 0).

	Secluded
	Gather Mana
	7
	-
	+5 Exhaust.
	Your magic resistance is increased by 5 for 2 rounds, even if gather attempt fails.

	Addle
	Spell
	8
	WIL + deflect + magic resist.
	+1 Mana
	Spend 6X success and tap 3X peril to inflict X ART damage on target (max X = 6).

	Dissolve
	Spell
	8
	WIL + deflect
	+2 Mana

+3 Exhaust.
	Spend 2X success to reduce target’s magic resistance by X for 6 rounds (max X = 25).

	Curse
	Spell
	9
	WIL + deflect + magic resist.
	+2 Exhaust.
	Spend 2X success to inflict 5X peril on target (max X = 10).

	Agonize
	Spell
	9
	VIT + deflect + magic resist.
	+4 Exhaust.
	Spend X success to inflict 6X wounds of bleeding on target over 9 rounds (max X = 25).

	Wilt
	Spell
	9
	WIL + deflect + magic resist.
	+1 Mana
	Spend 5X success and tap 3X peril to inflict X VIT damage on target (max X = 6).

	Cushion
	Spell
	9
	WIL + deflect + magic resist.
	+2 Mana
	Spend 3X success to reduce target’s damage rolls by 2X for 5 rounds (max X = 15).

	Transparent
	Spell
	9
	-
	+4 Exhaust.
	Spell ignores 6 points of target’s magic resistance (to a minimum of 0).


	Dominant
	Spell
	9
	-
	+3 Mana

+5 Exhaust.
	Your magic resistance is increased by 5 for 3 rounds, even if spell fails.

	Sheathe
	Spell
	9
	-
	+4 Mana

+3 Exhaust.
	Spend 5X success and tap 3X grace to increase target’s magic resistance by 2X for 8 rounds (max X = 15).  Each time target uses this bonus against an enemy action, he recovers X grace.

	Abuse
	Spell
	10
	WIL + deflect + magic resist.
	+1 Exhaust.
	Spend 2X success to inflict 2X wounds and 3X peril on target (max X = 15).

	Weaken
	Spell
	10
	WIL + deflect + magic resist.
	+1 Mana
	Spend 4X success and tap 3X peril to inflict X STR damage on target (max X = 6).

	Impair
	Spell
	10
	WIL + deflect + magic resist.
	+1 Mana
	Spend 4X success and tap 3X peril to inflict X DEX damage on target (max X = 6).

	Cascading
	Gather Mana
	10
	-
	+6 Exhaust.
	+9 to gather mana roll, but your magic resistance is reduced by 11 for 4 rounds.

	Slow
	Spell
	10
	WIL + deflect + magic resist.
	+2 Mana
	Spend 3X success to reduce target’s finesse rolls by 2X for 5 rounds (max X = 15).

	Challenge
	Spell
	10
	WIL + deflect + magic resist.
	+2 Exhaust.
	Spend 3X success and tap 2X peril to reduce target’s current mana by 2X (max X = 10).

	Deject
	Spell
	11
	SPR + deflect + magic resist.
	+1 Exhaust.
	Spend 6X success to inflict X SPR damage on target (max X = 3).

	Suppress
	Spell
	11
	WIL + deflect + magic resist.
	+1 Exhaust.
	Spend 6X success to inflict X WIL damage on target (max X = 3).

	Diamond
	Spell
	11
	-
	+8 Exhaust.
	Spell ignores 10 points of target’s magic resistance (to a minimum of 0).

	Spoil
	Spell
	11
	WIL + deflect + magic resist.
	+2 Mana
	Spend 3X success to reduce target’s casting rolls by 2X for 5 rounds (max X = 15).

	Disperse
	Spell
	11
	WIL + deflect + magic resist.
	+2 Mana

+2 Exhaust.
	Spend 2X success to reduce target’s gather mana rolls by 6 for X rounds (max X = 35).

	Ruin
	Spell
	12
	WIL + deflect + magic resist.
	+1 Mana

+2 Exhaust.
	Spend X success and tap 3X peril to inflict 5X wounds on target (max X = 20).

	Waste
	Spell
	12
	WIL + deflect + magic resist.
	+1 Exhaust.
	Spend 7X success to inflict X VIT damage on target (max X = 3).

	Deliquesce
	Spell
	12
	WIL + deflect
	+2 Mana

+5 Exhaust.
	Spend 3X success to reduce target’s magic resistance by 2X for 4 rounds (max X = 10).

	Doom
	Spell
	13
	WIL + deflect + magic resist.
	+2 Mana 

+2 Exhaust.
	Spend 2X success to inflict 5X peril on target (max X = 20).

	Baffle
	Spell
	13
	WIL + deflect + magic resist.
	+1 Exhaust.
	Spend 8X success to inflict X ART damage on target (max X = 3).

	Translucent
	Spell
	13
	-
	+2 Exhaust.
	Spell ignores 4 points of target’s magic resistance (to a minimum of 0).

	Separate
	Gather Mana
	13
	-
	+8 Exhaust.
	Your magic resistance is increased by 9 for 2 rounds, even if gather attempt fails.

	Envelope
	Spell
	13
	-
	+5 Mana

+4 Exhaust.
	Spend 7X success and tap 4X grace to increase target’s magic resistance by 2X for 12 rounds (max X = 20).  Each time target uses this bonus against an enemy action, he recovers X grace.

	Enfeeble
	Spell
	14
	WIL + deflect + magic resist.
	+1 Exhaust.
	Spend 6X success to inflict X STR damage on target (max X = 3).

	Cripple
	Spell
	14
	WIL + deflect + magic resist.
	+1 Exhaust.
	Spend 6X success to inflict X DEX damage on target (max X = 3).

	Inexpertise
	Spell
	14
	WIL + deflect + magic resist.
	+2 Mana

+5 Exhaust.
	Spend 3X success to reduce one of target’s skills by X for 6 rounds (max X = 10).

	Ravage
	Spell
	15
	WIL + deflect + magic resist.
	+2 Mana

+1 Exhaust.
	Spend 2X success to inflict 2X wounds and 3X peril on target (max X = 30).


	Priority
	Spell
	15
	-
	+3 Mana

+8 Exhaust.
	Your magic resistance is increased by 9 for 3 rounds, even if spell fails.

	Splinter
	Spell
	16
	WIL + deflect + magic resist.
	+2 Mana

+4 Exhaust.
	Spend 4X success to reduce target’s gather mana rolls by 10 for X rounds (max X = 15).

	Cancel
	Spell
	17
	WIL + deflect + magic resist.
	+4 Exhaust.
	Spend 2X success and tap 3X peril to reduce target’s current mana by 2X (max X = 15).


Geomancy Techniques

	Name
	Type
	Rq
	Resist
	Cost
	Effect

	Ignite
	Spell
	1
	WIL + deflect + fire resist.
	
	Spend X success to inflict 2X wounds of burning on target over 3 rounds (max X = 30).

	Blaze
	Spell
	1
	WIL + deflect + fire resist.
	+2 Exhaust.
	If spell succeeds, your target sustains 5 wounds.

	Frost
	Spell
	1
	WIL + deflect + ice resist.
	
	Spend X success to inflict X wounds and reduce the target’s maximum movement by X feet/round for 2 rounds (max X = 30).

	Stiffen
	Spell
	1
	WIL + deflect + ice resist.
	+2 Exhaust.
	If spell succeeds, the target’s finesse rolls are reduced by 5 for 1 round.

	Zap
	Spell
	1
	WIL + deflect + lightn. resist.
	
	Spend X success to inflict X wounds and X peril on target (max X = 30).

	Threaten
	Spell
	1
	WIL + deflect + lightn. resist.
	+2 Exhaust.
	If spell succeeds, your target incurs 5 peril.

	Prismatic
	Gather Mana
	1
	-
	+2 Exhaust.
	Your fire, ice, or lightning resistance (choose one) is increased by 3 for 2 rounds.

	Blister
	Spell
	2
	WIL + deflect + fire resist.
	
	If spell succeeds, tap 14X peril to inflict X VIT damage on target (max X = 4).

	Numb
	Spell
	2
	WIL + deflect + ice resist.
	
	Spend X success to reduce target’s finesse rolls by 3 for X rounds (max X = 15).

	Freeze
	Spell
	2
	WIL + deflect + ice resist.
	
	If spell succeeds, tap 12X peril to inflict X DEX damage on target (max X = 4).

	Shock
	Spell
	2
	WIL + deflect + lightn. resist.
	
	If spell succeeds, tap 12X peril to inflict X STR damage on target (max X = 4).

	Enkindle
	Spell
	3
	WIL + deflect + fire resist.
	+2 Exhaust.
	Spend X success to inflict 4X wounds of burning on target over 6 rounds (max X = 20).

	Flare
	Spell
	3
	WIL + deflect + fire resist.
	+6 Exhaust.
	If spell succeeds, your target sustains 12 wounds.

	Sudden
	Spell
	3
	WIL + deflect + lightn. resist.
	
	If spell succeeds, tap X peril to inflict X wounds on target (max X = 10).

	Quench
	Spell
	3
	-
	
	Spend 2X success and tap X grace to end 2X wounds/round of burning (max X = 10).

	Scarlet
	Spell
	3
	-
	+2 Exhaust.
	Spell ignores 3 points of target’s fire resistance (to a minimum of 0).

	Turquoise
	Spell
	3
	-
	+2 Exhaust.
	Spell ignores 3 points of target’s ice resistance (to a minimum of 0).

	Amber
	Spell
	3
	-
	+2 Exhaust.
	Spell ignores 3 points of target’s lightning resistance (to a minimum of 0).

	Elemental
	Spell
	3
	-
	+2 Mana

+2 Exhaust.
	Your fire, ice, or lightning resistance (choose one) is increased by 3 for 3 rounds.

	Broil
	Spell
	4
	WIL + deflect + fire resist.
	+1 Exhaust.
	Spend X success and tap X peril to inflict 4X wounds of burning on target over 4 rounds (max X = 25).

	Ice
	Spell
	4
	WIL + deflect + ice resist.
	+1 Mana
	Spend 2X success to inflict 2X wounds and reduce the target’s maximum movement by X feet/round for 5 rounds (max X = 30).

	Lightning
	Spell
	4
	WIL + deflect + lightn. resist.
	+1 Mana
	Spend X success to inflict X wounds and X peril on target (max X = 60).

	Imperil
	Spell
	4
	WIL + deflect + lightn. resist.
	+6 Exhaust.
	If spell succeeds, your target incurs 13 peril.

	Consuming
	Gather Mana
	4
	-
	
	+2 to gather mana roll, but you incur 5 wounds.

	Hail
	Spell
	5
	WIL + deflect + ice resist.
	+1 Exhaust.
	Spend 2X success to inflict 3X wounds and reduce the target’s maximum movement by X feet/round for 2 rounds (max X = 30).

	Stagnate
	Spell
	5
	WIL + deflect + ice resist.
	+6 Exhaust.
	If spell succeeds, the target’s finesse rolls are reduced by 5 for 3 rounds.

	Dry
	Spell
	5
	WIL + deflect
	+1 Mana

+1 Exhaust.
	Spend 2X success to reduce target’s fire resistance by X for 6 rounds (max X = 10).

	Dampen
	Spell
	5
	WIL + deflect
	+1 Mana

+1 Exhaust.
	Spend 2X success to reduce target’s ice resistance by X for 6 rounds (max X = 10).

	Metallize
	Spell
	5
	WIL + deflect
	+1 Mana

+1 Exhaust.
	Spend 2X success to reduce target’s lightning resistance by X for 6 rounds (max X = 10).

	Spark
	Spell
	5
	DEX + dodge + fire resist.
	+4 Mana
	Increase spell range by 55 feet

	Flake
	Spell
	5
	DEX + dodge + ice resist.
	+4 Mana
	Increase spell range by 55 feet

	Bolt
	Spell
	5
	DEX + dodge + lightn. resist.
	+4 Mana
	Increase spell range by 55 feet

	Burn
	Spell
	6
	WIL + deflect + fire resist.
	+5 Mana

+1 Exhaust.
	Spend 2X success to inflict 5X wounds of burning on target over 3 rounds (max X = 30).

	Immolate
	Spell
	6
	WIL + deflect + fire resist.
	+4 Exhaust.
	If spell succeeds, your target sustains 9 wounds.

	Shiver
	Spell
	6
	WIL + deflect + ice resist.
	+1 Mana
	Spend X success to inflict X wounds and reduce the target’s finesse rolls by X for 2 rounds (max X = 15).

	Desensitize
	Spell
	6
	WIL + deflect + ice resist.
	+2 Mana
	Spend 2X success to reduce target’s finesse rolls by 6 for X rounds (max X = 15).

	Dazzle
	Spell
	6
	WIL + deflect + lightn. resist.
	
	If spell succeeds, tap 3X peril to reduce target’s finesse rolls and casting rolls by X for 4 rounds (max X = 15).

	Inner Fire
	Spell
	6
	-
	+1 Exhaust.
	Spend 2X success to increase target’s damage rolls by 4 for X rounds (max X = 15).

	Like the Wind
	Spell
	6
	-
	+1 Exhaust.
	Spend 2X success to increase target’s finesse rolls by 4 for X rounds (max X = 15).

	Extinguish
	Spell
	6
	-
	+3 Mana
	Spend X success and tap X grace to end 2X wounds/round of burning (max X = 15).

	Ember
	Spell
	7
	WIL + deflect + fire resist.
	+1 Exhaust.
	Spend X success and tap X peril to convert 3X of target’s wounds into 5X peril (max X = 10).

	Slick
	Spell
	7
	WIL + deflect + ice resist.
	+2 Exhaust.
	If spell succeeds, tap 20 peril to prevent target from taking a movement action next round.

	Violent
	Spell
	7
	WIL + deflect + lightn. resist.
	+1 Mana
	If spell succeeds, tap X peril to inflict X wounds on target (max X = 25).

	Endanger
	Spell
	7
	WIL + deflect + lightn. resist.
	+4 Exhaust.
	If spell succeeds, your target incurs 10 peril.

	Enflame Blade
	Spell
	7
	WIL + deflect + fire resist.
	+2 Mana
	Spend X success to change the damage type of one weapon held by target to fire for X rounds (max X = 30).

	Chill Blade
	Spell
	7
	WIL + deflect + ice resist.
	+2 Mana
	Spend X success to change the damage type of one weapon held by target to ice for X rounds (max X = 30).

	Electrify Blade
	Spell
	7
	WIL + deflect + lightn. resist.
	+2 Mana
	Spend X success to change the damage type of one weapon held by target to lightning for X rounds (max X = 30).

	Jacinth
	Spell
	7
	-
	+6 Exhaust.
	Spell ignores 7 points of target’s fire resistance (to a minimum of 0).

	Azure
	Spell
	7
	-
	+6 Exhaust.
	Spell ignores 7 points of target’s ice resistance (to a minimum of 0).

	Gilded
	Spell
	7
	-
	+6 Exhaust.
	Spell ignores 7 points of target’s lightning resistance (to a minimum of 0).

	Chromatic
	Gather Mana
	7
	-
	+4 Exhaust.
	Your fire, ice, or lightning resistance (choose one) is increased by 5 for 2 rounds.

	Chill
	Spell
	8
	WIL + deflect + ice resist.
	
	Spend 2X success to inflict X wounds and reduce the target’s finesse rolls by X for 3 rounds and maximum movement by X feet/round for 3 rounds (max X = 35).

	Rigidify
	Spell
	8
	WIL + deflect + ice resist.
	+4 Exhaust.
	If spell succeeds, the target’s finesse rolls are reduced by 10 for 1 round.

	Parch
	Spell
	8
	WIL + deflect
	+3 Mana

+2 Exhaust.
	Spend 2X success to reduce target’s fire resistance by X for 6 rounds (max X = 25).

	Drench
	Spell
	8
	WIL + deflect
	+3 Mana

+2 Exhaust.
	Spend 2X success to reduce target’s ice resistance by X for 6 rounds (max X = 25).

	Iron Mist
	Spell
	8
	WIL + deflect
	+3 Mana

+2 Exhaust.
	Spend 2X success to reduce target’s lightning resistance by X for 6 rounds (max X = 25).

	Smolder
	Spell
	9
	WIL + deflect + fire resist.
	+4 Exhaust.
	Spend X success to inflict 6X wounds of burning on target over 12 rounds (max X = 25).

	Incinerate
	Spell
	9
	WIL + deflect + fire resist.
	+10 Exhaust
	If spell succeeds, your target sustains 21 wounds.

	Scorch
	Spell
	9
	WIL + deflect + fire resist.
	+3 Mana
	Spend 7X success to inflict X VIT damage on target (max X = 2).

	Glaciate
	Spell
	9
	WIL + deflect + ice resist.
	+3 Mana
	Spend 6X success to inflict X DEX damage on target (max X = 2).

	Thunder
	Spell
	9
	WIL + deflect + lightn. resist.
	+1 Exhaust.
	Spend 2X success to inflict 2X wounds and 3X peril on target (max X = 15).

	Fibrillate
	Spell
	9
	WIL + deflect + lightn. resist.
	+3 Mana
	Spend 6X success to inflict X STR damage on target (max X = 2).

	Carmine
	Spell
	9
	-
	+4 Exhaust.
	Spell ignores 6 points of target’s fire resistance (to a minimum of 0).

	Cerulean
	Spell
	9
	-
	+4 Exhaust.
	Spell ignores 6 points of target’s ice resistance (to a minimum of 0).

	Bronze
	Spell
	9
	-
	+4 Exhaust.
	Spell ignores 6 points of target’s lightning resistance (to a minimum of 0).

	Nascent
	Spell
	9
	-
	+3 Mana

+4 Exhaust.
	Your fire, ice, or lightning resistance (choose one) is increased by 5 for 3 rounds.

	Devouring
	Gather Mana
	9
	-
	
	+5 to gather mana roll, but you incur 14 wounds.

	Flashpoint
	Spell
	10
	WIL + deflect + fire resist.
	+6 Mana
	If spell succeeds, tap X peril to cause X wounds/round of burning to inflict the total wounds for its remaining duration instantly (ending that burning) (max X = 15).

	Narcotize
	Spell
	10
	WIL + deflect + ice resist.
	+3 Mana

+1 Exhaust.
	Spend 3X success to reduce target’s finesse rolls by 10 for X rounds (max X = 15).

	Menace
	Spell
	10
	WIL + deflect + lightn. resist.
	+10 Exhaust
	If spell succeeds, your target incurs 22 peril.

	Rage
	Spell
	10
	-
	+2 Mana

+2 Exhaust.
	Spend 4X success to increase target’s damage rolls by 8 for X rounds (max X = 15).

	Like Lightning
	Spell
	10
	-
	+2 Mana

+2 Exhaust.
	Spend 4X success to increase target’s finesse rolls by 8 for X rounds (max X = 15).

	Conflagrate
	Spell
	11
	WIL + deflect + fire resist.
	+3 Exhaust.
	Spend X success and tap X peril to inflict 6X wounds of burning on target over 8 rounds (max X = 30).

	Tingle
	Spell
	11
	WIL + deflect + ice resist.
	+3 Mana
	Spend X success to inflict X wounds and reduce the target’s finesse rolls by X for 2 rounds (max X = 35).

	Exanimate
	Spell
	11
	WIL + deflect + ice resist.
	+8 Exhaust.
	If spell succeeds, the target’s finesse rolls are reduced by 10 for 2 rounds.

	Daze
	Spell
	11
	WIL + deflect + lightn. resist.
	+2 Exhaust.
	If spell succeeds, tap 4X peril to reduce target’s finesse rolls and casting rolls by X for 6 rounds (max X = 20).

	Ruby
	Spell
	11
	-
	+8 Exhaust.
	Spell ignores 10 points of target’s fire resistance (to a minimum of 0).

	Sapphire
	Spell
	11
	-
	+8 Exhaust.
	Spell ignores 10 points of target’s ice resistance (to a minimum of 0).

	Golden
	Spell
	11
	-
	+8 Exhaust.
	Spell ignores 10 points of target’s lightning resistance (to a minimum of 0).

	Desiccate
	Spell
	12
	WIL + deflect
	+3 Mana

+4 Exhaust.
	Spend 3X success to reduce target’s fire resistance by 2X for 4 rounds (max X = 10).

	Deluge
	Spell
	12
	WIL + deflect
	+3 Mana

+4 Exhaust.
	Spend 3X success to reduce target’s ice resistance by 2X for 4 rounds (max X = 10).

	Silver Mist
	Spell
	12
	WIL + deflect
	+3 Mana

+4 Exhaust.
	Spend 3X success to reduce target’s lightning resistance by 2X for 4 rounds (max X = 10).

	Explosion
	Spell
	12
	DEX + dodge + fire resist.
	+5 Exhaust.
	Spell affects all possible targets within 20 feet of one target otherwise affected.

	Ignite Blade
	Spell
	13
	WIL + deflect + fire resist.
	+3 Mana
	Spend X success to change the damage type of one weapon held by target to fire for X rounds (max X = 50).

	Freeze Blade
	Spell
	13
	WIL + deflect + ice resist.
	+3 Mana
	Spend X success to change the damage type of one weapon held by target to ice for X rounds (max X = 50).

	Charge Blade
	Spell
	13
	WIL + deflect + lightn. resist.
	+3 Mana
	Spend X success to change the damage type of one weapon held by target to lightning for X rounds (max X = 50).

	Vermilion
	Spell
	13
	-
	+2 Exhaust.
	Spell ignores 4 points of target’s fire resistance (to a minimum of 0).

	Lazuline
	Spell
	13
	-
	+2 Exhaust.
	Spell ignores 4 points of target’s ice resistance (to a minimum of 0).

	Aureate
	Spell
	13
	-
	+2 Exhaust.
	Spell ignores 4 points of target’s lightning resistance (to a minimum of 0).

	Kaleidoscopic
	Gather Mana
	13
	-
	+7 Exhaust.
	Your fire, ice, or lightning resistance (choose one) is increased by 9 for 2 rounds.

	Chill Soul
	Spell
	14
	SPR + deflect + ice resist.
	+1 Exhaust.
	Spend 6X success to inflict X SPR damage on target (max X = 3).

	Fulminate
	Spell
	14
	WIL + deflect + lightn. resist.
	+2 Mana

+1 Exhaust.
	Spend 2X success to inflict 2X wounds and 3X peril on target (max X = 30).

	Primal
	Spell
	15
	-
	+3 Mana

+7 Exhaust.
	Your fire, ice, or lightning resistance (choose one) is increased by 9 for 3 rounds.

	Voracious
	Gather Mana
	15
	-
	
	+9 to gather mana roll, but you incur 27 wounds.


Warding Techniques

	Name
	Type
	Rq
	Resist
	Cost
	Effect

	Guard
	Spell
	1
	-
	+1 Mana
	Spend X success to increase target’s slashing, piercing, or crushing resistance (choose one) by 3 for X rounds (max X = 20).

	Shelter
	Spell
	1
	-
	
	Spend X success to increase target’s fire, ice, or lightning resistance (choose one) by 3 for X rounds (max X = 20).

	Resist
	Spell
	1
	-
	+1 Exhaust.
	Spend X success to increase target’s magic resistance by 3 for X rounds (max X = 20).

	Humming
	Gather Mana
	1
	-
	+3 Exhaust.
	Your slashing, piercing, and crushing resistances are increased by 2 for 2 rounds.

	Sparkling
	Gather Mana
	1
	-
	+4 Exhaust.
	Your fire, ice, lightning, and magic resistances are increased by 2 for 2 rounds.

	Haze
	Spell
	2
	-
	+2 Mana
	Spend X success to increase target’s dodge, parry, or block (choose one) by 3 for X rounds (max X = 20).

	Halt
	Spell
	2
	WIL + deflect + magic resist.
	
	Spend X success to reduce target’s maximum movement by 2X’ for 2 rounds (max X = 20).

	Guarded
	Gather Mana
	2
	-
	+1 Exhaust.
	-1 to gather mana roll, but your slashing, piercing, or crushing resistance (choose one) is increased by 3 for 2 rounds.

	Sheltered
	Gather Mana
	2
	-
	
	-2 to gather mana roll, but your fire, ice, or lightning resistance (choose one) is increased by 3 for 2 rounds.

	Resistant
	Gather Mana
	2
	-
	+1 Exhaust.
	-2 to gather mana roll, but your magic resistance is increased by 3 for 2 rounds.

	Selfish
	Spell
	2
	-
	+1 Mana
	Spell affects you in addition to chosen target.

	Backlash
	Spell
	3
	-
	
	Spend 2X success; for X rounds, anyone making a melee attack against your target incurs 5 peril (max X = 10).

	Expel
	Spell
	3
	WIL + deflect + magic resist.
	
	Spend 4X success to cause target to incur X peril for each 5’ closer to you he moves during the next 5 rounds (max X = 10).

	Resonant
	Spell
	3
	-
	+2 Mana

+3 Exhaust.
	Your slashing, piercing, and crushing resistances are increased by 2 for 3 rounds.

	Glowing
	Spell
	3
	-
	+3 Mana

+4 Exhaust.
	Your fire, ice, lightning, and magic resistances are increased by 2 for 3 rounds.

	Absorption
	Spell
	4
	-
	
	Spend X success and tap 2X grace to negate the next 2X wounds received by your target within 6 rounds (max X = 15).

	Feedback
	Spell
	4
	WIL + deflect + magic resist.
	+2 Mana
	Spend 2X success; for X rounds, anyone casting a spell on your target incurs 10 peril (max X = 15).

	Repel
	Spell
	4
	WIL + deflect + magic resist.
	
	Spend X success and tap X peril to push target 2X feet away from you (max X = 20).  (No impact damage for being pushed into objects.)

	Firm
	Spell
	4
	-
	+3 Mana

+1 Exhaust.
	Your slashing, piercing or crushing resistance (choose one) is increased by 3 for 3 rounds.

	Insulating
	Spell
	4
	-
	+4 Mana
	Your fire, ice, or lightning resistance (choose one) is increased by 3 for 3 rounds.

	Sharp
	Spell
	4
	-
	+4 Mana

+1 Exhaust.
	Your magic resistance is increased by 3 for 3 rounds.

	Secure
	Spell
	5
	-
	+2 Mana

+1 Exhaust.
	Spend 2X success to increase target’s slashing, piercing, or crushing resistance (choose one) by 6 for X rounds (max X = 30).

	Screen
	Spell
	5
	-
	+1 Exhaust.
	Spend 2X success to increase target’s fire, ice, or lightning resistance (choose one) by 6 for X rounds (max X = 30).

	Oppose
	Spell
	5
	-
	+1 Mana

+2 Exhaust.
	Spend 2X success to increase target’s magic resistance by 6 for X rounds (max X = 30).

	Protect
	Spell
	5
	-
	+3 Mana

+2 Exhaust.
	Spend 7X success and tap 8X grace to increase target’s slashing, piercing, and crushing resistance by 4X for 4 rounds (max X = 5).  Each time target uses this bonus against an enemy action, he recovers X grace.

	Ward
	Spell
	5
	-
	+3 Mana

+3 Exhaust.
	Spend 4X success and tap 4X grace to increase target’s fire, ice, lightning, and magic resistance by 2X for 4 rounds (max X = 10).  Each time target uses this bonus against an enemy action, he recovers X grace.

	Mist
	Spell
	6
	-
	+3 Mana

+1 Exhaust.
	Spend 2X success to increase target’s dodge, parry, or block (choose one) by 6 for X rounds (max X = 30).

	Stone Skin
	Spell
	6
	-
	+2 Exhaust.
	Spend X success and tap X grace to negate the next 2X wounds (total) of slashing, piercing, and crushing damage received by your target within 4 rounds (max X = 20).

	Lead Skin
	Spell
	6
	-
	+1 Mana

+1 Exhaust.
	Spend X success and tap X grace to negate the next 2X wounds (total) of fire, ice, and lightning damage received by your target within 4 rounds (max X = 20).

	Fey Skin
	Spell
	6
	-
	+1 Exhaust.
	Spend X success and tap X grace to negate the next 2X wounds of magic damage received by your target within 4 rounds (max X = 20).

	Rescue
	Spell
	6
	-
	+3 Exhaust.
	Spend X success to transfer 2X peril from your target to yourself (max X = 30).

	Entrap
	Spell
	6
	WIL + deflect + magic resist.
	+3 Mana
	Spend 2X success to reduce target’s maximum movement by 10’ for X rounds (max X = 20).

	Shield
	Spell
	7
	-
	+5 Mana

+4 Exhaust.
	Spend 5X success and tap 3X grace to increase all of the target’s resistances by 2X for 4 rounds (max X = 10).

	Recoil
	Spell
	7
	-
	+1 Exhaust.
	Spend 4X success; for X rounds, anyone making a melee attack against your target incurs 10 peril (max X = 15).

	Banish
	Spell
	7
	WIL + deflect + magic resist.
	+1 Exhaust.
	Spend 7X success to cause target to incur X peril for each 5’ closer to you he moves during the next 10 rounds (max X = 10).

	Buzzing
	Gather Mana
	7
	-
	+6 Exhaust.
	Your slashing, piercing, and crushing resistances are increased by 4 for 2 rounds.

	Glittering
	Gather Mana
	7
	-
	+8 Exhaust.
	Your fire, ice, lightning, and magic resistances are increased by 4 for 2 rounds.

	Check
	Spell
	8
	-
	+5 Mana

+4 Exhaust.
	Spend 6X success and tap 7X grace to increase target’s fire, ice, lightning, and magic resistance by 2X for 8 rounds (max X = 15).  Each time target uses this bonus against an enemy action, he recovers X grace.


	Defend
	Spell
	8
	-
	+5 Mana

+3 Exhaust.
	Spend 10X success and tap 14X grace to increase target’s slashing, piercing, and crushing resistance by 4X for 8 rounds 
(max X = 8).  Each time target uses this bonus against an enemy action, he recovers X grace.

	Interference
	Spell
	8
	WIL + deflect + magic resist.
	+4 Mana

+1 Exhaust.
	Spend 4X success; for X rounds, anyone casting a spell on your target incurs 20 peril (max X = 20).

	Secured
	Gather Mana
	8
	-
	+1 Exhaust.
	-3 to gather mana roll, but your slashing, piercing, or crushing resistance (choose one) is increased by 5 for 2 rounds.

	Screened
	Gather Mana
	8
	-
	
	-4 to gather mana roll, but your fire, ice, or lightning resistance (choose one) is increased by 5 for 2 rounds.

	Opposing
	Gather Mana
	8
	-
	+1 Exhaust.
	-4 to gather mana roll, but your magic resistance is increased by 5 for 2 rounds.

	Fend
	Spell
	9
	-
	+4 Mana

+2 Exhaust.
	Spend 4X success to increase target’s slashing, piercing, or crushing resistance (choose one) by 10 for X rounds (max X = 35).

	Veil
	Spell
	9
	-
	+2 Mana

+1 Exhaust.
	Spend 4X success to increase target’s fire, ice, or lightning resistance (choose one) by 10 for X rounds (max X = 35).

	Defy
	Spell
	9
	-
	+3 Mana

+3 Exhaust.
	Spend 4X success to increase target’s magic resistance by 10 for X rounds (max X = 35).

	Respite
	Spell
	9
	-
	+3 Mana

+1 Exhaust.
	Spend X success to give target a +X bonus to defense and tolerance against one attack of his choice within the next 10 rounds (max X = 30).

	Reprieve
	Spell
	9
	-
	+3 Mana

+1 Exhaust.
	Spend X success to give target a +X bonus to resistance against one spell of his choice within the next 10 rounds (max X = 30).

	Oust
	Spell
	9
	WIL + deflect + magic resist.
	+2 Mana
	Spend 4X success to cause target to incur X peril for each 5’ closer to you he moves during the next 5 rounds (max X = 25).

	Loud
	Spell
	9
	-
	+4 Mana

+6 Exhaust.
	Your slashing, piercing, and crushing resistances are increased by 4 for 3 rounds.

	Bright
	Spell
	9
	-
	+6 Mana

+8 Exhaust.
	Your fire, ice, lightning, and magic resistances are increased by 4 for 3 rounds.

	Blur
	Spell
	10
	-
	+6 Mana

+2 Exhaust.
	Spend 4X success to increase target’s dodge, parry, or block (choose one) by 10 for X rounds (max X = 35).

	Preserve
	Spell
	10
	-
	+7 Mana

+5 Exhaust.
	Spend 8X success and tap 4X grace to increase all of the target’s resistances by 2X for 8 rounds (max X = 15).

	Repulse
	Spell
	10
	WIL + deflect + magic resist.
	+2 Mana
	Spend X success and tap 2X peril to push target 3X feet away from you (max X = 25).  (No impact damage for being pushed into objects.)

	Tough
	Spell
	10
	-
	+5 Mana

+2 Exhaust.
	Your slashing, piercing or crushing resistance (choose one) is increased by 5 for 3 rounds.

	Isolating
	Spell
	10
	-
	+6 Mana

+1 Exhaust.
	Your fire, ice, or lightning resistance (choose one) is increased by 5 for 3 rounds.

	Serrated
	Spell
	10
	-
	+6 Mana

+2 Exhaust.
	Your magic resistance is increased by 5 for 3 rounds.



	Stone Flesh
	Spell
	11
	-
	+3 Mana

+3 Exhaust.
	Spend X success and tap X grace to negate the next 2X wounds (total) of slashing, piercing, and crushing damage received by your target within 10 rounds (max X = 20).

	Lead Flesh
	Spell
	11
	-
	+4 Mana

+2 Exhaust.
	Spend X success and tap X grace to negate the next 2X wounds (total) of fire, ice, and lightning damage received by your target within 10 rounds (max X = 20).

	Fey Flesh
	Spell
	11
	-
	+3 Mana

+2 Exhaust.
	Spend X success and tap X grace to negate the next 2X wounds of magic damage received by your target within 10 rounds (max X = 20).

	Bind
	Spell
	11
	WIL + deflect + magic resist.
	+7 Mana
	Spend 4X success to reduce target’s maximum movement by 20’ for X rounds (max X = 20).

	Exile
	Spell
	11
	WIL + deflect + magic resist.
	+2 Exhaust.
	Spend 10X success to cause target to incur X peril for each 5’ closer to you he moves during the next 15 rounds (max X = 10).

	Trick
	Spell
	11
	WIL + deflect + magic resist.
	+5 Exhaust.
	Spend X success to transfer X peril from yourself to your target (max X = 10).

	Armor
	Spell
	12
	-
	+6 Mana

+4 Exhaust.
	Spend 12X success and tap 20X grace to increase target’s slashing, piercing, and crushing resistance by 4X for 12 rounds 
(max X = 11).  Each time target uses this bonus against an enemy action, he recovers X grace.

	Aegis
	Spell
	12
	-
	+6 Mana

+5 Exhaust.
	Spend 8X success and tap 10X grace to increase target’s fire, ice, lightning, and magic resistance by 2X for 12 rounds (max X = 20).  Each time target uses this bonus against an enemy action, he recovers X grace.

	Antipathy
	Spell
	12
	-
	+2 Mana

+2 Exhaust.
	Spend 6X success; for X rounds, anyone making a melee attack against your target incurs 15 peril (max X = 20).

	Stone Hide
	Spell
	13
	-
	+3 Mana

+4 Exhaust.
	Spend 3X success and tap 2X grace to negate the next 5X wounds (total) of slashing, piercing, and crushing damage received by your target within 4 rounds (max X = 15).

	Lead Hide
	Spell
	13
	-
	+4 Mana

+3 Exhaust.
	Spend 3X success and tap 2X grace to negate the next 5X wounds (total) of fire, ice, and lightning damage received by your target within 4 rounds (max X = 15).

	Fey Hide
	Spell
	13
	-
	+3 Mana

+3 Exhaust.
	Spend 3X success and tap 2X grace to negate the next 5X wounds of magic damage received by your target within 4 rounds (max X = 15).

	Ransom
	Spell
	13
	-
	+3 Mana

+4 Exhaust.
	Spend 2X success to transfer 5X peril from your target to yourself (max X = 15).

	Static
	Spell
	13
	WIL + deflect + magic resist.
	+8 Mana

+2 Exhaust.
	Spend 6X success; for X rounds, anyone casting a spell on your target incurs 30 peril (max X = 25).

	Whistling
	Gather Mana
	13
	-
	+9 Exhaust.
	Your slashing, piercing, and crushing resistances are increased by 7 for 2 rounds.

	Scintillating
	Gather Mana
	13
	-
	+12 Exhaust
	Your fire, ice, lightning, and magic resistances are increased by 7 for 2 rounds.

	Safeguard
	Spell
	14
	-
	+8 Mana

+6 Exhaust.
	Spend 11X success and tap 5X grace to increase all of the target’s resistances by 2X for 12 rounds (max X = 20).


	Fending
	Gather Mana
	14
	-
	+1 Exhaust.
	-6 to gather mana roll, but your slashing, piercing, or crushing resistance (choose one) is increased by 9 for 2 rounds.

	Veiled
	Gather Mana
	14
	-
	
	-7 to gather mana roll, but your fire, ice, or lightning resistance (choose one) is increased by 9 for 2 rounds.

	Defiant
	Gather Mana
	14
	-
	+1 Exhaust.
	-7 to gather mana roll, but your magic resistance is increased by 9 for 2 rounds.

	Abeyance
	Spell
	15
	-
	+10 Mana

+1 Exhaust.
	Spend X success and tap 2X grace to give target a +2X bonus to defense and tolerance against one attack of his choice within the next 30 rounds (max X = 40).

	Caesura
	Spell
	15
	-
	+10 Mana

+1 Exhaust.
	Spend X success and tap 2X grace to give target a +2X bonus to resistance against one spell of his choice within the next 30 rounds (max X = 40).

	Clamorous
	Spell
	15
	-
	+6 Mana

+9 Exhaust.
	Your slashing, piercing, and crushing resistances are increased by 7 for 3 rounds.

	Luminous
	Spell
	15
	-
	+9 Mana

+12 Exhaust
	Your fire, ice, lightning, and magic resistances are increased by 7 for 3 rounds.

	Resilient
	Spell
	16
	-
	+7 Mana

+3 Exhaust.
	Your slashing, piercing or crushing resistance (choose one) is increased by 9 for 3 rounds.

	Enisling
	Spell
	16
	-
	+8 Mana

+2 Exhaust.
	Your fire, ice, or lightning resistance (choose one) is increased by 9 for 3 rounds.

	Keen
	Spell
	16
	-
	+8 Mana

+3 Exhaust.
	Your magic resistance is increased by 9 for 3 rounds.

	Delude
	Spell
	17
	WIL + deflect + magic resist.
	+1 Mana

+10 Exhaust
	Spend X success to transfer X peril from yourself to your target (max X = 20).


Attributes	Cur/Nrm	Final


        Strength	___/___	___


       Dexterity	___/___	___


          Vitality	___/___	___


          Artifice	___/___	___


     Willpower	___/___	___
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Resources:


Peril:	______
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Attacks:
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______ 	__/__/__


Defenses:
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Skills	Rank	Fa/Sp	Total (Range)	 Mod


_______________	___	(___)	+___ - ___	+___


_______________	___	(___)	+___ - ___	+___





Resistances  Eq	 Mod


  Slashing	___-	___	+___


  Piercing	___-	___	+___


 Crushing	___-	___	+___


         Fire	___-	___	+___


          Ice	___-	___	+___


Lightning	___-	___	+___


      Magic	___-	___	+___








