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An MC Production


Myth Roleplaying Game 
Character Generation

Races:

Dwarf

· Ability Scores: +2 CON

· Size: Medium

· Base Speed: 8 meters (4 squares)

· Hit Points: 25 + Constitution score

· Plot Points: 1 +/- Charisma mod. (Min. 0)

· Darkvision 

· Encumbered Speed: No speed reduction for armour. 

· Resilient: +2 to Fortitude saves vs. poison, +2 to saves vs. spells and spell-like abilities.

· Languages: Common and Dwarven

Elf 

· Ability Scores: +2 DEX

· Size: Medium

· Base Speed: 12 meters (6 squares)

· Hit Points: 15 + Constitution score

· Plot Points: 1 +/- Charisma mod. (Min. 0)

· Low-light vision

· Fey Origin: +1 racial bonus to Will saves, +2 to saves vs. enchantment spells and effects.

· Vigilant: +2 bonus on Search, Spot and Listen checks.

· Languages: Common and Elven

Half-Elf

· Ability Scores: +1 DEX, +1 WIS

· Size: Medium

· Base Speed: 12 meters (6 squares)

· Hit Points: 20 + Constitution score

· Plot Points: 1 +/- Charisma mod. (Min. 0)

· Low-light vision

· Hardy: +1 racial bonus to Fortitude saves, +2 to saves vs. enchantment spells and effects.

· Vigilant: +1 bonus on Search, Spot and Listen checks

· Languages: Common and Elven

Human 

· Size: Medium

· Base Speed: 12 meters (6 squares)

· Hit Points: 20 + Constitution score

· Plot Points: 1 +/- Charisma mod. (Min. 0)

· Versatile: +5 points to distribute among skills and talents

· Resilient: +1 to any one save

· Languages: Common

Ability Scores:

· Strength

· Dexterity

· Constitution

· Intelligence

· Wisdom
· Charisma

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


Saves:
· Fortitude
Base save modified by Constitution

· Reflex
Base save modified by Dexterity

· Will

Base save modified by Wisdom

Secondary Stats:

· Initiative
Equals Dexterity mod. 
· Defence
Equals 10 +/- Dexterity mod. + Armour Bonus 
· Magic Points
Controlling ability score mod. x2 (Spellcasters only)
Build Options

· Resistant
Saves: 2 good, 1 poor; HP: +1 per level

· Vigorous
Saves: 1 good, 2 poor; HP: +2 per level
Advancement Scheme
	Level
	XP
	Save: Good
	Save: Poor
	AP
	Ability Increase
	Wealth (gp)

	1
	0
	+2
	+0
	0
	-
	150

	2
	1.000
	+3
	+0
	5
	-
	900

	3
	3.000
	+3
	+1
	5
	-
	2.700

	4
	6.000
	+4
	+1
	5
	1st 
	5.400

	5
	10.000
	+4
	+1
	5
	-
	9.000

	6
	15.000
	+5
	+2
	6
	-
	13.000

	7
	21.000
	+5
	+2
	6
	-
	19.000

	8
	28.000
	+6
	+2
	6
	2nd 
	27.000

	9
	36.000
	+6
	+3
	6
	-
	36.000

	10
	45.000
	+7
	+3
	6
	-
	49.000

	11
	55.000
	+7
	+3
	7
	-
	66.000

	12
	66.000
	+8
	+4
	7
	3rd 
	88.000

	13
	78.000
	+8
	+4
	7
	-
	110.000

	14
	91.000
	+9
	+4
	7
	-
	150.000

	15
	105.000
	+9
	+5
	7
	-
	200.000

	16
	120.000
	+10
	+5
	8
	4th 
	260.000

	17
	136.000
	+10
	+5
	8
	-
	340.000

	18
	153.000
	+11
	+6
	8
	-
	440.000

	19
	171.000
	+11
	+6
	8
	-
	580.000

	20
	190.000
	+12
	+6
	8
	5th 
	760.000

	21
	210.000
	+12
	+7
	9
	-
	840.000

	22
	231.000
	+13
	+7
	9
	-
	920.000

	23
	253.000
	+13
	+7
	9
	-
	1.040.000

	24
	276.000
	+14
	+8
	9
	6th 
	1.160.000

	25
	300.000
	+14
	+8
	9
	-
	1.320.000

	26
	325.000
	+15
	+8
	10
	-
	1.480.000

	27
	351.000
	+15
	+9
	10
	-
	1.680.000

	28
	378.000
	+16
	+9
	10
	7th 
	1.880.000

	29
	406.000
	+16
	+9
	10
	-
	2.130.000

	30
	435.000
	+17
	+10
	10
	-
	2.380.000


AP: Advancement Points gained upon reaching a new level.
Ability Increase: Raise one Ability Score by +1.

Wealth: Only applicable when creating characters above level 1.

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 (acc.)
	Cost (rank)
	Rank
	Cost (acc.)
	Cost (rank)

	1
	1
	1
	11
	18
	3

	2
	2
	1
	12
	21
	3

	3
	3
	1
	13
	24
	3

	4
	4
	1
	14
	27
	3

	5
	5
	1
	15
	30
	3

	6
	7
	2
	16
	34
	4

	7
	9
	2
	17
	38
	4

	8
	11
	2
	18
	42
	4

	9
	13
	2
	19
	46
	4

	10
	15
	2
	20
	50
	4


Strength Based Skills:

Armed Combat, Climb, Jump, Swim, Unarmed Combat

Dexterity Based Skills:

Acrobatics, Archery, Ride, Rope Use, Sleight of Hands, Stealth

Constitution Based Skills:

None

Intelligence Based Skills:

Appraise, Craft, Foreign Language* (see table 3 below), Knowledge (Arcana, Engineering, Nature,  World Info), Magic (Arcane)*

Wisdom Based Skills:

Insight, Listen, Magic (Divine)*, Magic (Druidic)*, Search, Spot, Treatment

Charisma Based Skills:

Bluff, Diplomacy, Intimidate, Perform

*Trained only.
Table 3: Languages 

	Language
	Spoken by

	Archaic
	Priests and wizards

	Celestial
	Angels

	Dwarven
	Dwarves

	Elven
	Elves

	Goblin
	Goblinoids

	Infernal
	Demons

	Sylvan
	Druids and fey creatures


Talents:

All characters start with 15 Talent Points.

Mundane Talents
Adrenaline Rush

Cost: 2
Prerequisite: None

Improvement: Unlimited
Effect: +4 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, Kama.
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, Falchion, Greatsword, Kukri, Longsword, Scimitar, Shortsword, Stiletto.

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, Elven Battle Bow, 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.
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 character levels.

Improvement: 10 ranks
Effect: Each level of defensive moves adds +1 to your Defence score.

Dodge Blow
Cost: 3
Prerequisite: Defensive Moves (2+)

Improvement: None
Effect: You may use your Acrobatics skill to dodge successful attacks.
Dual Wield
Cost: 3
Prerequisite: Dexterity 12+

Improvement: None
Effect: Wield a clawed handwrap, dagger, kama, kukri, or shortsword in each hand. One extra melee attack per round.

Evasion
Cost: 5
Prerequisite: Reflex save +5

Improvement: 1
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.
Exotic Weapon Proficiency

Cost: 1

Prerequisite: None

Improvement: None

Effect: Proficiency with one specific exotic weapon. If not proficient you take a -4 penalty to hit.
Includes: Blowgun, Bolas, Bomb, Clawed Handwrap, Net, Sling.
Extra Melee Attack
Cost: 5
Prerequisite: Armed Combat rank 6/10.

Improvement: 2
Effect: You may make one extra melee attack per round, but any extra attacks suffer a cumulative -2 penalty. You must use the swift attack action when making more than one attack.

Extra Missile Attack
Cost: 5
Prerequisite: Archery rank 6/10.

Improvement: 2
Effect: You may make one extra missile attack per round, but any extra attacks suffer a cumulative 

-2 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.
Force of Personality
Cost: 2
Prerequisite: None

Improvement: None
Effect: You add your Charisma modifier (instead of your Wisdom modifier) to Will saves.

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.
Great Fortitude
Cost: 3
Prerequisite: None

Improvement: None
Effect: You get a +2 bonus on all Fortitude saves.
Hear the Unseen
Cost: 3
Prerequisite: Listen rank 5, Blind-Fight

Improvement: None
Effect: As a half action you can attempt a DC 20 Listen check to pinpoint the location of all foes within 5 squares, as long as you have line of effect to them.
Insightful Reflexes
Cost: 2
Prerequisite: None

Improvement: None
Effect: You add your Intelligence modifier (instead of your Dexterity modifier) to Reflex saves.

Iron Will
Cost: 3
Prerequisite: None

Improvement: None
Effect: You get a +2 bonus on all Will saves.
Lightning Reflexes
Cost: 3
Prerequisite: None

Improvement: None
Effect: You get a +2 bonus on all Reflex saves.
Mobile Spellcasting
Cost: 3
Prerequisite: Spellcaster

Improvement: None
Effect: If you take a -5 penalty to your casting check, you can cast the spell and move up to your speed as a single half action. (You can’t use this ability to cast a spell that takes longer than one half action to cast). 

Mobility
Cost: 3
Prerequisite: Skill rank 5+ in Acrobatics.

Improvement: None
Effect: You gain a +5 bonus to Defence against opportunity attacks triggered by your movement.

Mounted Archery
Cost: 2
Prerequisite: Skill Rank 5 in Ride

Improvement: None
Effect: You eliminate the penalty to ranged attacks while riding (usually -6).

Phalanx Fighting
Cost: 2
Prerequisite: Shields talent

Improvement: None
Effect: If you are using a heavy shield and a spear, you gain a +1 bonus to Defense. In addition, if you are within 1 square of an ally who is also using a heavy shield and spear and who also has this talent, you may form a shield wall. A shield wall provides an extra +2 bonus to Defense and a +1 bonus to Reflex saves to all eligible characters participating in the shield wall.
Pin Shield
Cost: 2
Prerequisite: Dual Wield

Improvement: None
Effect: This talent can be used only when fighting against an opponent who is using a shield and who is your size or one size category bigger or smaller than you. When making a swift attack action, you may give up your off-hand attack to pin your opponent’s shield with your off-hand weapon, and all your remaining attacks during the round are made with your primary weapon. Your foe may not parry with his shield until the end of your turn. You cannot use this talent if you are fighting with only one weapon.

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).

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.
Prone Attack
Cost: 2
Prerequisite: Dexterity 15, Lightning Reflexes

Improvement: None
Effect: You can make an attack from the prone position and take no penalty on your attack roll. If your attack roll is successful, you regain your feet immediately as a free action. Opponents gain no bonus on melee attacks against you while you are prone.

Quick Draw
Cost: 1
Prerequisite: None

Improvement: None
Effect: You may draw a sheathed or hidden weapon as a free action.
Quick Reconnoiter
Cost: 2
Prerequisite: Listen rank 5, Spot rank 5

Improvement: None
Effect: You can make one Spot check and one Listen check each round as a free action. You also gain a +2 bonus on Initiative checks. 
Ride by Attack
Cost: 2
Prerequisite: Skill Rank 5 in 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: 4
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. You take the shield’s Parry Bonus as a penalty to hit rolls.

Shield Charge
Cost: 2
Prerequisite: Shield Bash talent
Improvement: None
Effect: If you hit an opponent with your shield as part of a charge action, in addition to dealing damage normally, you may make a trip attack without provoking an attack of opportunity. If you lose, the defender does not get to try to trip you in return.
Short Haft

Cost: 1
Prerequisite: Proficient with Staves, Armed Combat rank 2+

Improvement: None
Effect: You negate the -2 penalty to hit adjacent enemies with a reach weapon.
Shot on the Run
Cost: 2
Prerequisite: Dexterity 12+, Mobility, Point Blank Shot, Archery 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: Bluff rank 5+, Stealth rank 4+

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: 2 times
Effect: Each level of speed improvement adds 2 meters (1 square) to your speed score.
Spinning Smash
Cost: 3
Prerequisite: Armed 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).

Staves
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.
Sunder
Cost: 2
Prerequisite: None

Improvement: None
Effect: You deal double damage when you attack an object.
Toughness
Cost: 3
Prerequisite: None

Improvement: 3 times
Effect: Each level of toughness adds 5 Hit Points to your total. 
Weapon Finesse
Cost: 1
Prerequisite: Armed Combat rank 1+

Improvement: None
Effect: With a Clawed Handwrap, dagger, kukri, shortsword, 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: Armed Combat/Archery 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: Armed Combat rank 8.
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.
Magic Talents:
Armored Casting
Cost: 2
Prerequisite: Divine or Druidic Spellcaster
Improvement: None
Effect: Your Casting Roll penalty while wearing armour is reduced by 5 when you cast divine spells.
Blindsense
Cost: 3
Prerequisite: Druidic Lore, Listen rank 4

Improvement: None
Effect: You can spend a plot point to gain blindsense for 1 minute, enabling you to pinpoint the location of a creature within 5 squares if you have line of effect to that creature.
Climb like an Ape
Cost: 3
Prerequisite: Druidic Lore

Improvement: None
Effect: You can spend a plot point to gain a climb speed equal to your base land speed for 10 minutes. This talent also grants you a +8 bonus on Climb checks and allows you to take 10 on Climb checks, even if rushed or threatened.

Combat Casting
Cost: 2
Prerequisite: None

Improvement: None
Effect: You do not suffer a DC +5 penalty to your casting roll when casting spells in melee combat.

Cougar’s Vision
Cost: 3
Prerequisite: Druidic Lore, Spot rank 2

Improvement: None
Effect: You can spend a plot point to gain low-light vision for 1 hour. In addition, you gain a +4 bonus on all Spot checks.

Divine Armor
Cost: 3
Prerequisite: Divine Power

Improvement: None
Effect: You may spend a plot point to gain damage reduction 5/- until the beginning of your next turn.
Divine Insight– Spell Level 1
Cost: 4
Prerequisite: Divine Power, Wisdom 12+, Magic rank 2
Improvement: None 
Effect: You gain access to Level 1 spells. You learn Orison and three new spells from this spell level. Additional spells within this spell level cost 1 point each. This talent also increases your Magic Point pool by 2.

Divine Insight– Spell Level 2
Cost: 4
Prerequisite: Divine Insight – Level 1, Wisdom 14+, Magic rank 4
Improvement: None
Effect: You gain access to Level 2 spells. You learn two new spells from this spell level. Additional spells within this spell level cost 1 point each. This talent also increases your Magic Point pool by 2.

Divine Insight– Spell Level 3
Cost: 4
Prerequisite: Divine Insight – Level 2, Wisdom 16+, Magic rank 6
Improvement: None
Effect: You gain access to Level 3 spells. You learn two new spells from this spell level. Additional spells within this spell level cost 2 points each. This talent also increases your Magic Point pool by 2.

Divine Insight– Spell Level 4
Cost: 4
Prerequisite: Divine Insight – Level 3, Wisdom 18+, Magic rank 8
Improvement: None
Effect: You gain access to Level 4 spells. You learn two new spells from this spell level. Additional spells within this spell level cost 2 points each. This talent also increases your Magic Point pool by 2.

Divine Insight– Spell Level 5
Cost: 4
Prerequisite: Divine Insight – Level 4, Wisdom 20+, Magic rank 10
Improvement: None
Effect: You gain access to Level 5 spells. You learn one new spell from this spell level. Additional spells within this spell level cost 3 points each. This talent also increases your Magic Point pool by 2.

Divine Power
Cost: 3
Prerequisite: Foreign Language (Archaic).
Improvement: None
Effect: Your dedication to your deity is such that your prayers can produce magical effects. 
Druidic Lore
Cost: 3
Prerequisite: Foreign Language (Sylvan).
Improvement: None
Effect: Your bond with the wilderness is such that you can produce magical effects. 
Ethereal Attunement

Cost: 2

Prerequisite: None

Improvement: None

Effect: Increases Magic Points by (key ability modifier) points.

Hawk’s Vision
Cost: 3
Prerequisite: Druidic Lore, Spot rank 4

Improvement: None
Effect: You can spend a plot point to gain a +8 bonus on Spot checks for 1 hour. While this benefit is in effect, you take only half the normal penalty for range increment (-1 on ranged attacks per range increment instead of -2).

Nature’s Blessing– Spell Level 1
Cost: 4
Prerequisite: Druidic Lore, Wisdom 12+, Magic rank 2
Improvement: None 
Effect: You gain access to Level 1 spells. You learn three new spells from this spell level. Additional spells within this spell level cost 1 point each. This talent also increases your Magic Point pool by 2.

Nature’s Blessing– Spell Level 2
Cost: 4
Prerequisite: Nature’s Blessing – Spell Level 1, Wisdom 14+, Magic rank 4
Improvement: None 
Effect: You gain access to Level 2 spells. You learn two new spells from this spell level. Additional spells within this spell level cost 1 point each. This talent also increases your Magic Point pool by 2.

Nature’s Blessing– Spell Level 3
Cost: 4
Prerequisite: Nature’s Blessing – Spell Level 2, Wisdom 16+, Magic rank 6
Improvement: None 
Effect: You gain access to Level 3 spells. You learn two new spells from this spell level. Additional spells within this spell level cost 2 points each. This talent also increases your Magic Point pool by 2.

Nature’s Blessing– Spell Level 4
Cost: 4
Prerequisite: Nature’s Blessing – Spell Level 3, Wisdom 18+, Magic rank 8
Improvement: None 
Effect: You gain access to Level 4 spells. You learn two new spells from this spell level. Additional spells within this spell level cost 2 points each. This talent also increases your Magic Point pool by 2.

Nature’s Blessing– Spell Level 5
Cost: 4
Prerequisite: Nature’s Blessing – Spell Level 4, Wisdom 20+, Magic rank 10
Improvement: None 
Effect: You gain access to Level 5 spells. You learn one new spell from this spell level. Additional spells within this spell level cost 3 points each. This talent also increases your Magic Point pool by 2.

Quicken Spell

Cost: 3

Prerequisite: None

Improvement: None

Effect: You may reduce the casting time of your spells. Spells that normally require a Half Action to cast may be cast as a Free Action when quickened. Spells with a casting time of a Full Action may be quickened to a Half Action casting time. A spell whose normal casting time is more than a Full Action cannot be quickened. A quickened spell costs 4 times its normal cost in Magic Points.
Sacred Healing
Cost: 3
Prerequisite: Divine Power

Improvement: None
Effect: You may spend a plot point to augment your ability to tend to the wounds of others. You gain a +5 bonus on Treatment checks and a +2 bonus per die on the damage healed by any healing spells you cast. This benefit lasts until the end of your current turn.
Sacred Purification
Cost: 3
Prerequisite: Divine Power, Sacred Healing
Improvement: None
Effect: You may spend a plot point to create a pulse of divine energy. All living creatures within 5 squares of you heal an amount of damage equal to 1d10 + your Charisma bonus (if any). All undead creatures in this area take damage equal to 1d10 + your Charisma bonus (if any).
Scent
Cost: 3
Prerequisite: Druidic Magic

Improvement: None
Effect: You can spend a plot point to gain the scent ability for 1 hour. While this benefit is in effect, you can detect opponents within 5 squares by sense of smell. In addition, you can track creatures by scent.

Spell Mastery – Spell Level 1
Cost: 4
Prerequisite: Wizardry, Intelligence 12+, Magic rank 2 
Improvement: None
Effect: You gain access to Level 1 spells. You learn Cantrip and four new spells from this spell level. Additional spells within this spell level cost 1 point each. This talent also increases your Magic Point pool by 2.

Spell Mastery – Spell Level 2
Cost: 4
Prerequisite: Spell Mastery – Spell Level 1, Intelligence 14+, Magic rank 4
Improvement: None
Effect: You gain access to Level 2 spells. You learn three new spells from this spell level. Additional spells within this spell level cost 1 point each. This talent also increases your Magic Point pool by 2.

Spell Mastery – Spell Level 3
Cost: 4
Prerequisite: Spell Mastery – Spell Level 2, Intelligence 16+, Magic rank 6
Improvement: None
Effect: You gain access to Level 3 spells. You learn two new spells from this spell level. Additional spells within this spell level cost 2 points each. This talent also increases your Magic Point pool by 2.

Spell Mastery – Spell Level 4
Cost: 4
Prerequisite: Spell Mastery – Spell Level 3, Intelligence 18+, Magic rank 8
Improvement: None
Effect: You gain access to Level 4 spells. You learn two new spells from this spell level. Additional spells within this spell level cost 2 points each. This talent also increases your Magic Point pool by 2.

Spell Mastery – Spell Level 5
Cost: 4
Prerequisite: Spell Mastery – Level 4, Intelligence 20+, Magic rank 10
Improvement: None
Effect: You gain access to Level 5 spells. You learn one new spell from this spell level. Additional spells within this spell level cost 3 points each. This talent also increases your Magic Point pool by 2.

Spell Penetration
Cost: 2
Prerequisite: Magic rank 5
Improvement: Once
Effect: This talent allows you to ignore 5 points of Spell Resistance of the target. If you buy this talent a second time, it allows you to ignore 10 points of Spell Resistance.

Spell Power
Cost: 2
Prerequisite: Magic rank 4
Improvement: Up to five times
Effect: This talent adds +1 to the save DCs of all spells you cast. This talent can be acquired up to five times for a total of +5 to all spell save DCs.

Wizardry
Cost: 3
Prerequisite: Foreign Language (Archaic).
Improvement: None
Effect: Wizardry is the study of arcane magic. It is a prerequisite for casting Wizardry spells.

Flaws 

Each of the flaws described here will give you an additional 2 points to spend on skills and talents.
Feeble

Effect: You are unathletic and uncoordinated. You take a -2 penalty on Strength-, Dexterity-, and Constitution-based ability checks and skill checks. 

Frail

Effect: You are thin and weak of frame. Subtract 5 from the number of hit points you gain at character generation. 

Inattentive

Effect: You are particularly unaware of your surroundings. You take a -4 penalty on Listen checks and Spot checks. 

Meager Fortitude

Effect: You are sickly and weak of stomach. You take a -3 penalty on Fortitude saves. 

Murky-Eyed

Effect: Your vision is obscured. In combat, every time you attack an opponent that has concealment, roll your miss chance twice. If either or both results indicate that you miss, your attack fails. 

Noncombatant

Effect: You are relatively inept at melee combat. You take a -2 penalty on all melee attack rolls. 

Pathetic

Effect: You are weaker in an attribute than you should be. Reduce one of your ability scores by 2. 

Poor Reflexes

Effect: You often zig when you should have zagged. You take a -3 penalty on Reflex saves. 

Shaky

Effect: You are relatively poor at ranged combat. You take a -2 penalty on all ranged attack rolls. 

Slow

Effect: You move exceptionally slowly. Your base land speed is halved (round down to the nearest 2-meter interval). 

Unreactive

Effect: You are slow to react to danger. You take a -6 penalty on initiative checks. 

Vulnerable

Effect: You are not good at defending yourself. You take a -1 penalty to Defense. 

Weak Will

Effect: You are highly suggestible and easily duped. You take a -3 penalty on Will saves.

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 (unless he uses the Shift Action).

Feint (Half Action)

The character pretends to attack in one direction, deceiving his opponent and throwing off his defence. This is resolved as a normal Bluff vs. Insight check. 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 -5 penalty.
Ready (Half Action)

The character can unsheathe a weapon, or pull an item out of a convenient pouch or pocket. The character also put 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. 

Shift (Half Action)

A character can move 2 meters (one square) as a Half Action without granting an attack of opportunity from adjacent enemies. 

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.
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 -5 penalty. Check to see if your weapon or shield is damaged in the process (see Equipment section). A character can only parry ranged attacks with a shield (not with a buckler or a weapon).
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 check opposed by the attacker’s hit roll. If the Acrobatics 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 -5 penalty.
A character cannot attempt to parry and dodge the same attack. 
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 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 1 meter per success level fewer than you actually did.
A falling character takes 1d4 points of damage for every meter drop, to a maximum of 50d4 (terminal velocity).
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 -2 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 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.
· Dazed - The creature is unable to act normally. A dazed creature can take only a half action. 

· Dazzled - The creature is unable to see well because of overstimulation of the eyes. A dazzled creature takes a -1 penalty on attack rolls, Search checks, and Spot checks.
· Deafened – Unable to hear. A deafened character takes a -4 penalty on initiative checks, automatically fails Listen checks, and has the DC of any spell cast increased by +5.
· 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. An entangled character who attempts to cast a spell takes a -5 penalty to his Spellcraft check.
· Exhausted – Tired to the point of significant impairment. An exhausted character moves at half Speed and takes a -6 penalty to all skill checks. 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. An exhausted character that suffers another fatigue or exhaustion effect, falls unconscious for 1 hour.
· Fatigued – Tired to the point of impairment. A fatigued character can neither run nor charge and takes a -2 penalty to all skill checks. 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 must roll on the Fear Table (see Myth RPG Various).
· 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.
· Sickened – Mildly ill. A sickened character takes a -2 penalty on all skill checks, saves, ability checks, and weapon damage rolls.
· 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).
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:

At 0 Hit Points or below, the character will be knocked prone and dazed. All actions suffer a penalty equal to the amount of negative Hit Points.
When a character has been reduced to negative 10 Hit Points, he is knocked unconscious and 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. On an extraordinary success (success level 5+), you automatically stabilize yourself.

Characters with Treatment can stabilize the victim with a successful DC 15 test. Using a Healing Balm reduces this DC by -5.
A Treatment DC15 restores 1d4 Hit Points 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 his Constitution score in Hit Points per day.
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 everytime you reach a Milestone. 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.

· Count as having rolled a 20 for Initiative.

· Add an extra +2 to any one check before the roll.

· Add an extra +1 to any one check after the roll.

· 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 Milestone. This just means that when you reach the next Milestone and 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 Advance Scheme above), your character levels up. When that happens your character gains a number of advancement points based on the level achieved, which can be used to improve your character’s stats (see table 5 below).
Table 4: 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 (up to maximum)

	Increase an existing Skill one rank
	See Table 2 above


Magic
Learning Magic:

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

· You must know the Magic skill.

· You must speak Archaic or Sylvan.

· You must have access to spells through the Wizardry, Druidic Lore or Divine Power Talent.

Casting Spells:

To cast a spell make a Magic skill check. 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 still costs you the Magic Points required to cast the spell. A critical failure costs you a roll on the Wild Magic table (see below).
Spellcasters and Armour:

Armour interferes with a spellcaster’s ability to channel magical energy. 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 Cloth or Spidersilk armor, you suffer no penalty on your Casting Rolls.

· 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 + Spell Level).

Spell Resistance

Spell Resistance is applied as a penalty to the result of the casting check to see whether or not and to what extend the spell affects the target. The penalty does not determine if the spell is cast successfully, only whether or not it affects the target.

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 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 -5 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.

Magic Points Recovery

Spellcasters deplete their Magic Points by casting spells. They recover Magic Points by resting and meditating. Characters recover a number of Magic Points equal to their ability bonus for their Magic Point pool per hour of rest and contemplation. Characters engaged in light physical activity (walking, riding at a walk and so forth) recover Magic Points every 2 hours, while characters engaged in more strenuous physical activity (combat, running, riding at a gallop, etc.) recover Magic Points every 4 hours.
Interruptions in recovery stop the process. The character regains a percentage of the Magic Points he would recover within that time. Once the interruption has passed, the character can begin recovering normally again. 

Wild Magic Table

	Roll (1d20)
	Result

	1-2
	Overload: You are overwhelmed by magical energy and are stunned for 1 round.

	3-4
	Craven Familiar: A Skelton (CR equals level) appears from the Shadow World and attacks you.

	5-6
	Madness Foreseen: You get a glimpse of the Abyss and must succeed on a Will save DC 12 or roll on the Fear Table.

	7-8
	Aethyric Attack: Aethyric energy burns through you, causing you to lose 2d8+2 HP.

	9
	Enfeeblement: Ethereal energy wracks your body, debilitating you. Your Constitution score is reduced by 4 for 1d10 minutes.

	10
	Mindnumb: You channel too much magical energy. Your Magic skill rank is reduced by 2 for 24 hours.

	11
	Demonic Possession: You are possessed by a demonic entity for one minute. During that time, the GM controls all your actions and when you take control of your body again, you’ll have no memory of what you just did.

	12
	Uncontrolled Magic: You lose control of the magic as you cast your spell. Everyone within 10 squares, including you, loses 1d10 HP.

	13
	Enervation: Aethyric energy wracks your body, debilitating your constitution. Your Constitution is reduced by 4 for 1d10 hours.

	14
	Aethyric Lash: Magic power overwhelms you, knocking you out for 1d10 minutes.

	15
	Aethyric Assault: The Aethyr lashes out at you. You suffer 4d8 points of damage.

	16
	Heretical Vision: A demonic entity shows you a vision of the Abyss. You must succeed on a Will save DC 18 or roll on the Fear Table and add 1d6 to the result.

	17
	Mindeaten: Your ability to use magic is burned out of you. Your Magic skill rank is reduced to 0. For each full 24 hours that passes, it increases by 1 until it returns to full strength.

	18
	Uninvited Company: You are attacked by a number of Skeletons (CR equals level) equal to your Magic skill rank. They appear from the Shadow World within 6 squares of you.

	19
	Demonic Contract: You suffer 2d10 HP damage as a 5 cm infernal rune burns its way onto a random part of your body. Should you ever collect 13 of these, they will spell out a contract that signs your soul away to a demonic power (GM’s discretion). Removal of the branded skin will make no difference to the contract.

	20
	Called to the Void: You are sucked into the Abyss and may be forever lost. Unless you succeed on a Will save with a DC equal to the Casting DC +5, it’s time to generate a new character.
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