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Modified from standard GURPS by 

Argante Dragonheart & Puck Tanglewood

CHARACTER CREATION

For players; first, develop a character concept, then select the attributes, features and skills that most closely describe the character.

Primary Attributes

Primary attributes are the base from which the majority of the character’s features are derived. Primary attributes cannot be directly affected by advantages or disadvantages.

Body

The Body attribute is the measure of the character’s physical prowess. Strength and constitution are combined in this attribute. Body affects Health, Thrash Recovery, Height, Weight, Speed, Base Damage and Damage Resistance.

Wiggle

The Wiggle attribute is the measure of the character’s manual dexterity, flexibility and grace. Wiggle affects Speed, Dodge, Parry and Block, and is the base for most physical skills.

Brain

The Brain attribute is the measure of the character’s mental acuity, intelligence and ability to learn, retain and utilize information. Brain affects Will and Perception, and is the base for most knowledge-related skills.

Tao

The Tao attribute is the measure of the character’s life force and emotional intelligence. Tao affects Will, Perception and Vitality, is the base for magical/psychic power levels and the base for spirit-related skills.

Attribute Costs

Primary attributes must be purchased using the table below. A score of 10 is considered “normal” for humans. This scale is for use when developing PC’s, who are the heroes of the story and therefore start out as slightly “above average”.

Score
Point Cost
Score
Point Cost
Score
Point Cost

3
-80
9
-20
15
40

4
-70
10
-10
16
55

5
-60
11
0
17
70

6
-50
12
10
18
90

7
-40
13
20
19
110

8
-30
14
30
20
130

Secondary Attributes

Secondary attributes are derived from the primary attributes and can be affected by features.

Will

Will is the character’s mental perseverance and ability to focus on an objective in the face of distractions and opposing inclinations. Tests against Will are made when resisting the influence of disadvantages on a character’s actions and when a character attempts to resist arguments, torture or manipulation.

Formula: Tao / 6 (round down) + Brain, modified by Advantages/Disadvantages = Will

Perception

Perception is the character’s awareness of the elements of their environment and their ability to comprehend the connections between superficially unrelated facts or events. Tests against Perception are made to determine whether a character notices something or recognizes an association.

Formula: Brain / 6 (round down) + Tao, modified by Advantages/Disadvantages = Perception

Vitality

Vitality is the maximum amount of spiritual energy the character can have. The vitality score is derived from the Tao attribute and is modified by Advantages.

Formula: Tao x 2 modified by Advantages/Disadvantages = Vitality

Angst-o-meter

The Angst-o-meter is the character’s Vitality monitor. It is where you record the amount of fatigue the character has sustained and keep track of recovery. “Fatigue” or “Angst” is damage to the character’s Vitality level due to mental frustration, emotional angst and fatigue from using magical/psychic abilities. To construct a character’s angst-o-meter divide their Vitality score by 4, the result is the number of Vitality boxes in each level of angst-o-meter. When a character takes damage record it on the angst-o-meter. For every “angst” (point of fatigue) the character suffers, mark off one box. As the character recovers, erase the marks. When a character’s Vitality drops below Normal it becomes more difficult for them to perform actions. The angst-o-meter lists the modifier to be applied to all success tests when the character’s Vitality is below Normal. When a character’s Vitality drops to Exhausted/Frustrated or below, the character is now sufficiently fatigued that they must make a Vitality Check every round to remain conscious. To make a Vitality Check, roll 3D6 against the character’s current Vitality as recorded on the angst-o-meter. If the result of the roll is below the character’s current Vitality, they remain conscious. Once a character’s Vitality has crossed from Walking Zombie/Angst-ridden to Comatose, the character is unconscious. Any additional fatigue sustained by the character rolls over onto the thrash-o-meter as physical damage.

Sample Angst-O-Meter for Vitality Score 20

Angst-O-Meter
Modifier

Normal





none

Weary/Perturbed





-1

Exhausted/Frustrated





-2

Walking Zombie/Angst-ridden





-3

Comatose

-6

Health

Health is the maximum amount of physical damage the character can withstand. The Health score is derived from the Body attribute and is modified by Advantages. 

Formula: Body x 2 modified by Advantages/Disadvantages = Health

Thrash-o-meter

The Thrash-o-meter is the character’s Health monitor. It is where you record the amount of damage the character has sustained and keep track of healing. “Hits” or “Thrash” is damage to the character’s Health level due to physical attacks, illness, poisons, disease, shock and excessive activity. To construct a character’s thrash-o-meter divide their Health score by 4, the result is the number of Health boxes in each level of thrash-o-meter. When a character takes damage record it on the thrash-o-meter. For every “hit” (point of damage) the character suffers, mark off one box. As the character heals, erase the marks. When a character’s Health drops below Normal it becomes more difficult for them to perform actions. The thrash-o-meter lists the modifier to be applied to all success tests when the character’s Health is below Normal. When a character’s Health drops to Injured or below, the character is now sufficiently damaged that they must make a Health Check every round to remain conscious. To make a Health Check, roll 3D6 against the character’s current Health as recorded on the thrash-o-meter. If the result of the roll is below the character’s current Health, they remain conscious. Once a character’s Health has crossed from Nearly Dead to Dead, the character is Dead… unless the GM wants to give the players some extra time to save the character’s life. When in this sort of limbo additional damage sustained by the character is be recorded in the Dead box.

Sample Thrash-O-Meter for Health Score 20

Thrash-O-Meter
Modifier

Normal





none

Ouch





-1

Injured





-2

Nearly Dead





-3

Dead

-6

Initiative

The Initiative score is used to determine turn order during combat and to test against recovery from surprise. Initiative is derived from Tao and Wiggle. A character’s base initiative is half their Tao. When a combat turn begins the player rolls one or more D6 and adds the result to their base initiative for that combat turn. The number of D6’s the player rolls depends on their Wiggle score.

Formula: Tao / 2  = Base Initiative

Wiggle Score
Initiative Bonus

3
-

4
-

5
-

6
-

7
-

8
-

9
1D6

10
1D6

11
1D6

12
2D6

13
2D6

14
2D6

15
2D6

16
3D6

17
3D6

18
4D6

A character with a Tao of 12 and a Wiggle of 12 would have an Initiative of 6+2D6.

Actions

During combat characters and NPC’s can perform a certain number of actions in each combat round. Everyone in the universe is allowed one action. The player’s characters and important NPC’s get a minimum of two actions every combat round, since they are the heroes and villains of the story. Advantages, skills, etc can add to the number of actions an individual can perform in a combat round. In addition, a particularly high Initiative roll can grant a character additional actions. To determine how many additional actions an individual gets during a particular combat round refer to the following chart.

Initiative:
12-17
18-23
24-29
30+

Additional Actions:
1
2
3
4

Speed / Move

Speed is how quickly a character can cover a distance. Also called Move, a character’s Speed score is how many meters they can travel at full speed in one combat turn. (Moving at full speed takes up 1 action in a combat round.) Speed is derived from Wiggle and Body.

Formula: Wiggle / 2 + or – Body Modifier (see chart) = Speed / Move

Body Score
Speed Modifier

3
-4

4
-3

5
-2

6
-2

7
-1

8
-1

9
0

10
0

11
0

12
+1

13
+2

14
+3

15
+4

16
+3

17
+2

18
+1

Encumbrance

Weight up to 2xBody = no encumbrance

Weight up to 4xBody = light encumbrance, speed –1

Weight up to 6xBody = medium encumbrance, speed –2

Weight up to 12xBody = heavy encumbrance, speed –3

Weight up to 20xBody = extra heavy encumbrance, speed –4

Armor Value

Armor worn by the character. AV subtracts from the amount of damage sustained in an attack.

Damage Resistance

The character’s innate toughness. DR subtracts from the amount of damage sustained in an attack.

Height & Weight

How tall the character is and how much they weigh. Derived from the Body score.

Male Human
Female Human

Body
Height
Weight
Body
Height
Weight

3
5’2”
120lbs
3
4’9”
105lbs

4
5’3”
130lbs
4
5’
110lbs

5
5’4”
130lbs
5
5’1”
115lbs

6
5’5”
135lbs
6
5’2”
120lbs

7
5’6”
135lbs
7
5’3”
125lbs

8
5’7”
140lbs
8
5’4”
130lbs

9
5’8”
145lbs
9
5’5”
135lbs

10
5’9”
150lbs
10
5’6”
135lbs

11
5’10”
155lbs
11
5’7”
140lbs

12
5’11”
160lbs
12
5’8”
145lbs

13
6’
165lbs
13
5’9”
150lbs

14
6’1”
170lbs
14
5’10”
155lbs

15
6’2”
180lbs
15
5’11”
160lbs

16
6’3”
190lbs
16
6’
165lbs

17
6’4”
200lbs
17
6’1”
170lbs

18
6’5”
210lbs
18
6’2”
180lbs

Base Damage

Base Damage is how much damage a character can inflict in bare-handed combat. Base Damage is derived from Body and may be modified by hand-to-hand combat skills.

Body
Damage

1-7
1d4

8-12
1d6

13-14
1d8

15-16
1d10

17-18
1d12

19+
1d20

Luck Pool

Excess character points - points that were not spent in initial character creation - can be placed in a “Luck Pool”. The operation of the Luck Pool in play is explained in the Character Advancement section.

Features

Features are those physical and mental qualities not represented by attributes or skills which make the character unique. Features vary in importance, advantage, disadvantage and cost. An advantageous feature will positively modify a character’s success tests by raising their secondary attributes or skills. A feature that is a disadvantage to the character may negatively modify a character’s success tests or require additional tests against a secondary attribute such as Willpower to resist it’s influence on the character’s actions. Some features may convey both positive and negative modifiers, others may have no affect on the character’s rolls at all. “Neutral” features, those that do not convey a modifier, exist purely for roleplaying purposes.

Advantageous features cost from 1 to 5 points each depending on the amount of advantage they provide. Some particularly useful features cost more. Disadvantageous features give the character additional points to spend and are valued from 1 to 10 points each depending on their severity. 

Physical Features

Feature
Description / Modifiers
Cost

Absolute Direction
Always aware of their orientation in the environment, such as which way is north. Can accurately recall past orientation, such as in what direction they parked the car in the mall parking lot.
3

Good Timing
Has an innate sense of when the right time to act is. +1D6 to Initiative.
10

Acute Hearing
+1 per level to Perception rolls involving sound.
1/level

Acute Senses
+1 to Perception per level.
2/level

Acute Taste & Smell
+1 per level to Perception rolls involving taste or smell.
1/level

Acute Vision 
+1 per level to Perception rolls involving sight.
1/level

Addiction
-1 per level to Will rolls when resisting addiction.
-1/level

Albinism



Alertness
+1 per level to Perception Score
5/level

Ambidexterity
Can use both hands equally well. +1 to two-handed weapon skills.
5

Attractive
+1 per level to Social skills.
5/level

Bad Sight
-1 to Perception rolls involving sight.
-1

Blind
Cannot see.
-10

Color Blind
Cannot perceive certain colors. -1 to Perception rolls involving colors.
-2

Deaf
Cannot hear.
-10

Double Jointed
+1 to skills Escape, Dance, Contortion, Acrobatics, Acrobatic Dodge.
2

Dwarfism
Very short.
-5

Epilepsy
Prone to seizures.
-5

Eunuch
Castrated, cannot have intercourse or grow facial hair, squeeky voice. May confer negative social modifier.
-1

Fat
-1 per level to Speed.
-1/level

Flexible
+1 to Athletic skills.
5

Gangly
+2 inches to height, -30 lbs to weight
1

Gigantism
+10 inches to height
3

Grounded
+1 per level to balance rolls and resisting being moved or pushed.
2/level

Hard of Hearing
-1 to Perception rolls involving hearing.
-1

Hemophilia
After receiving a single wound of 4 hits or more, will receive 1 hit per minute until wound is treated with first aid.
10

Hideous Appearance
-1 per level to Reaction rolls.
-1/level

High Pain Threshold
Halve Angst modifiers.
5

Infrared Vision
Can see heat/cold signatures on surfaces and temperature flow in air.
5

Lame
-2 to Athletic skills.
-5

Lightning Reflexes
+1 per level to Speed score.
5/level

Longevity
Extended lifespan. It takes you 10 years to age as much as a human normally does in 1 year.
5

Low Pain Threshold
Double Angst modifiers.
-5

Mute
Cannot speak.
-10

Night Vision
No negative modifiers to Perception due to darkness if some light is present.


Old
-1 to all skill rolls. -1 to Initiative.
-5

Perfect Balance
Has exception balance. +1 to skills involving balance.
2

Peripheral Vision
Has exceptional peripheral vision. +2 to Perception.
2

Radar Vision
Sees using radar waves. 
3

Skinny
No modifiers.
-1

Stutter
-1 to skill rolls involving speaking.
-1

Terminally Ill
-5 to all physical skill rolls. –1 to all other skill rolls. May not have a Body score above 9.
-10

Toughness
+1 box on Thrash-o-meter per level.
1/level

Ugly
-2 to social skill rolls.
-2

Ultrasound Vision
Sees using ultrasonic waves.
3

Unremarkable Appearance
-5 to others’ Perception rolls in noticing or recalling the character’s presence in a crowd.
2

Very Attractive
+2 to social skill rolls.
5

Voice
+1 to skill rolls involving voice.
2

Youth
-1 to social skill rolls.
-1

Mental/Personality Features

Feature
Description / Modifiers
Cost

Absent Minded
-1 to memory rolls, -1 to concentration skills, -1 to Will score, -1 to Perception score.
-5

Amnesia

-5

Bad Temper
-1 to Will rolls involving restraining your temper.
-2

Berserk
Ignore Angst & Thrash modifiers while berserk. Cannot use mental skills while berserk. Make Will roll to end berserk. +1 to Fear rolls in opponents.
10

Bipolar Disorder
-1 to all skills & -5 to Will rolls while depressed, +1 to all active/creative skills while manic, -1 to Reaction rolls, -1 to Social skills.
-10

Bisexual
+1 to sexual skills, -1 to Reaction rolls with homophobes.
0

Bloodlust
-1 to Will rolls when resisting making killing blows or pulling punches.
-2

Bossy

-1

Bull Dike
-5 to Reaction rolls with homophobes, -1 to domestic skills.
-1

Bully

-1

Cautious

-1

Centered
+1 to Psionic skills.
5

Charisma
+1 per level to Reaction rolls, +1 to Social skills.
2/level

Combat Paralysis
Cannot act in first round of combat & does not have any Initiative dice.
-20

Combat Reflexes
+1d6 to Initiative in combat. +5 to surprise & wake up rolls.
10

Common Sense
Hint from God when faced with impending danger.
5

Compassionate

-5

Compulsive Behavior

-5

Cowardice

-2

Curious

-2

Delusional

-5

Disciplined
+1 to skills requiring concentration.
5

Dyslexia

-1

Effeminate

-1

Eidetic Memory

5

Fanaticism

-2

Farsighted

2

Fearless
-1 to Fear rolls
2

Flaming Queen

-1

Flashbacks

-2

Feminine

0

Generosity

-2

Glory Hound

-2

Gluttony

-1

Greed

-3

Gullibility

-5

Heterosexual

0

Homosexual

-2

Honesty

-5

Impulsive

-1

Incompetent
-3 to all skill rolls
-20

Intolerant

-2

Introverted
-3 to Reaction rolls in encounters with extroverts, +1 to Reaction rolls in encounters with introverts.
-2

Jealous

-2

Kleptomaniac

-5

Lazy

-1

Lecherous

-1

Liar

-5

Lightning Calculator

2

Likeable
+5 to Reaction rolls.
5

Megalomania

-5

Miserly

-1

Musical Virtuoso
+1 to musical skills.
5

No Sense of Humor

-2

Obsession

-2

Odious Personal Habit

-1

On the Edge

-5

Outgoing
+1 to Reaction rolls with extroverts, -3 to Reaction rolls with introverts.
-1

Overconfidence

-2

Pacifism

-25

Panic Attacks

-25

Paranoia

-10

Party Animal

-1

Perfect Recall
Can remember all in-game details without having to take notes or make maps.
2

Phobia

-1

Photographic Memory

2

Pyromania

-2

Quiet

-1

Sadism

-10

Sense of Duty

-5

Shortsighted

-2

Shy

-2

Spendthrift

-1

Split Personality

-10

Strong Will
+1 per level to Will score.
2/level

Stubborn

-2

Thoughtful

-1

Trademark

-1

Traumatic Stress Disorder

-5

Truthful

-5

Unfazeable

-1

Weak Will
-1 to Will score.
-2

Social Features

Feature
Description / Modifiers
Cost

Alternate Identity

-10

Clerical Investment

5

Code of Honor

varies

Cursed

varies

Dependent

-25

Destiny

-5

Duty

-5

Enemy

varies

Jinxed
-1 to all rolls.
-20

Legal Enforcement Powers

5

Military Rank

5

Negative Reputation
-1 to Reaction rolls.
-2

Off The Radar (No Identity)

5

Positive Reputation
+1 to Reaction rolls.
2

Poverty

-5

Primitive

-5

Secret

-2

Social Rank
Various reaction roll & social skill modifiers. God to determine for specific campaign.
2/level

Social Stigma
-1 to Reaction rolls.
-2

Unlucky
-1 to skill rolls involving chance.
-1

Vow

-2

Wealth
Double normal starting funds for campaign.
5

Weirdness Magnet

-5

Racial Feature Packages

Suggested Features for the most common races in “standard” fantasy campaigns.

Elf

Dwarf

Hafling

Orc

Affinities

(Optional Rule)

A character may have one or  more, but usually no more than 3 affinities. An affinity is an area of natural expertise. An affinity grants the character a bonus to all skills within that affinity area. For each campaign the GM will make up a list of affinities which match the theme of the game. Each affinity costs 5 points and grants a +1 to all skills within the area and gives a default skill level of +1 to performing actions within the area when the character does not have an applicable skill.

Sample: Affinity Areas for Fantasy Campaign

Magery – magical arts

Bardic – entertainment, law, history & diplomacy

Combat – martial arts & weapons

Thievery – criminal activities

Outdoors – survival, hunting & scouting

Clerical – religious arts

Sample: Affinity Areas for Chivalry Campaign

Sample: Affinity Areas for Star Wars Campaign

Athletics – general physical activities

Combat – martial arts

Craft – designing, building and fixing things

Crime – underworld activities

Diplomacy – social activities

Force – using the force

Hunt – bounty hunting activities

Knowledge – facts and how things are done

Language – communication

Technology – operating machines, computers and gadgets

Weapons – use of weapons

Skills

Purchasing Skills During Character Creation

Costs for the initial purchase of skills during character creation.

Ruling
- Difficulty Level -

Attribute
Easy
Average
Hard
Very Hard

ATT -4
-
-
-
n/a

ATT -3
-
-
0
1

ATT -2
-
0
1
2

ATT -1
0
1
2
4

ATT
1
2
4
6

ATT +1
2
4
6
8

ATT +2
3
6
8
10

ATT +3
4
8
10
12

ATT +4
5
10
12
14

ATT +5
6
12
14
16

ATT +6
7
14
16
18

ATT +7
8
16
18
20

Using Skills at Default

If a character does not have a skill they can still attempt to perform actions ruled by that skill. To do so they roll against their default for that skill. Their default skill level is determined by the skill’s difficulty and their attribute score.

Ruling
- Difficulty Level -

Attribute
Easy
Average
Hard
Very Hard

Body
-2
-3
-4
n/a

Wiggle
-4
-5
-6
n/a

Brain
-6
-7
-8
n/a

Tao
-3
-4
-5
n/a

Improving Skills

Costs for raising a skill’s level after character creation.

Difficulty:
Easy
Average
Hard
Very Hard

Cost:
1
2
4
6

List of Skills

Athletic / Combat Skills

Skill
Difficulty
Specializations

Acrobatic Dodge

(no action loss)
WG/VH


Acrobatics
WG/H


Athletics
WG/E

WG/E

WG/E

WG/E

WG/E

WG/E
General 

Climb

Jump

Run

Swim

Tumble

Bludgeon
WG/E


Brawling
WG/E


Contortion
WG/VH
(requires ‘Flexible’ feature)

Dance
WG/A


Dodge

(lose one action afterwards)
WG/H


Driving
WG/E

WG/A

WG/A
Animal

Ground

Hover

Escape
WG/H


Hand Weapon 
WG/E

WG/E

WG/A

WG/H

WG/A

WG/H

WG/E

WG/A

WG/A

WG/A

WG/A

WG/A

WG/A

WG/H
Axe/Mace

Blackjack

Broadsword

Fencing

Flail

Force Sword

Knife

Knife Throwing

Polearm

Spear

Staff

Sword

Vibro Blade

Whip/Chain

Juggling
WG/A


Manual Labor
BD/E


Martial Art 

(Specify Style)
WG/H

WG/A

WG/A

WG/A
Art

Block/Parry

Hold/Throw

Strike/Push

Missile Weapon
WG/E

WG/A

WG/H

WG/E

WG/A

WG/H
Pistol

Rifle 

Bow

Crossbow

Sling

Artillery

Pickpocket
WG/H


Riding
WG/A

WG/E
Self-Propelled

Animal

Shield
WG/A


Sport
WG/A


Throw
WG/E


Thrown Weapon
WG/A


Knowledge / Social / Craft / Technology Skills 

Skill
Difficulty
Specializations

Camping
BN/E


Accounting
BN/A


Acting
TA/E


Acupuncture
BN/H


Administration
BN/A


Alchemy
BN/VH


Animal Handling
TA/A


Animal Husbandry
BN/A


Anthropology
BN/A


Appraisal
BN/A


Architecture
BN/VH


Area Knowledge
TA/E or BN/A


Armoury
BN/H


Artistic Criticism
TA/A


Assembly
WG/E


Astrogation
BN/H


Astrology
BN/VH


Astronomy
BN/A


Baking
BN/A


Biology
BN/H


Blacksmith
BN/A


Brewing
BN/A


Calligraphy
TA/A


Camouflage
TA/A


Carpentry
BN/H


Chemistry
BN/H


Chiropractry
BN/A


Composition
BN/H


Computer Operation
BN/A


Construction
BD/A


Cooking
BN/E


Criminology
BN/H


Debate
BN/A


Demolitions
BN/A


Diagnosis
TA/A


Diplomacy
TA/H


Disguise
TA/A


Divination
TA/H

TA/H

TA/H

TA/H
Tarot

Runes

Bones

I Ching

Domestic Service
TA/E


Electronics
BN/A


Engineering
BN/H

BN/H

BN/H
Hardware

Industrial

Software

Etiquette
BN/A


Farming
BN/A


Fashion
T/E


Fast Talk
TA/E


Finance
BN/A


Fine Art
TA/H


First Aid
BN/E


Fishing
BN/E


Foraging
TA/E


Forensics
BN/H


Forgery
TA/H


Gambling
TA/H


Gardening
TA/A


Gesture
TA/E


Graphic Design
BN/H


Heraldry
BN/A


Herbalism
BN/A


Hide
TA/A


History
BN/A


Hobby
BN/E
Various

Holdout
TA/A


Humanities
BN/A


Hunting
TA/H


Interrogation
BN/A


Intimidation
TA/E


Knitting
WG/A


Knowledge
BN/E 

BN/A
General

Various

Language
BN/E

BN/H
Native

Various

Law
BN/H


Leadership
TA/H


Literacy
BN/E

BN/H
Native

Various

Literary Criticism
BN/A


Literature
BN/A


Lockpicking
WG/A


Lore
BN/A


Make-up
T/E


Management
TA/H


Marketing
TA/A


Masonry
BN/H


Massage
BN/A


Material
BN/H


Mechanic
BN/A

BN/A

BN/VH

BN/H
General

Gadgets

Droids

Vehicles

Meditation
BN/H


Metalugy
BN/H


Meterology
BN/H


Ministry
TA/A


Musical Instrument
WG/H
Various

Naturalist
BN/H


Navigation
BN/A or TA/H


Negotiation
TA/H


Occultism
BN/A


Paranormal
BN/A


Performance
TA/A


Pharmacology
BN/H


Philosophy
BN/A


Photography
TA/H


Physician
BN/H


Physiology
BN/H


Piloting
BN/H

BN/VH

BN/A

BN/H
Air

Space

Water

Submarine

Poetry
BN/H


Politics
TA/H


Programming
BN/H


Psychiatry
BN/H


Psychology
TA/H


Public Speaking
TA/A


Research
BN/A


Sales
TA/E


Savoir Faire
TA/A


Sculpting
TA/H


Seduction
T/A


Sewing
BN/A


Sex Appeal
TA/E


Sex Arts
T/A


Shadowing
TA/A


Sign Language
BN/A


Singing
BD/A


Slight of Hand
WG/H


Stealth
TA/A


Streetwise
TA/A


Surgery
BN/H


Survival
BN/A or TA/H
Various

Tactics
BN/A


Teaching
TA/A


Technology Operation
TA/E

BN/A
General

Various

Theology
BN/A


Torture
BN/A


Tracking
TA/H


Trance
TA/E


Trap Disarming
BN/A


Trap Finding
TA/H


Trap Making
BN/H


Veterinary
BN/H


Weapon Care
BN/E


Equipment Care
BN/E


Writing
BN/H


Psionic Skills

Skill
Difficulty
Specializations

Animal Empathy
TA/E


Aura of Calm
BN/VH


Aura of Evil
TA/E


Clairaudience
TA/H


Clairvoyance
TA/H


Empathy
TA/E


Encourage Growth
BN/A


Enhance Ability
BN/A


Force Blade
BN/E


Force Sense
TA/E


Force Shuriken
BN/A


Force Strike
BN/VH


Healing
BN/H


Health Sense
BN/A


Levitation
BN/H


Machine Empathy
TA/H


Mental Blow
BN/H


Mind Rape
BN/H


Mind Shield
BN/H


Mind Trick
BN/A


Precognition
TA/A


Scrying
TA/A

TA/A

TA/A

TA/A
Water

Fire

Mirror

Crystal

Sleep
BN/A


Telekinesis
BN/H

BN/E

BN/A

BN/E

BN/A
Fine

Grab

Lift

Push

Throw

Telepathy
BN/A


Magic Skills (Spells)

Skill
Difficulty
Specializations





Feats (Cinematic Skills)

Feats may only be bought with initial character creation points if the character is participating in a cinematic campaign or if the character is starting as “experienced” (creation points of 300 or higher).

Feat
Difficulty
Prerequisites
Cost

Battle Fury




Blind Fighting




Deflect Blaster Fire




Force Leap




Heroic Surge




Lightning Reflexes




PLAYING THE GAME

Success Tests

When a character attempts to perform an action where there is a chance of failure they must make a die roll based on one of their skills or secondary attributes.

Uncontested

When performing an action which has no opposing actor, the player rolls 3D6. If they roll at or below their skill or attribute score they succeed. The more they succeed by, the better their success.

Contested

If two individuals are acting in opposition they both roll and the one who succeeds by more is the winner. Again, the better the roll, the better the success.

Modifiers

For particularly difficult or simple tasks the GM may decide to assign a modifier to the player’s roll, raising or lowering the character’s effective skill level.

Critical Success or Failure

A roll of 3 is always a critical success, regardless of modifiers or opposition. A roll of 18 is always a critical failure.

Types of Contests

Skill Tests

· Mundane Skill

· Spell Skill

· Psionic Skill

Attribute Tests

· Will

· Perception

· Health

· Vitality

Situational Tests

· Fright

· Surprise

· Reaction

· Angst

Combat

Combat Summary

Combat begins when a player declares that they’re going to attack someone or the GM decides that an NPC is going to attack the characters. Combat consists of rounds. In each round characters and NPC’s take turns declaring and performing actions. Initiative determines who gets to perform their actions when.  

In the game world, each combat round is estimated to take from 1 to 5 seconds long. The actions within a round are supposed to be occurring close to simultaneously, with the fastest combatants given the advantage of resolving their actions before the slower individuals. In the real world, rounds and turns will take however long it takes the players and GM to describe the actions and resolve any die rolls. The combat round ends when all of the active characters and NPC’s have performed their actions. If combat has not been resolved, the next combat round starts. A round will vary in length depending on how many combatants are involved.

Actions include things such as: moving, attacking, drawing a weapon, loading a weapon, casting a spell or performing some non-combat related action like opening a door or fiddling with a lock. The success of an attack perpetrated against an active opponent is determined by a contested skill roll. The success or failure of the attack is determined, damage is assigned (or not) and combat proceeds.

Combat Sequence

1. Roll for Initiative

2. Determine Action Order (Compile Initiative Chart)

3. Round 1 

a. Action Declaration (by active combatants)

b. Skill or Attack Rolls (if required)

c. Defense Rolls (if attack roll was made against an active opponent)

d. Damage Rolls (if attack roll was successful)

4. Round 2

a. Same as above

Roll for Initiative

At the beginning of the combat round all individuals involved in the combat roll their initiative bonus and add the result of the roll to their base initiative score to get their total Initiative for that combat round. Combatants with high Initiatives take precedence when performing actions during the combat round. Initiative is re-rolled at the beginning of every combat round. 

Determine Action Order

Action order is determined by Initiative, with the combatant with the highest Initiative going first, then the next highest and so on, until every combatant with actions in that round has had a chance to perform their action. The number of rounds is determined by the number of actions of the fastest combatant. To determine who gets to go when, compile an Initiative Chart.

Combatants:
Combatant 1
Combatant 2
Combatant 3
Combatant 4

Initiative:
32
27
24
20

No. of Actions:
4
3
3
2

Round 1:
x
-
-
-

Round 2:
x
x
x
-

Round 3:
x
x
x
x

Round 4:
x
x
x
x

Each ‘x’ is one action that may be performed in that round or reserved for use in a subsequent round. In this example, only Combatant 1 is fast enough to perform an action in round 1. The action Combatant 1 performs in round 1 will be uncontested (because no one else is fast enough to counter it). In round 2, Combatants 1, 2 and 3 get to each perform an action, with the faster combatants declaring their actions first. Actions within the same round are considered to be happening nearly simultaneously.

As a reminder, here is the scale of how many actions a combatant gets (in addition to their base 2 actions) depending on their total Initiative for that round.

Initiative Total:
12-17
18-23
24-29
30+

Additional Actions:
1
2
3
4

Exceptions to this standard action order may be called for by the specifics of the situation leading to combat. In general, the combatant who initiated the combat goes first, regardless of Initiative, but does so in the first round of combat only. Other turn order exceptions may be dictated by the situation so that certain combatants will get to act outside of “normal” turn order. The specific situation (and the GM’s discretion) will determine who goes first in the first round of combat regardless of Initiative. In general, combatants with lower Initiatives spend most of their time reacting to the actions of the higher Initiative combatants.

Action Declaration

Each combatant may perform one action during a combat round. After action order precedence has been determined, players and GM take turns describing what their characters will do during the round. Actions during a round take place nearly simultaneously. Hand-to-hand combatants grapple for leverage, fencers strike and parry, mages chant and gesticulate and cowards dive for cover. The Initiative order determined at the beginning of the round gives us a general guide as to which combatants get to act before others. As described in the previous section, combatants in order of Initiative, highest first, describe what actions they will perform during the round. Individuals who reserved (i.e. did not perform) their action in a previous round may perform that reserved action during a later round, meaning they get to perform more than one action in the same round. 

A particularly fast combatant may choose to reserve some or all of their uncontested actions until a later round. Often these individuals will reserve actions to so that they may attack and defend in the same round.

The following is a list of actions which can be performed during the combat round. 

Simple Actions

Simple actions can be performed quickly. A simple action uses one of a character’s actions within the combat. Most actions that a character performs will be simple actions.

Acrobatic Dodge

Aim

Change Position

Concentrate

Deactivate Spell

Drop Object

Drop Prone

Fast Draw

Fire Weapon

Gesture

Pick Up/Put Down Object

Ready Weapon

Reload Weapon (fast reload weapons)

Simple Melee Attack

Speak a Word

Throw Object

Trigger Magic Item

Use Simple Object

Cast Instant Spell

Complex Actions

Complex actions are more complicated and may require a moment of preparation. Complex actions use up two of a character’s actions within the combat.

Cast Complex Spell

Move Full Distance

Reload Weapon (slow reload weapons – crossbow, black powder, etc.)

Slow Weapon Attack (two-handed sword, mace, battleaxe, etc.)

Use Complex Object

Slow Actions

A character must recover after performing a slow action. After performing a slow action the character loses their action in the subsequent round. 

Dodge

Success Tests (Attack/Defense/Skill Rolls)

Not all actions require a success test. Dropping an object or saying something for example can be performed without a die roll. When a player declares that their character is going to perform an action which requires a success test, then they must roll against the appropriate skill or attribute. If the test is a contested one, such as an attack which the target wishes to parry, both combatants must expend an action and make a die roll. Just as with other contested success tests, in combat the attacker and defender must both roll. Whomever succeeds by the most wins. In cases where the target of the attack has no actions left or does not wish to act in their own defense, then the attacker’s roll is an uncontested success test.

Damage Roll

If an attack succeeds roll for damage. Subtract the victim’s DR from the amount of damage inflicted and mark off the remaining damage on the victim’s Thrash-O-Meter.

Damage & Healing

Physical Damage

Hit Location

Shock

Knockdown

Pain

Stun

Crippling Injuries

First Aid

Natural Recovery

Mental Damage

Fatigue

Angst


Recovery

Illness & Disease

Symptoms

Diagnosis

Treatment

Recovery

Other Hazards

Drowning

Falling

Falling Objects

Fire

Poisons

Toxins

Weather

Weapons & Equipment

Weapon
Damage
Weight

Axe - Battle
10+1d20
5 lbs

Axe - Hatchet
1d10
1 lb

Axe - Lumber
5+1d10
3 lbs

Bow - Heavy Hunting Bolt
1d10


Bow - Hunting Arrow
1d6


Bow - Practice Arrow
1d4


Bow - War Arrow
1d12


Club
1d10
2 lbs

Crossbow - Heavy Hunting Bolt
1d10


Crossbow - Hunting Bolt
1d6


Crossbow - Practice Bolt
1d4


Crossbow - War Bolt
1d12


Knife
1d10
1 lb

Mace
1d12
3 lbs

Sling
1d6


Staff
1d8
2 lbs

Sword - Heavy
10+1d20
5 lbs

Sword - Normal
5+1d20
3 lbs

Sword - Short
1d20
2 lbs

Thrown Item - Non-Aerodynamic
1d6


Special Rules

Running

Jumping

Climbing

Throwing Things

Swimming

Travelling

Walking

Riding

Lifting & Carrying Things

One-Handed Lift = 6xBody

Two-Handed Lift = 25xBody

Carry on Back = 30xBody

Shove and Knock Over = 25xBody

Shift Slightly = 100xBody

Drag on Smooth Surface = 50xBody

Drag on Rough Surface = 25xBody

Pull on Wheels = 250xBody

Surprise

A  normally slow character may get the jump on a faster character by setting up an ambush. If the faster character does not detect the ambush, then the slower character will get their turn first.

Character Advancement

The recommended method of assigning experience points (Xpts) is fairly simple... everyone who shows up to a session gets 1 point. Extra points are awarded to those characters who utilized their skills or roleplaying abilities to some kind of spectacular or amusing effect during the session. If the players feel that someone in the party really deserves extra Xpts, give them some.

There are two types of Xpts; general and skill-specific. General Xpts can be placed in a Luck Pool until the player decides to spend them on character improvement. Skill-specific Xpts should immediately be allotted to the appropriate skill(s).

Luck Pool

Luck Pools operate thusly... during a session you may "spend" points from your Luck Pool in order to buy one pip worth of success on a success roll. For example, if you roll your dodge and miss the roll by 2, you can spend 2 pts from your Luck Pool so that you just make the roll. Critical successes cannot be bought with Luck and critical failures cannot be mediated by Luck. Your Luck Pool refreshes at the beginning of every session.

Primary Attributes

Secondary Attributes

Features

Skills

Feats
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