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An MC Production


Myth Roleplaying Game – The Wheel of Time

Character Generation

Backgrounds

Human Cultures:

· Atha’an Miere: Also known as Sea Folk. A dark-skinned seafaring people who ply exotic seas in the most powerful ships the world over.
Mod.: +1 con/-1 cha; Athletics (rank 1).

· Borderlander: Tough warrior folk from the kingdoms that border the Blight.
Mod.: +1 con/-1 dex; Handle Animal (rank 1).

· Cairhienin: A nation founded on order and driven by the subtleties of the Great Game of Houses.
Mod.: +1 int/-1 str; Interaction (rank 1).

· Domani: A sensuous and exotic people famed for their fierce tempers, cunning in negotiation, and inscrutable ways.
Mod.: +1 cha/-1 con; Interaction (rank 1).

· Ebou Dari: A passionate people famed for settling all manner of offense with the duelling knife.
Mod.: +1 dex/-1 wis; Acrobatics (rank 1).

· Illianer: The people of a powerful seafaring nation that values justice and stability.
Mod.: +1 wis/-1 str; Knowledge (rank 1).

· Midlander: The sturdy, stalwart folk of the central regions of the westlands, known for their practical outlook on life and modest country ways.
Mod.: +1 wis/-1 int; Handle Animal (rank 1).

· Tar Valoner: Citizens of the most beautiful, civilized, and learned city in the world, who live under the ever-present shadow of the White Tower.
Mod.: +1 int/-1 con; Knowledge (rank 1)

· Taraboner: A people torn by civil strife but justly proud of a heritage and learning that dates back to the Age of Legends.
Mod.: +1 dex/-1 cha; Stealth (rank 1).

· Tairen: A powerful nation renowned for its horses, the absolute grip of its nobles over the people, and its tendency to war upon its neighbours.
Mod.: +1 con/-1 wis; Handle Animal (rank 1).

Ability Scores:

· Strength

· Dexterity

· Constitution

· Intelligence

· Wisdom

· Charisma

All scores range from 1 to 20. Ability Scores are bought using 32 points; see table below.

Table 1: Ability Score Point Buy 

	Score
	Mod.
	Cost
	Score
	Mod.
	Cost

	1
	-5
	-7
	11
	+0
	3

	2
	-4
	-6
	12
	+1
	4

	3
	-4
	-5
	13
	+1
	5

	4
	-3
	-4
	14
	+2
	6

	5
	-3
	-3
	15
	+2
	8

	6
	-2
	-2
	16
	+3
	10

	7
	-2
	-1
	17
	+3
	13

	8
	-1
	0
	18
	+4
	16

	9
	-1
	1
	19
	+4
	20

	10
	+0
	2
	20
	+5
	25


Derived Stats:

· Hit Points
30 + Constitution score

· Plot Points
Start and max equals 1 +/- Charisma mod. (Min. 0).

Saves:

· Fortitude
Base save modified by Constitution

· Reflex
Base save modified by Dexterity

· Will

Base save modified by Wisdom

Base Save is +1 at character generation.

Secondary Stats:

· Initiative
Equals Dexterity mod. 

· Speed
12 meters (6 squares)

· Defence
Equals 10 +/- Dexterity mod. + Armour Bonus 

Trappings

Beginning characters own the clothes on their backs and 125 silver marks worth of equipment.

Skills:

All characters start out with a skill point pool of ((15 + Intelligence mod.) x2) points. Maximum skill rank is character level +3. The cost of buying and improving skills is summarized in the table below.

Table 2: Skill rank costs

	Rank
	Cost
	Rank
	Cost

	1
	1
	6
	8

	2
	2
	7
	10

	3
	3
	8
	12

	4
	4
	9
	14

	5
	6
	10
	18


A broad skill can only be improved to rank 2. Thereafter you need to specialize. 

Table 3: Skill list

	Broad Skill
	Specialties

	Acrobatics
	Balance, Escape Artist, Tumble

	Athletics
	Climb, Jump, Swim

	Awareness
	Listen, Search, Spot

	Close Combat
	Blunt, Piercing, Slashing

	Craft
	Construct, Demolish, Repair

	Foreign Language*
	Common (Dialect), Dark-speech, Ogier, Old Tongue

	Handle Animal
	Animal Empathy, Ride, Train Animal

	Insight
	Composure, Innuendo, Sense Motive

	Interaction
	Bluff, Diplomacy, Intimidate

	Knowledge
	Arcana, Geography, History, Nature, Nobility and Royalty, True Source

	Muscle
	Break Bonds, Breaking and Entering, Lifting

	Perform
	Instrument, Prestidigitation, Vocal

	Ranged Combat
	Bows, Ranged Spells, Thrown Weapons

	Sleight of Hands
	Disable Device, Open Lock, Pick Pocket

	Spellcraft*
	Craft, Identify, Spellcasting

	Stealth
	Conceal, Hide, Move Silently

	Treatment
	Treat Disease, Treat Injury, Treat Poison

	Unarmed Combat
	Brawl, Touch Spells, Wrestling


*Trained only.

Flaws:

Flaws give a character additional points to spend on Skills and Talents. A character may have a maximum of 5 points worth of Flaws.

Absent Minded

Cost: -1

Description: Some people are a bit forgetful, especially in their old age. They periodically forget everything from appointments to names to daily rituals. At the GM’s discretion, a character with this Flaw must make an Intelligence check (DC10) to remember the information he needs to complete a skilled task. If he fails the Intelligence check, he takes a -4 penalty on his check. The character can attempt another Intelligence check every two turns. If he succeeds, he has recovered the information from the depths of his mind, and is free to try to make an unimpeded skill check.

Adversary

Cost: -1 to -3

Description: At some point in the past, the character has made an enemy, or he belongs to a group that automatically attracts the enmity of others. An Adversary is more than somebody who dislikes the character, however. He, she or they wish nothing less than the destruction of the target, either by killing or ruining him.

The more powerful the Adversary, the higher the value of this Drawback. Individuals are worth 1 point as Adversaries. A small organization is worth 2 points (e.g. a local gang). A large organization is worth 3 points (e.g. a city).

Clown

Cost: -1

Description: The Clown refuses to take things seriously, and is always coming up with jokes and wisecracks, even during the most inappropriate moments. The biggest problem these characters have is that they cannot keep their mouths shut even when they know a joke will only work against them.

Covetous

Cost: -1 to -3

Description: A Covetous character wants certain things and is prepared to go to great lengths to acquire them. He may be motivated by love of money, lust for sensual satisfaction, hunger for power, or the search for glory. Whatever he desires, be it fame, fortune or influence, he will do almost anything to get it, limited only by any sense of caution or morality he may have – and in some cases, not even by that.

There are four types of covetousness, based on what the character wants: Greedy (money and wealth), Lecherous (sexually attractive people), Ambitious (power and influence), and Conspicuous (fame and renown). It is possible to covet two or more of those things, but each additional source of desire adds but a single point to the value of this Drawback.

The Covetous Drawback has three levels of severity, worth 1, 2 and 3 points respectively.


Level 1 – The first level is relatively mild. The character knows what he wants, 


and he spends a great deal of time and effort to attain his goals, but he won’t 


break his own rules or those of society to do so. His desire otherwise dominates 


his life, however. Most of his actions should be directed towards achieving his 


objective, directly or indirectly.

Level 2 – The second level is stronger – presented with enough temptation, the 

character may act even if it goes against his better judgment or morality. He 

may resist if the action he contemplates is truly wrong and reprehensible – 

stealing credit for a heroic deed performed by a friend, for example – but 

resisting requires a DC10 Will save.

Level 3 – The third level is the strongest – a desire so strong that it often 

overwhelms any scruples the character may have. When presented with 

temptation, he can only avoid acting by passing a DC15 Will save. For a high 

enough reward, the character will turn on friends or loved ones, and even betray 

his cause or principles.

Cruel

Cost: -1 to -2

Description: Cruel people enjoy making other people suffer. The truly evil derive satisfaction from anybody’s pain. Some people are perfectly normal and nice most of the time, but when angered or given offense, make their enemies pay – and love doing it.

This drawback has two levels or degrees of intensity. The second level is best restricted to villains, as it indicates a serious mental problem that may make most characters unsuitable for the typical campaign.


Level 1 – This character would never hurt a friend or a loved one. Enemies, 


especially those who have really angered him, are a different matter. He enjoys 


inflicting pain (mental or physical) on those he feels “deserve what they get”. 


Characters with this level of cruelty are capable of committing atrocities under 


the right circumstances, but will not go out of their way to find opportunities. 


This is a 1-point Drawback.


Level 2 – This person is a true sadist, and never passes up the chance to inflict 


pain on others. Even friends and loved ones are not safe from him. When it 


comes to enemies or those who get in his way, he enjoys nothing so much as 


their utter destruction or humiliation. When no enemies are available, he uses 


his “talents” on those around him. This is a 2-point Drawback. People with this 


Drawback will rarely keep any friendships, and will quickly gain enemies.

Delusions

Cost: -1 to -3

Description: Delusions are beliefs that have no basis in reality. The character refuses to abandon such beliefs even in the face of overwhelming evidence to the contrary, or at best comes up with rationalizations to explain away any contradictions. Some examples are given below.


Prejudice – The belief that a group of people (racial or cultural) has certain 


characteristics (positive or negative). While everyone has some prejudices in 


some way or another, a delusional person staunchly holds to these beliefs. In 


some cases, the person refuses to trust or befriend any member of such a group, 


regardless of the merits of the individual person. Such a delusion is worth 1 to 3 


points, depending on how intense the belief is, how large a group it applies to, 


and how it dominates the character’s life. 

Delusions of Grandeur – This person thinks he is somebody far greater and 

more powerful than he really is. In extreme cases, the character thinks that he is

a historical or mythological figure. The more common type has an exaggerated 

sense of overconfidence (“I am a genius, but nobody understands me” is worth 

1 point; “I am the Messiah – prepare for the Second Coming!” is worth 3

points).

Phobia – A Phobia (however defined) counts as a Delusion, worth -1 to -3 

points depending on the severity. So, claustrophobia would be worth -1 if the

character is uncomfortable in enclosed spaces and -3 if the character is unable 

to enter a dungeon without suffering an anxiety attack.

Weird Deslusions – Any strange belief that flies in the face of reality. Some 

examples: “I have to wear this lead cap so the worm people don’t make me

kill again”, “Dogs are the spawn of the Dark One, and must be destroyed”. The 

value depends more on what the character does about the Delusion than about 

the Delusion itself. For example, if the character in the last example simply 

avoids being next to a dog, a 1-point Delusion would be sufficient. If he tells

 people about his beliefs all the time, and keeps pestering any dog-owning 

friends and neighbors about the dangers of keeping such monsters around, a 

2-point Delusion would be appropriate. If he carries his insanity to its “logical” 

conclusion and starts hurting or killing dogs, the Delusion is worth 3 points.

Flashbacks

Cost: -3

Description: In situations of great stress, or prompted by appropriate stimuli, the character has a 2-in-10 chance of experiencing flashbacks, reliving a past traumatic event in his mind for 1d10 turns. While experiencing these flashbacks, the character is generally incapable of action, but may make a DC10 Will save each turn to snap back to reality. Additionally, strong stimuli, such as violent shaking, pain, loud noises, a friend’s yelling, etc. may bring the character out of his flashback, at the GM’s discretion. Of course, such stimuli may be exactly what caused the flashback in the first place.

Honorable

Cost: -1 to -3

Description: The Honorable character follows a code of honor, and will not break it lightly, if at all. The more restrictive and rigid the code is, the higher its value. The character with the code of honor should almost never break its rules, no matter what the cause. In a life-or-death situation where honor must be ignored, the character might do so, but even then a DC15 Will save is necessary to pass the psychological barriers reinforcing the code of honor. 


Level 1 – These characters do not lie or betray friends or loved ones, or people 


they respect. Anybody else, especially people from groups they dislike or are 


prejudiced against, are fair game. This is a 1-point Flaw.


Level 2 – This code of honor is more complex, and applies to everyone, friend 


or foe. The character always keeps his word and does his best to fulfill any 


promises he makes. He will not betray the trust of others once he has accepted 


it. Note that the character may be reluctant to give his word except in a good 


cause, because once it has been given he will abide by it. This is a 2-point 


Flaw.


Level 3 – This person lives by a strict set of rules that control most of his 


actions towards others. In addition to all the other restrictions above, he will 


refuse to participate in acts of betrayal such as ambushes, striking a helpless or 


unsuspecting foe, or cheating in any way. Lying is anathema, and he will only 


lie in cases of extreme need. Even then, he will feel guilty and will not do a 


very good job at deceiving; any checks requiring lying will have a -1 to -4

penalty, determined by the GM.

Humorless

Cost: -1

Description: The Humorless character lacks the ability to laugh at life, and takes everything with the utmost seriousness. Other people’s attempts at humor leave him cold or annoy him. Most people find this facet of his personality to be unattractive or bothersome. Clowns and practical jokers most likely select the Humorless as their favorite target.

Impaired Hearing/Sight

Cost: -2

Description: This Flaw must be purchased separately for each sense. Impaired Sense gives a -2 penalty to all Alertness checks relying on that particular sense. For obvious reasons, a character cannot select both the Impaired and Acute versions of the same sense.

Lazy

Cost: -3

Description: This character just does not like to work and is always looking for ways to avoid hard work. This limits how much he can learn or accomplish in life. A Lazy character must roleplay an unwillingness to work, except in situations where the work is extremely important, and even then he will try to shirk his duties or select the easiest task. More importantly, the character has a hard time learning skills, due to his inability to spend the required time and effort.

When determining and improving skills for a Lazy character, the point cost becomes higher after reaching a certain level. This level is determined by the character’s Attributes. A Lazy but intelligent or dexterous person can learn a great deal with little effort – at least at first. Skills are purchased normally until their rank is equal to 3 plus their associated Ability Score modifier. After reaching that level, any further improvement costs double the normal cost. Lazy people are unlikely to ever excel at anything.

Narcolepsy

Cost: -2

Description: This medical condition decreases a person’s ability to resist the Sandman, even at inconvenient times. Every thirty minutes, a character with this Drawback must make a successful Will save (difficulty varies from 5 to 15) to stay awake when he is involved in a situation which does not require him to be particularly active or attentive, such as listening to a boring lecture, traveling for a long period of time, or guard duty.

Obsession

Cost: -2

Description: A particular person or task dominates the character’s life, to the exclusion of most other things. To pursue his Obsession, he will go to almost any lengths (as limited by his morality). He may neglect other duties, both personal and professional, to pursue that which fascinates him. The Obsession may be a person (who may or may not be aware of his feelings, but who almost certainly is upset about their intensity) or a task (like getting revenge on somebody, or performing some important or notorious feat).

Paranoid

Cost: -2

Description: “They” are out to get you. Trust no one. Everything is a conspiracy, everyone is keeping secrets. This character never knows when somebody is going to turn against him. A paranoid character expects treachery at every turn, and rarely trusts even his friends and relatives. 

Physical Disability

Cost: Variable

Description: This Drawback covers any physical problems affecting the limbs of the character. A disabled character may suffer from limb loss, spinal column damage, and any number of tragic impairments. The possibilities are discussed below.


Missing or Crippled Arm/Hand – The hand in question cannot be used to grab 


or hold objects. Any check requiring two hands is at a disadvantage (-4 penalty)

or simply impossible. This is a 2-point Drawback. A character with a 

prosthetic hand can overcome some of these problems, reducing the Drawback 

to 1 point in value.


Missing or Crippled Leg/Foot – The character is unable to walk or run 


normally. With the help of crutches or a cane, he can move at up to one-third 


the normal Speed value of the character. Melee combat checks are at a -3

penalty. This is a 3-point Drawback. Prosthetics can reduce the penalties, 


increasing speed up to half-normal, and reducing combat penalties to -1. This 


reduces the Drawback to 2 points.


Missing or Crippled Arms – Both arms are missing or crippled. The character 


cannot use any tools normally. Some people with this handicap have learned to 


use their feet with great skill to compensate for their loss. This is a 4-point 


Drawback.


Missing or Crippled Legs – The character is unable to walk. Without the help 


of a wheelchair, the best he can do is crawl or roll on the ground. This is a 4-


point Drawback.

Overweight – This Drawback refers to the truly obese, not people with 

potbellies or simply need to exercise a little more. As a 1-point Drawback, the

character weighs 25 kg over his ideal weight and sees his Speed reduced by 2 

meters. For 2 points, the character weighs 50 kg or more over his ideal weight

and reduces his Speed by 4 meters.

Psychopathy

Cost: -2

Description: The character is ready for a fight at the slightest provocation. He can’t walk away from insults or taunts. The character suffers a -1 penalty to all peaceable social actions with even a hint of tension. Any time the character suffers Wound damage he goes completely berserk, concentrating only on taking down the enemy who hurt him – until someone else tags him, then he switches to that enemy.

Reckless

Cost: -2

Description: A Reckless character is supremely overconfident and impulsive, willing to take incredible risks, often without thinking of the consequences. Most of the time, he never looks before he leaps – and gets into all kinds of trouble as a result. A Reckless character prefers to act first and think about it later. He says what’s on his mind with no consideration for diplomacy or courtesy, rushes into dangerous situations, and rarely wastes time on second thoughts. Reckless does not necessarily mean suicidal, however. Acting on impulse no doubt puts the character in jeopardy, but doing something that is clearly lethal is not roleplaying, it’s just stupid.

Recurring Nightmares

Cost: -1

Description: This character is plagued by terrifying dreams that relive some traumatic experience or are just frightening and disturbing. Every night, the GM may check to see if the character suffers from the nightmare. This may be done at the GM’s discretion, or may be rolled randomly (1-in-10 chance). On any night when the character is afflicted by the nightmare, he is fatigued the next morning.

Secret

Cost: -1 to -3

Description: There exists a dangerous and hidden fact about the character. The more damaging the secret if it becomes known, the higher the value of the Drawback. For example, damage to one’s reputation and livelihood would be worth 1 point; a threat to the person’s well-being is worth 2 points; if the secret could cost the character his life, it is worth 3 points.

Showoff

Cost: -2

Description: The whole world is the Showoff’s audience, and he loves to perform for it. He never misses a chance to cast the spotlight on himself or his accomplishments, while quickly excusing or covering up his mistakes. A showoff loves to get public acclaim, or at least the respect of his peers. Most of the time, he simply makes sure people notice him, but on occasion he might try a bit too hard to attract attention to himself and his deeds. This Drawback is slightly more complex than the Covetous (Conspicuous) Drawback, and the Showoff is less likely to betray his principles in order to hog the spotlight.

Zealot

Cost: -3

Description: A Zealot is a person whose beliefs (political, religious, or personal) are so strong that they dominate his life and behavior. Zealots are willing to sacrifice anything, including their lives (or the lives of others) in service to the ideals they hold dear. These characters are dangerous to themselves and others, and show a total disregard for the law, whenever the law conflicts with their beliefs.

Talents:

All characters start with 15 Talent Points.

Mundane Talents

Acute Hearing/Sight

Cost: 2

Prerequisite: None

Improvement: None

Effect: This Talent must be purchased separately for each sense. Acute Sense gives the character a +2 bonus to Alertness checks that rely on that sense. For obvious reasons, a character cannot select both the Impaired and Acute versions of the same sense.

Adrenaline Rush

Cost: 2

Prerequisite: None

Improvement: Unlimited

Effect: +2 to Initiative.

Armour Proficiency – Light/Medium/Heavy

Cost: Light 2/Medium 3/Heavy 4

Prerequisite: None/Light Armour Proficiency/Medium Armour Proficiency

Improvement: None

Effect: Wear armour type at no penalty. If not proficient you take double armour check penalty on all physical checks.

Axes

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with axes. If not proficient you take a -4 penalty to hit.

Includes: Battleaxe, Greataxe, Handaxe, Heavy Pick.

Blades

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with blades. If not proficient you take a -4 penalty to hit.

Includes: Bastard Sword, Dagger (all variants), Falchion, Greatsword, Longsword, Scimitar, Shortsword.

Blind-Fight

Cost: 2

Prerequisite: None

Improvement: None

Effect: In melee you may reroll your miss chance because of concealment once. Furthermore, an invisible attacker gains no melee attack bonus for attacking you. Your movement is not hampered by visibility.

Bows

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with bows. If not proficient you take a -4 penalty to hit.

Includes: Composite Longbow, Composite Shortbow, Longbow, Shortbow.

Clubs

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with clubs. If not proficient you take a -4 penalty to hit.

Includes: Club, Hammer, Mace, Maul.

Combat Casting

Cost: 2

Prerequisite: None

Improvement: None

Effect: You do not provoke attacks of opportunity when casting spells in a threatened area. You still suffer a DC +5 penalty to your casting roll.

Combat Reflexes

Cost: 2

Prerequisite: Dexterity 12+

Improvement: None

Effect: You gain additional attacks of opportunity per round equal to your dexterity bonus.

Contacts

Cost: 1 to 3

Prerequisite: None

Improvement: Unlimited.

Effect: The character has friends or allies who can provide him with information, warnings and even help, should he require it. The more helpful the contact is, the higher the Talent’s point value. 

A Contact that only provides rumors and hearsay is worth 1 point. If the Contact usually provides reliable information and will help the character out in small ways (offering a ride, letting the character spend the night in the Contact’s home), this Talent is worth 2 points. Actual allies who will help the character in any way they can are worth 3 points.

Crossbows

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with crossbows. If not proficient you take a -4 penalty to hit.

Includes: Hand Crossbow, Heavy Crossbow, Light Crossbow, Repeating Crossbow.

Defensive Moves

Cost: 3 per rank for ranks 1-5, 5 per rank thereafter

Prerequisite: No more Defensive Moves than ranks in Acrobatics (Tumble).

Improvement: 10 ranks

Effect: Each level of defensive moves adds +1 to your Defence score.

Dodge Blow

Cost: 3

Prerequisite: Defensive Moves (1+)

Improvement: None

Effect: You may use your Acrobatics (Tumble) skill to dodge successful attacks.

Dual Wield

Cost: 3

Prerequisite: Dexterity 12+

Improvement: None

Effect: Wield a dagger, kama, or shortsword in each hand. One extra melee attack per round.

Evasion

Cost: 5

Prerequisite: Base Reflex save +5

Improvement: Improved Evasion

Effect: Whenever you make a successful Reflex save against an attack that normally deals half damage on a successful save, you instead take no damage. With improved evasion you take only half damage on a failed save.

Evasion can be used only when wearing light armour or no armour.

Extra Melee Attack

Cost: 5

Prerequisite: Skill rank 6/10 with weapon.

Improvement: Extra Melee Attack (2)

Effect: You may make one extra melee attack per round, but any extra attacks suffer a cumulative -3 penalty. You must use the swift attack action when making more than one attack.

Extra Missile Attack

Cost: 5

Prerequisite: Skill rank 6/10 with weapon.

Improvement: Extra Missile Attack (2)

Effect: You may make one extra missile attack per round, but any extra attacks suffer a cumulative 

-3 penalty. You must use the swift attack action when making more than one attack.

Far Shot

Cost: 1

Prerequisite: Point Blank Shot

Improvement: None

Effect: Ranges for projectile weapons (e.g. bows) are increased by 50%. Ranges for thrown weapons are increased by 100%.

Flails

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with flails. If not proficient you take a -4 penalty to hit.

Includes: Flail, Morning Star, Whip

Frenzy

Cost: 2

Prerequisite: None

Improvement: None

Effect: You can incite yourself into a frothing rage. You must spend one round psyching yourself up (howling, biting your shield, etc.). The next round you lose control and go berserk, gaining a +4 bonus to damage and Will saves but a -2 penalty on Defence. You must attack the nearest enemy in melee combat, and you may not flee or retreat. You remain in this frenzied state until the combat is over.

Mobility

Cost: 3

Prerequisite: Skill rank 5+ in Acrobatics (Tumble).

Improvement: None

Effect: You gain a +5 bonus to Defence against attacks of opportunity when you move out of or within a threatened area.

Mounted Archery

Cost: 2

Prerequisite: Skill Rank 5 in Handle Animal (Ride)

Improvement: None

Effect: You eliminate the penalty to ranged attacks while riding (usually -6).

Point Blank Shot

Cost: 1

Prerequisite: None

Improvement: None

Effect: You gain a +1 bonus to attack rolls with a ranged weapon within 10 meters (5 squares).

Poles

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with poles. If not proficient you take a -4 penalty to hit.

Includes: Glaive, Halberd, Lance, Longspear, Scythe, Spear, Staff, Trident.

Precise Shot

Cost: 2

Prerequisite: Point Blank Shot

Improvement: None

Effect: You can shoot or throw ranged weapons at an opponent engaged in melee without taking the standard -4 penalty on your attack roll.

Quick Draw

Cost: 1

Prerequisite: None

Improvement: None

Effect: You may draw a sheathed or hidden weapon as a free action.

Ride by Attack

Cost: 2

Prerequisite: Skill Rank 5 in Handle Animal (Ride)

Improvement: None

Effect: When you are mounted and use the charge action, you may move and attack as if with a 

standard charge and then move again (continuing the straight line of the charge). Your total 

movement for the round can’t exceed double your mounted speed. You and your mount do not 

provoke attacks of opportunity from opponents that you attack.

Riposte

Cost: 5

Prerequisite: Dexterity 12+

Improvement: None

Effect: If you parry an attack with a weapon you may make an immediate counterattack with your off-hand weapon.

Run

Cost: 1

Prerequisite: None

Improvement: None

Effect: When running you move five times your normal speed (no or light armour) or four times your normal speed (medium or heavy armour).

Shields

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with shield. If not proficient you take a -4 penalty on parry checks and shield bash attacks.

Includes: Buckler, Heavy Shield, Light Shield.

Shield Bash

Cost: 3

Prerequisite: Shields

Improvement: None

Effect: Upon successfully blocking an attack, you may bash with your shield.

Shield Fighting

Cost: 2

Prerequisite: Shields

Improvement: None

Effect: You may use your best Close Combat specialty skill for shield parries. Without this talent you use the Close Combat broad skill for shield parries.

Shot on the Run

Cost: 2

Prerequisite: Dexterity 12+, Mobility, Point Blank Shot, Ranged Combat rank 4+

Improvement: None

Effect: When attacking with a ranged weapon, you can move both before and after the attack, provided that your total distance moved is not greater than your speed.

Sneak Attack

Cost: 3

Prerequisite: Interaction (Bluff) rank 3+, Stealth rank 3+

Improvement: 5 times

Effect: You may deal extra damage any time your target is denied his dexterity bonus to Defence (whether or not the target has a dexterity bonus), or when you flank your opponent. This extra damage is 1d6 per improvement. Ranged attacks can count as sneak attacks only if the target is within 12 meters. 

Sneak attacks work only against living creatures with discernable anatomies – undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. You cannot sneak attack a creature with concealment.

Speed Improvement

Cost: 2

Prerequisite: None

Improvement: 3 times

Effect: Each level of speed improvement adds 2 meters (1 square) to your speed score.

Spinning Smash

Cost: 3

Prerequisite: Close Combat rank 5+

Improvement: None

Effect: You may take a -2 penalty to hit and Defence and inflict +50% damage if you hit with a two-handed weapon.

Spirited Charge

Cost: 3

Prerequisite: Ride by Attack

Improvement: None

Effect: When mounted and using the charge action, you deal double damage with a melee weapon (or triple damage with a lance).

Sunder

Cost: 2

Prerequisite: None

Improvement: None

Effect: You gain a +4 bonus on attack rolls made to attack an object held or carried by another character.

Toughness

Cost: 3

Prerequisite: None

Improvement: 5 times

Effect: Each level of toughness adds 5 Hit Points to your total. 
Weapon Finesse

Cost: 1

Prerequisite: Close Combat rank 1+

Improvement: None

Effect: With a one-handed slashing or piercing weapon, or whip you may use your dexterity modifier instead of your strength modifier on attack rolls. If you carry a shield, its armour check penalty applies to your attack rolls.

Weapon Focus

Cost: 1

Prerequisite: Weapon skill rank 2+

Improvement: None

Effect: You gain a +1 bonus on attack rolls you make using the selected weapon.
Weapon Specialization

Cost: 3

Prerequisite: Weapon Focus with selected weapon

Improvement: None

Effect: You gain a +2 bonus on all damage rolls you make using the selected weapon.

Weapon Mastery

Cost: 5

Prerequisite: Weapon Focus and Weapon Specialization with selected weapon, and Skill rank 8.

Improvement: None

Effect: You gain an additional +1 to hit and +2 to damage rolls you make using the selected weapon.
Whirlwind

Cost: 5

Prerequisite: Skill rank 8 with weapon.

Improvement: None

Effect: As a Swift Attack action you may attack all adjacent enemies, but each one beyond the first is at a cumulative -2 penalty to hit.
True Source Talents:

Channelling 

Cost: 2 per rank for ranks 1-5, 5 per rank thereafter

Prerequisite: Gifted

Improvement: Unlimited

Effect: You increase the amount of Saidin/Saidar you may safely channel. Increased channelling in spellcasting makes your spells more potent by increasing their duration, save DC, etc. This talent can be bought multiple times. Each time it adds +1 to your Channelling characteristic.

Dream Jump

Cost: 3

Prerequisite: Dreamwalk

Improvement: None

Effect: You can travel to any point in Tel’aran’rhiod that you can envision – that you have previously seen or been to in either Tel’aran’rhiod or the real world. Travelling in this manner is a half action. To another person in Tel’aran’rhiod, someone dream jumping seems to disappear in a blur. With a successful Awareness (Spot) check against DC15, you can tell where the person dream jumped to, and attempt to follow even if you have never seen or been to the target location. 

Dreamwalk

Cost: 3

Prerequisite: Gifted

Improvement: None

Effect: While asleep, you can bring yourself into the dream realm of Tel’aran’rhiod. Tel’aran’rhiod is a parallel world that mirrors ours nearly exactly.

You arrive in Tel’aran’rhiod dressed as you normally dress and carrying the equipment that you normally carry. By default, you appear at the location at which you are physically located in the real world. However, you can attempt to appear in another location by making a Will save. The DC varies according to how well you know that location (very familiar, DC10; somewhat familiar, DC15; visited only briefly, DC20; never seen or been, DC25). 

You may exit Tel’aran’rhiod at any time. With a Will save (DC10), you may awaken immediately in the real world; otherwise, you revert to a normal sleep, to awaken as you normally would. 

Gifted

Cost: 2

Prerequisite: None

Improvement: None

Effect: You are able to touch the True Source and discern when people of your own gender embrace Saidin/Saidar. This Talent is a prerequisite for most True Source Talents.

Mental Stability

Cost: 3

Prerequisite: Male Gifted

Improvement: Unlimited

Effect: When you gain this Talent, your GM reduces your Madness Rating by 20 points.

Multispell

Cost: 3

Prerequisite: Gifted

Improvement: Unlimited

Effect: While holding (concentrating on) a spell you have already cast, you may cast a second spell. The first spell remains in effect. Attempting to cast the second spell requires a Spellcraft (Spellcasting) check against DC15. If the check is failed, you cannot cast the second spell without releasing the first. 

Power-Heightened Senses

Cost: 2

Prerequisite: Gifted

Improvement: None

Effect: When you embrace the One Power, you gain a +2 bonus to Awareness checks.

Sense Residue

Cost: 2

Prerequisite: Gifted

Improvement: None

Effect: You can sense the lingering residue left by channelled spells, giving you the ability to see spells as if they were still in effect. Make a Spellcraft (Identify) skill check against a base DC of 5 to notice the residue of spells that have been recently cast and released. 

Sniffer

Cost: 5

Prerequisite: Gifted

Improvement: None

Effect: To your nose, scenes of recent violence are imbued with a foul odour. The power and intensity of the odour give you some sense of the magnitude  of the violence, how recently it occurred, or both. Torture and murder leave the strongest odour, especially when perpetrated against helpless victims; assaults and beatings leave less powerful scents. Fair fights, or attacks by animals acting according to their nature, are weakest of all. Odours fade over time, usually disappearing in a week or so unless the attack was extremely vicious.

The scent of violence clings to those who commit it. To track a perpetrator from the scene of a violent act, make an Awareness (Search) check (DC15). Decrease the DC by 5 if the act was especially heinous, but increase it by 3 for every 24 hours that have passed since the act occurred.

The scent of violence does not tell you exactly how an attack occurred, who was involved, or what form of violence was used. It can, however, pinpoint the exact location where it happened, and identify the perpetrator by the clinging scent and the trail leading to him.

Spell Mastery – Cantrips (Zero Level Spells)

Cost: 2

Prerequisite: Gifted

Improvement: None

Effect: You may learn cantrips (zero level spells). When you buy this Talent, you may learn six new spells from the spell list. Additional spells within this spell level cost 1 point each. 

Spell Mastery – Spell Level 1

Cost: 3

Prerequisite: Spell Mastery – Cantrips (Zero Level Spells)

Improvement: None

Effect: You may learn level 1 spells. When you buy this Talent, you may learn four new spells from the spell list. Additional spells within this spell level cost 1 point each. 

Spell Mastery – Spell Level 2

Cost: 3

Prerequisite: Spell Mastery – Spell Level 1

Improvement: None

Effect: You may learn level 2 spells. When you buy this Talent, you may learn four new spells from the spell list. Additional spells within this spell level cost 1 point each. 

Spell Mastery – Spell Level 3

Cost: 3

Prerequisite: Spell Mastery – Spell Level 2

Improvement: None

Effect: You may learn level 3 spells. When you buy this Talent, you may learn four new spells from the spell list. Additional spells within this spell level cost 1 point each. 

Spell Mastery – Spell Level 4

Cost: 4

Prerequisite: Spell Mastery – Spell Level 3

Improvement: None

Effect: You may learn level 4 spells. When you buy this Talent, you may learn three new spells from the spell list. Additional spells within this spell level cost 2 points each. 

Spell Mastery – Spell Level 5

Cost: 5

Prerequisite: Spell Mastery – Spell Level 4

Improvement: None

Effect: You may learn level 5 spells. When you buy this Talent, you may learn two new spells from the spell list. Additional spells within this spell level cost 3 points each. 

Tie off Spell

Cost: 3

Prerequisite: Gifted

Improvement: None

Effect: With this Talent, you can keep a spell that you have cast with a duration of concentration in effect indefinitely without having to hold it. The spell simply continues to function until you release it, regardless of what you do or where you are. To tie off a spell, make a Spellcraft (Spellcasting) check against a DC of 15 + Spellpower. If you fail this check, you cannot tie off this spell. To release the spell, you must be able to see it.

Tree Warden

Cost: 3

Prerequisite: Gifted

Improvement: None

Effect: This Talent allows you to heal damaged or diseased trees. To heal a tree, you must touch it and make a Spellcraft (Spellcasting) check. For most diseases or damage the DC is 10, though it may be higher. The standard time requirement is 10 minutes, although, even more time may be required in unusual or severe circumstances. 

Tree Singer

Cost: 3

Prerequisite: Gifted

Improvement: None

Effect: You can create objects out of wood by singing to a tree, causing it to shape itself (or part of itself) into the object in question. 

To create an item, make a Spellcraft (Craft) check. The DC and the time required, vary according to the complexity of the item.

	Item
	DC
	Time

	Board or plank
	5
	1 minute

	Simple item (staff, club, bucket)
	10
	5 minutes

	Modest item (stool, bow, flute)
	15
	10 minutes

	Complex item (chair, rowboat)
	20
	20 minutes

	Extremely complex item (statue, ornate throne)
	25
	30 minutes

	Best craftsmanship item
	+10
	+15 minutes


Items made from sung wood are of exceptional quality (Good craftsmanship) and durability compared to similar items of conventional manufacture. 

Waking Dream

Cost: 3

Prerequisite: Dreamwalk

Improvement: None

Effect: You can enter the dream world of Tel’aran’rhiod while still partially awake in the real world, interacting with both realms simultaneously. 

With a Will save (DC15), you can fall into a sleeplike trance. While in this trance, you may enter Tel’aran’rhiod as if you were asleep. However, you maintain a vague awareness of your surroundings in the real world, and can converse with people there, perhaps describing what you see in Tel’aran’rhiod, or passing questions and answers back and forth between the real world and someone you have met in Tel’aran’rhiod.

You may not take any actions in the real world other than conversing with those around you. 

Actions:

During each round every character gets a turn to act. On his turn a character can take one or more actions. There are three types of actions:

· Full Action – A full action requires a character’s complete attention to accomplish on his turn. A character that takes a full action cannot take any half actions this round.

· Half Action – A half action is fairly simple, like moving or drawing a weapon. A character can take two half actions on his turn instead of a full action.

· Free Action – A free action takes but a split second and so can be taken in addition to any other actions you make in a round. There is no formal limit to the number of free actions a character can make in a round, but the GM should use common sense and set reasonable limits on what can be done.

During his turn a character can perform one full action or two half actions as desired, with two exceptions:

1. A character cannot take more than one “attack” action in his turn. An attack action is any action with the word “attack” in the title.

2. A character cannot take more than one “cast” action in his turn. Cast actions allow characters to use magic spells.

These actions cover most combat situations. They are:

Aim (Half Action)

The character takes extra time to set up a melee or missile attack, thus increasing the chance to hit. If the character’s following action is a standard attack, he gains a +2 bonus to hit.

All Out Attack (Full Action)

The character makes a furious melee attack, exposing himself to danger in order to land a forceful blow. The character’s melee attack gains a +4 bonus to hit. However, until his next turn, the character cannot parry or dodge.

Cast (Varies)

The character unleashes a magic spell. You cannot cast more than one spell per round.

Charge Attack (Full Action)

The character rushes up to an opponent and delivers a single attack. The opponent must be at least 4 meters (2 squares) away from the character but within the character’s movement allowance (Speed x2). The last 4 meters (2 squares) of the charge must be in a straight line, so the character can build up speed and line up with the target. The charging character gains a +2 bonus to hit, but suffers a -2 penalty to his Defence until his next turn.

Defensive Stance (Full Action)

The character strikes no blows this round, preferring instead to concentrate on self-defence. Until his next turn, the character gains a +4 bonus to his Defence Characteristics.

Delay (Half Action)

The character waits and watches for an opportunity. When the delay action is used the character’s turn ends immediately, but a half action is reserved for later use. Any time before his next turn, the character can take his half action. If two conflicting characters are both trying to use a delayed action simultaneously, make an opposed Initiative test to see who acts first. If the prepared action is not taken before the character’s next turn, it is lost.

Disengage (Full Action)

The character breaks off from melee combat and may move away up to his move allowance (Speed). If trying to move away from one or more opponents without using the disengage action, each opponent gets an attack of opportunity against the character before he moves away.

Feint (Half Action)

The character pretends to attack in one direction, deceiving his opponent and throwing off his defence. This is resolved as an opposed weapon skill test. If the character wins, his next attack cannot be either dodged or parried. If the character’s next action is anything other than a standard attack, this bonus is lost.

Guarded Attack (Full Action)

The character attacks carefully, making sure he is well defended from counter blows. He makes a melee attack with a -2 penalty. Until his next turn, the character gains a +2 bonus on any attempted parries and dodges.

Jump/Leap (Full Action)

The character jumps down or leaps across something.

Manoeuvre (Half Action)

The character uses superior footwork and aggression to force his opponent to move 2 meters (1 square) in a direction nominated by the player. If desired the character can advance 2 meters (1 square) as well. Manoeuvre is resolved as an opposed weapon skill test. If successful the character’s opponent is moved as described. The opponent cannot be forced into another character or obstacle.

Move (Half Action)

The character can move his allowance (Speed). 

Parrying Stance (Half Action)

The character readies to parry an incoming blow. Any time before his next turn, the character can try to parry one successful melee attack against him as long as he is aware of the attack. Parrying stance ends at the start of his next turn, regardless of whether he parried a blow. Should a character have a weapon in their off-hand (this includes shields and bucklers) he may parry once per round as a free action. Additional parries may be attempted but at a cumulative -3 penalty.

Ready (Half Action)

The character can unsheathe a weapon, or pull an item out of a convenient pouch or pocket. The character also puts away an item already in hand at the same time. So, for example, a character could sheathe a sword and unsheathe a dagger as one action. A character can also use this action to take a flask or other container and drink a draught.

Reload (Varies)

The character can reload a missile weapon. Reloading a bow is a free action.

Run (Full Action)

The character runs at full speed (Speed x4). This makes the character harder to hit with missile weapons but easy prey for melee attacks he isn’t actively defending. Until the character’s next turn, his Defence Characteristics increases by +4 against missile attacks, but his Defence Characteristics is reduced by -4 against melee attacks. 

Stand/Mount (Half Action)

A character can get up if currently on the ground, or mount a riding animal like a horse.

Standard Attack (Half Action)

A character can make one melee or ranged attack.

Swift Attack (Full Action)

The character can make a number of melee or ranged attacks equal to his Attacks Characteristics. The character must have 2 attacks or more to take advantage of this action. If making a missile attack, a character can only use this action if the weapon can be reloaded as a free action.

Use a Skill (Varies)

The character uses a skill, which usually involves making a skill test.

Attacks of Opportunity:

The following list shows the actions that provoke attacks of opportunity.

Table 4: Attacks of Opportunity

	Action
	Type
	Notes

	Cast a Spell
	Varies
	The Casting Roll DC increases by +5 when casting spells in a threatened area.

	Deliver Coup de Grace
	Full Action
	Automatic hit, double damage, Fort save (DC=damage) or die.

	Drink a Potion
	Half Action
	

	Escape from a Net
	Full Action
	

	Load a Crossbow
	Half Action
	

	Missile Attack
	Half Action
	

	Move in Threatened Area
	Varies
	Does not include Disengage and Manoeuvre Actions.

	Perform Treatment
	Full Action
	The Treatment DC is increased by +5 when performing Treatment in a threatened area.

	Pick Up an Object
	Half Action
	

	Retrieve a Stored Item
	Full Action
	

	Sheathe a Weapon
	Half Action
	

	Stand Up from Prone
	Half Action
	With a DC 15 Acrobatics (Tumble) check you can Kip Up as a free action.

	Unarmed Attack
	Half Action
	

	Use Spell-like Ability
	Half Action
	


Dodge and Parry:

A melee attack roll assumes that the target is defending himself to some degree. A melee attack does not represent a single swing of a sword, but a series of exchanges in which the character tries to find an opening and the defender tries to deny him one. A failed roll means the defender was too difficult to hit effectively, while a successful roll means the attacker was able to strike a telling blow. The attack roll does not tell the whole story, however. It is possible to avoid even a successful hit by either parrying or dodging. These are a combatant’s last lines of defence.

A character can attempt to parry a successful attack, either by using the parrying stance action or by taking advantage of a weapon or a shield in his secondary hand, but he must have a weapon ready and be aware of the attack. An opposed weapon skill test is made to parry the blow. If the character succeeds, that attack is beaten back and is considered to have missed. If he fails the test, the attack connects and his opponent may roll for damage as usual. Parrying requires no special skill or talent to attempt. It’s a half action to enter a parrying stance, but if you have a weapon or a shield in your secondary hand you can parry as a free action. A character can only make one unmodified parry each round. Additional parries may be attempted but at a cumulative -3 penalty. Check to see if your weapon or shield is damaged in the process (see Equipment section).

Dodge Blow is a talent, so usually only trained warriors can use it. Once a hit is scored, but before damage is rolled, a character can try to dodge if he has the talent and is aware of the attack. This is simply an Acrobatics (Tumble) check opposed by the attacker’s hit roll. If the Dodge Blow check is successful, the character gets out of the way at the last moment and the attack is considered to have missed. If the check fails, the attack connects and his opponent may roll for damage as usual. A character can only make one unmodified dodge per round. Additional dodges may be attempted but at a cumulative -3 penalty.

A character cannot attempt to parry and dodge the same attack. A character can only parry ranged attacks with a shield (not with a buckler or a weapon).

Extraordinary Success and Critical Failure:

Whenever you roll a natural 20 on d20 you may roll again and add the results. Every full 2 points rolled over the DC gives you another success level.

Whenever you roll a natural 1 on d20 you must roll again and subtract the result. If your combined total is 0 or less, you have made a critical failure.

Jumping, Falling and Leaping:

If you intentionally jump from a height, you take less damage than you would if you just fell. The DC to jump down from a height is 15. If you succeed on the check, you take falling damage as if you had dropped 3 meters fewer than you actually did.

A falling character takes 1d4 points of damage for every meter drop, to a maximum of 1d4 x 50 (terminal velocity). A fall of less than 3 meters deals no damage.

A leap is a horizontal jump, made across a gap like a chasm or stream. At the midpoint of the leap, you attain a vertical height equal to one-quarter of the horizontal distance. The DC for the jump is equal to double the distance in meters. If your check succeeds, you land on your feet at the far end. If you fail the check, you don’t clear the distance, but you can make a DC 15 Reflex save to grab the far edge of the gap. You end your movement grasping the far edge. On a critical failure you fall.

Your leap check is modified by your speed. If your speed is 12 meters, then no modifier based on speed applies to the check. If your speed is less than 12 meters, you take a -3 penalty for every 2 meters of speed less than 12 meters. If your speed is greater than 12 meters, you gain a +2 bonus for every 2 meters beyond 12 meters. 

All leap DCs assume that you get a running start, which requires that you move at least 8 meters in a straight line before attempting the leap. If you do not get a running start, the DC for the leap is doubled.

Condition Summary:

· Ability Damage – A temporary loss of 1 or more ability score points. Lost points return at a rate of 1 point per day. STR 0 = Prone + Helpless, DEX 0 = Paralyzed, CON 0 = Dead, INT/WIS/CHA 0 = Unconscious.

· Ability Drain – A permanent loss of 1 or more ability score points. The character can only regain these points through magical means.

· Blinded – Unable to see. A blinded character takes a -2 penalty to Defence, loses his Dexterity bonus to defence (if any), moves at half speed, and takes a -4 penalty on Awareness (Search) checks and on most Strength- and Dexterity-based skill checks. All checks and activities that rely on vision automatically fail. All opponents are considered to have total concealment (50% miss chance) relative to the blinded character.

· Deafened – Unable to hear. A deafened character takes a -4 penalty on initiative checks, automatically fails Awareness (Listen) checks.

· Entangled – Ensnared. An entangled character moves at half Speed, cannot run or charge, and takes a -2 penalty on attack rolls and a -4 penalty to its effective Dexterity score. 

· Exhausted – Tired to the point of significant impairment. An exhausted character moves at half Speed and takes a -6 penalty to Strength and Dexterity. After one hour of complete rest, an exhausted character becomes fatigued. A fatigued character becomes exhausted by doing something else that would normally cause fatigue.

· Fatigued – Tired to the point of impairment. A fatigued character can neither run nor charge and takes a -2 penalty to Strength and Dexterity. Doing anything that would normally cause fatigue causes the fatigued character to become exhausted. After 8 hours of complete rest, fatigued characters are no longer fatigued.

· Flanked – To be directly between two or more enemies threatening your square. A flanking character gains a +2 bonus to hit the defender. The flanked character gains a -2 penalty to parry and dodge attempts.

· Frightened – Fearful of a creature, situation, or object. A frightened creature flees from the source of its fear as best as it can. If unable to flee, it may fight. A frightened creature takes a -2 penalty on all skill checks, saves, and ability checks. A frightened creature can use special abilities, including spells, to flee; indeed, the creature must use such means if they are the only way to escape.

· Grappling – Engaged in wrestling or some other form of hand-to-hand struggle with one or more opponents. A grappling character does not threaten any squares, and loses his Dexterity bonus to Defence (if any) against opponent’s he isn’t grappling.

· Helpless – Paralyzed, held, bound, sleeping, unconscious, or otherwise completely at an opponent’s mercy. A helpless target is treated as having a Dexterity of 0.

· Invisible – Visually undetectable. An invisible creature gains a +2 bonus on attack rolls against sighted opponents, and ignores its opponents’ Dexterity bonus to Defence (if any). It has total concealment; even if an attacker correctly guesses the invisible creature’s location, the attacker has a 50% miss chance in combat.

· Nauseated – Experiencing stomach distress. Nauseated creatures are unable to attack, cast spells, concentrate on spells, or do anything else requiring attention. The only action such a character can take is a single move action per turn, plus free actions.

· Paralyzed – Frozen in place and unable to move or act. A paralyzed creature has effective Dexterity and Strength scores of 0 and is helpless, but can take purely mental actions.

· Petrified – Turned to stone. Petrified characters are considered unconscious. If a petrified character cracks or breaks, but the broken pieces are joined with the body as it returns to flesh, he is unharmed. Otherwise, the GM must assign some amount of permanent Hit Point loss and/or debilitation.

· Prone – Lying on the ground. An attacker who is prone has a -4 penalty on melee attack rolls and cannot use a ranged weapon (except for crossbows). A defender who is prone gains a +4 bonus to Defence against ranged attacks, but takes a -4 penalty to Defence against melee attacks.

· Shaken – Mildly fearful. A shaken character takes a -2 penalty on skill checks, saves, and ability checks.

· Sickened – Mildly ill. A sickened character takes a -2 penalty on all skill checks, saves, and ability checks.

· Stunned – A stunned creature drops anything held, can’t take actions, takes a -2 penalty to Defence, and loses his Dexterity bonus to Defence (if any).

· Terrified – A terrified creature must drop anything it holds and flee from the source of its fear, as well as any other dangers it encounters, along a random path. It can’t take any other actions. In addition, the creature takes a -2 penalty on saves, skill checks, and ability checks. If cornered a terrified creature cowers and does not attack, typically using the Defensive stance action in combat. A terrified creature can use special abilities, including spells, to flee; indeed, the creature must use such means if they are the only way to escape.

· Unconscious – Knocked out and helpless. 

Taking Damage

1. Determine Basic Damage
The better the hit, the deader the target. Simple damage is determined by this formula:
(Attack – Defense) :2 = Basic Damage (round down any fraction).

2. Determine Weapon Damage
A successful attack makes a damage roll based on the weapon. Once that damage is rolled and recorded, the attack has been fully resolved.

3. Fallout
If the injury is minor, you can slap a bandage on it. But if things are more serious, bad stuff can happen.

Survival Tests and Hit Point Recovery:

A character reduced to less than 5 Hit Points is severely hurt. It will be difficult to do anything unless the character is driven by adrenaline into pushing himself. Most actions suffer a (5 – current HP) penalty due to pain and shock.

At 0 Hit Points or below, the character will be knocked down, stunned and semi-conscious. The character may take no actions, and is considered critically wounded.

When a character has been reduced to negative 10 Hit Points, he may be killed instantly. To see if this happens, the character makes a Fortitude save. The save DC equals the number of negative Hit Points the character currently suffers. 

This Survival test only determines whether or not the character drops dead right then and there. Passing the test does not mean the character is out of the woods. Unless medical attention is available, the character may still die in a few rounds. Every round that is spent without receiving medical help the character loses an additional Hit Point, and a new Survival test is required.

Characters with Treatment (Treat Injury) can stabilize the victim with a successful DC 15 test. Using a Healing Balm reduces this DC by -5.

A Treatment (Treat Injury)  DC15 restores 1d4 (1d6 with a Healing Balm) plus 1 Hit Point for every success level. A critical failure deals the patient 1d4 points of damage. Treating oneself is possible, but with a -2 penalty. One treatment is allowed per combat.

A character recovers half his constitution score (round any fractions down) in hit points per day of rest under medical care until he reaches 0 Hit Points or higher. After that point, he regains a fixed 10 Hit Points per day. 

Without proper medical care, a character injured below 0 Hit Points risks dying from complications such as infection and blood loss. While recovering without medical care, a character must pass a Survival test every day. He recovers 1 Hit Point on a success. If he fails he recovers no Hit Points. On a critical failure he loses 1 Hit Point instead!

Plot Points

Characters have a limited pool of Plot Points and whenever you spend a Plot Point, you reduce your pool by one. Plot Points are restored at the start of the next gaming session. Spending a Plot Point allows a character to do one of the following things:

· Re-roll any one failed check. The result of the re-roll is final. Re-rolling a critical failure costs 2 points.

· Add an extra +1 to any one check.

· Instantly recover 1d4 hit points.

· Recover from being stunned or from some similar temporary condition.

Sometimes a re-roll or an extra degree of success is not going to be enough to save a character’s life. In these instances, the character may choose to burn a Plot Point and permanently reduce his Plot Points by 1. The result is that the character survives whatever it was that would have killed him, but only just. You can also burn a Plot Point to turn a debilitating injury into a less serious injury.

Note that you may burn a Plot Point even if you have already used all your Plot Points for that gaming session. This just means that at the start of the next session, when your points are restored, you will have 1 less Plot Point.

Burned Plot Points can be reacquired by spending 2 xp per point.

Advancement:

By defeating enemies and completing quests your character earns experience points (xp). When enough xp is earned (see table 3 below), your character levels up. When that happens your character gains 5 advancement points, which can be used to improve your character’s stats (see table 4 below).

Table 5: Experience Points needed to level up

	Level
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20

	XP
	0
	10
	21
	33
	46
	60
	75
	91
	108
	126
	145
	165
	186
	208
	231
	255
	280
	306
	333
	361


Table 6: Advancement Options

	Advancement
	Cost

	Acquire a new Talent
	See Talent description

	Acquire a new Skill
	The new skill starts at rank 1 and costs 2 points

	Buy Plot Point
	2 points

	Increase an Ability Score one point
	5 + new score mod.

	Increase an existing Skill one rank
	See Table 2 above

	Increase base Save one rank
	See Table 2 above


Magic

Learning Magic:

Before you can start casting spells, you must meet three criteria:

· You must know the Spellcraft skill.

· You must have access to spells through the Spell Mastery Talent.

· You must have a Channelling characteristic of 1 or higher.

Casting Spells:

When you want to cast a spell, you must draw upon the One Power and focus it into your desired effect (the chosen spell). To do this make a Spellcraft (Spellcasting) skill test. This is your casting roll. If the result is equal to or greater than the spell’s Difficulty, it is cast successfully. A failed casting requires a successful Fortitude save (DC15 + Spellpower) to avoid fatigue.

Spellcasting Limits:

Spellcasting requires a high degree of concentration. This is usually not a problem for spells that take a full action or a half action to cast, since you can cast those on your turn without interruption (unless you are in a threatened area). Spells that requires extended actions, however, take so long to cast that you become vulnerable to outside interference. If anything breaks your concentration – most commonly when you take damage or are the target of a hostile spell – you must make a successful Spellcraft (Spellcasting) skill test or be forced to abort the spellcasting action. The DC equals 10 + damage dealt. As always, the GM should modify this depending on the circumstances.

You can only cast one spell per round.

Spellcasters and Armour:

Armour interferes with a spellcaster’s ability to channel the One Power. While it is possible to cast spells while wearing armour or using a shield, it makes the process more difficult. The effects of armour and shields on spellcasting are as follows:

· If you are wearing light armour, you suffer a -2 penalty on all Casting Rolls.

· If you are wearing medium armour, you suffer a -5 penalty on all Casting Rolls.

· If you are wearing heavy armour, you suffer a -10 penalty on all Casting Rolls.

· If you are equipped with (i.e. actively using) a shield you suffer a -2 penalty on all Casting Rolls. If you have both shield and armour, you suffer both penalties.

Spell Save DCs:

To resist a spell you must make a save against a DC equal to (10 + relevant ability score modifier + Spellpower).

Touch Spells:

Some spells require you to touch the subject. In non-combat situations, adjudicating this is easy enough. In the chaos of melee, however, touching your opponent is more difficult. Whenever you want to cast a spell requiring touch, you must make a successful Unarmed Combat (Touch Spells) skill test. This is considered part of the spellcasting action, so does not require you to make a separate attack action. It is possible to dodge and parry touch spells, but at a -4 penalty.

Magic Missiles:

Certain spells are classified as magic missiles. This means that (like normal ranged attacks) you must have line of sight to your target. If you cannot see your target, you cannot use a magic missile spell against him. Unless stated otherwise, magic missile spells automatically hit their targets if cast successfully.

Spellpower

Spending the minimum required amount of Saidin/Saidar to cast a spell means that the spell is cast at Spellpower 1. In the spell description you will see another cost noted as (+x); this is the amount of additional Saidin/Saidar required to raise the Spellpower by +1 – thus making the spell more potent.

Overchannelling

Your Channelling level determines how much Saidin/Saidar you can safely channel without risking damage. In some situations you may want to overchannel – stretching the limits of your abilities. This may be somewhat dangerous as you risk burning yourself out (stilling) or worse. Overchannelling works exactly like a normal spellcasting, except that the casting DC increases by the amount of Saidin/Saidar you overchannel. If you succeed on your casting roll, you are unharmed. If you fail, but would have succeeded without the DC increase due to overchannelling, then the amount you failed by determines your fate (see the table below). 

	DC missed by
	Result

	1-5
	The channeller suffers a severe headache and overwhelming fatigue. As a result, he suffers a -1 penalty on all rolls. He recovers when he is able to rest for at least six hours.

	6-10
	The channeller suffers headache and fatigue resulting in a -2 penalty on all rolls. He also takes 1d6 points of damage and cannot overchannel again until he gets six hours of rest.

	11-15
	The channeller suffers headache and fatigue resulting in a -3 penalty on all rolls. He also takes 2d6 points of damage and cannot channel at all for 24 hours.

	16-20
	The channeller suffers headache and fatigue resulting in a -4 penalty on all rolls. He also takes 3d6 points of damage and cannot channel at all for 48 hours.

	21-25
	The channeller suffers headache and fatigue resulting in a -5 penalty on all rolls. He also takes 4d6 points of damage and cannot channel at all for two weeks.

	26+
	The channeller is stilled – completely unable to channel. In addition, she suffers headache and fatigue resulting in a -6 penalty on all rolls and takes 4d6 points of damage. 


Men who can Channel

Every male channeler has a Madness rating. This is a secret statistic maintained by the GM. When creating a male channeler, the GM secretly rolls 1d6. That is the character’s Madness rating. Every time that character overchannels, the GM adds one point to the Madness rating. Every time the character advances a level, the GM rolls an additional 1d6 and adds the result to the rating.

As the rating increases, madness may begin to take over the character. Early on, the character may have to make Will saves to prevent momentary outbursts or bouts of insanity. As the madness tightens its grip, these saves will grow more frequent and difficult. Eventually, if the character’s Madness rating grows high enough, he may become permanently insane and even begin to suffer the horrible rotting disease that consumes men who have exposed themselves too much to the taint on saidin.

All is not hopeless, however. Some men manage to stave off the effects of the taint, holding on to sanity by constant mental vigilance or some mysterious inner strength. The Mental Stability talent reduces Madness rating, allowing the character to hold insanity at bay, for a while at least. 

For more details, see The Wheel of Time Sourcebook page 210.

Wilders and Aes Sedai

A Wilder is a channeller who has received no formal training in handling the One Power. A Wilder can only embrace the One Power – and thus only channel – when in a specific mood. This is commonly anger, fear or similar strong emotions (pick one). The character can attempt to get in the “right mood” by succeeding on an Insight (Composure) check against a base DC of 10. If successful, the character remains in this mood until the character seizes to embrace the One Power. Wilders use their Wisdom score for Spellcraft checks. Male channellers are per definition Wilders.

An Aes Sedai is a channeller who has received formal training in handling the One Power. This means that the character must be female. Aes Sedai belong to a strong organization and must abide by all strictures imposed by the organization. Among other things, this means that the Aes Sedai must swear the three oaths*. Aes Sedai use their Intelligence score for Spellcraft checks. 

*The oaths taken by an Accepted who is being raised to Aes Sedai. Spoken while holding the Oath Rod, a ter'angreal that makes oaths binding. They are: (1) To speak no word that is not true; (2) To make no weapon with which one man may kill another; (3) Never to use the One Power as a weapon except against Shadowspawn, or in the last extreme of defence of her own life, or that of her Warder or another Aes Sedai. These oaths were not always required, but various events before and since the Breaking caused them to be necessary. The second oath was first adopted, in reaction to the War of the Powers. The first oath, while held to the letter, is often circumvented by careful speaking. It is believed that the last two are inviolable.
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