E main Pha.scs of the 6. ( . _ Magxc Foints (MF‘s)
(haracter Crc_é‘tion process for the and Sanity Fdin;cs (SF’S)
Crimson E_mPirc FRFG ]t Provicles you

with all the information rcquired to create a

T his section cover:‘?'-.i‘

o

78 Calculate your APtitudcs and use

character however more comP]ctc informa- BF'S 2 modhcy s (Icor L s

tion can be found in the main Expandecl

Points~based Characters) as per the
(Character (reation section (Page 64).

Fo”owing formula: Basc aF Racc a5

Summar3: Chl!clhood aF Class/Subclass ap BF

8. hoose your line of conduct and
i Ro” your characteristics (throw io C J

times 2d8 +1d4 and note the results)
or use the (Characteristic Points

Allocation Rule.

your character traits (chcck thorough
!3 that there are no incomPatibilitics

between the class, the race and the

character a]ignmen’c). You should also

choose your Cult/Order here.
247 (Choose your Race and aPPlﬂ the

Race (Characteristic Modifiers.

S0 Determine the character Possessions;

starting money and any Possible
3. (hoose your (lass/Subclass and - e (OPtional rule).
allocate Backgrouncl Foints (BF) to

select your sub-class. Make a note of

your starting Points of Renown (FR)
at this P!’laSC (rules re!atirxg to these

io. Equip your character with weapons,
armour and equipmcnt (notc the

: . ) Armour %, its absorPtion dice and
Pomts will be c]cvclopccl n Chaptcriéi). modhcg).
__4. _ E_stab]is}‘l your APPearanc_c (Heiglﬁ’c,
: X Wéaigl"t, Age etc) a‘ria,uniqﬁe

Ea thsical Attributés._

11, Caleulate Farrg/Doc]ge accjlor_cll_r'xglg
taking into consideration thé-’ai‘mou;

worn and a Potcntial shield (566_

Chaptcr 5).
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13, Dctcrminc whether the character pos

S5€55¢€S e]cmental POWCFS or SPCCiaI

faculties (Optional Rules).

=5 Choose a name for your character.

1. Roll your characteristics or use the
(Characteristic Points Rule (see below)

Tl‘lerc are ten characteristics - ]nte”igence,
[T ssence, Charisma, Beautg, Reflexes,
E_ndurance, Mental Resistance, Streng’ch
Agility and Ferccption. T hese should be
scl1c~cxplanator5 however a description of

eachis Presented in this Rulebook.

T o determine your initial characteristics

(base characteristics):

E_ither: roll ?_D8 2l ]!)‘1~ (a range between 3
and ZO) ten times to givc you ten numbers
that can be assigncd to the characteristics
as you wish. [f you wish you may re-roll uP_to

two characteristics, however you must then

use the second result even nC itis lower.

Or use the table be_low to'Pu‘rchase scores:

used herc).

Characteristic Point Cost 535tcm:
backgrounc] Points (BF):

[T ach Plagcr has a Background Foint (BF)
total of 45 (if ro”ing the charactcr) or 55 (if

generating the character tl—lrougl—] the Points
based sgs’cem) to sPcnd as thcy see fit.
TI’ICSC Points will have different values or
currency clepencling on the attributes being
considered. [~ ach time one sees a (BF) next
to an attribute, there will be a related cost
for it. F]easc make a note of the different
areas you will need to budget for.

BF are to be used in the Fo“owing areas:

i (hoice of C]ass-Subclass: all
Characters.

2L 5ani_’c3 Foints (SF) Foints Easecl
Cl‘laracters only.

D% APtitudes: Frimarg P, Secondarg
{9): all Characters; Childhood

APtitudés (Adolescence: Foints_
PBased (Characters onlﬂ) ané}_ s
Ambiclcxteritg: Foints Basécl'
Characters on]y.

—
——— e
il



Choose a Racc Fromdbr—re list Presented from
Fage 74 onwards. Eaic}'u Race has a modifi-
er that is aPPhed to certain characteristics
as detailed below. Once you have modified
your characteristics you can calculate the
Acljustmcnt for each characteristic by tak-
ing 10 from the final Figurc (ges you can have

a negative ac{justmcnt).

NOBLE ELVES:
Strcngth S Ferception 2
WA ELVES:

Agilitg Tl Beautﬂ G Endurance ~ 1
Ferccption +7%

DERGS:

/\gi!ity +1, [T ssence +1, Ferception +2,
Strength -1

ULDANIANS:

Agi]it}j 2% Clﬁarisma -1, E_nclurance +
MANDORIANS:

Essencc + 15 ]ntc“igcncc +1, Keﬂexcs ]2
Strengtlﬂ ~1

DWARVLE.S:

Agility -1, I~ ndurance +24 Fcrception fl,

Strengti'x + 1

- CONDORIANS:
Charlsma + Essencc 5 Strength e,

2.2 of tl’ns.Ku!

3. Chooséﬂ - your Class and allo-
cate (br) to sc!cct ‘your subclass:

make a note of your startmg Fomts of

Renown (FK) at this Phasc.

Darkun (BF) Subclasscsz

Adept 5 (BF); Darkun 20 (BP)-3 PR &
Darkun C!'\amPion Eh© (BF)~1 e} FR

Other Darkun 5ub~c!asses are detailed in
the Darkun SUPPlCmCﬂt inclucling ahost of

New Fac’cions, WCaPOﬂS aﬂd SPC”S.

Druid (bF) Subclasses

Alchemist 20 (BP)-3 PR; Druid 10 (BP)-1

FR; DruicLFriest ¥} (BF)~1 FK, Hcrborist
20 (BF)-3 PR & Ritual Master4o (BF)-10
PR

Knight (BF) 5ubclasscs:

]mPcri'al Kniglﬁt 30 (BF)- 10 PR; K arnarcos

Knight 30 (BF)-i10 FR; Page 5 (BF);

Roaming Knight 30 (5F)—IO FK Sh'ielc!—
Byearer 15(BP-3 PR & Sauire 10(BP:
iPR




Magc/f)orccrc“_;;‘_ ; ‘ﬁ’) Subcrasscs :
E]cmentalxst ‘1~O (EF’) 1®) FK Enchanter

20 (BF)-3 PR; Necromage 40 (BF)-3 PR
& SOrcercr/Magc 20 BP-» FR

Thic{:/ "Assassin (BF) Subclasscs:

Thief 15 (BN-3 FR; Assassin 30 (BF)-10
FR; Thug 5 (BF); Conman 15 (BF)-2 PK;
Black Markctcer 30 (BF)~iO FR, Foaclﬂer
5 (BF); Bandit 10 (BP)-1 FR & Firate 10
(BP-1 PR

Trackcr/ Kangcr (BF) Subclasscs:

Hunter IO (BF)~] FR, Kogue IO (BF>~]
FK; Saboteur 30 (BF)~] o FK, Scout 20
(BP)-3 PR; Sniper 30 (BF)-10 PR; Spy
30 (BF)-10 PRs Steward 15 (BF)-3 PR
Trackcr 20 (BF)~§ FK & Warden 5 (BF’)

Warrior (BF) Subclasscs

Adven’curer 2@ (BF)~§ FR, Arclﬁer 10
(BP)-1 PR; Darbarian 10 (BF)-1 FK;
Boc{y C]uarc{ 15 (BF)J_ FK, Cavalrgman
25 (B)-3» PRy Guard 10 (BP)-1 PR;
Mercenary 15 (BF)-2 PR; Militia 5 (BF);
Raider 10 (BM-1 PR; Ruffian 5 (BF);
Skirmisher 10 (BP)-1 PR, Soldier 15

(BP)-2 PR; Swashbuckler 20 (BF)-3 PR &
_ Templfa :Blacle 30 (BF)~IO FR

Frcacl‘;cr Z‘O}@ﬁ% 8 Spmtua] SIagcr
40 (BF 12 FR Tcmplcclot 30 (BF)~IO
FR & Warrnor—Fr:cst 20 (BF) 3 FR

[Fach (Class/Subclass is detailed in this
Rulebook (Expanded Backgrouncl

Section).

4. [ stablish your APPcarancc
including Uniquc thsical A’ctributcs

Your l—leight is determined ]35 ro”ing aDioo
followed bg a D]O and consulting the rele-
vant chart for your race (Fage 95) or by
reFerring to the averages under the Race

dcscriptions and choosing it MT).

To calculate your weight, referto the ranges
Providecl for cach Race or use the )Co”owing
random based aPProach: start with your
hcigl—]’c in cm, subtract 100 and add the aver-
age (rounc]_ccl down) of your Strengtlﬂ and
E_nc{urance to get your weigiﬁt in kg. Dcrgs,
" ves, Mandorians should subtract Zokg. In
addition females of any race subtract Zokg

from their final weig]'\t T his result can then

be multip]icc’ }33 2.2 to obtain weigl'_l’c in 1bs
(scc Expanded Cl’;aractcr Backgfoﬁhd for

more information on this).
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T attoos

Secars ' . e o

Original hairsty]cqsl‘a.ncl hair colour _ . Botl'l arms slﬂo‘tjlcl l.ﬁ:évc the same num
Bocl3~[>iercing berof [ Fs

Phmacl debormits - g should nothave lessiE Pa thad

arms

T o calculate your starting age use the fol-
lowing Eorrmiles T he total starting F P foreachraceis given
below and you add your [" ndurance

Adjustment to this number.

(Condorians: 16+ 14 years

Mandorians, ( Jldanians: 18 + 116 years

Valley & Wood [ ves: 40+ 110 years Dergs: 22

Dergs: 40 + iDiOgcars Mandorian: i

Noble [ Ives: 30+ 110 years \/a1169 & Wood [ Ives: AT

Dwarves: 50+ 1])20 years Nob]e E_Ives: 29
Dwarves: %%

5. Calculate your Encrgy Points (E_F) - uldaﬂiaﬂst 34
-Conc]orians: 36

You have a total number of E_nergg Fointé é

L b NG : ! Calculate your Magic Points
which are split between eac fe) ocation
(Hcad ToPrso LC]Ct Arm Rigl‘nt ,i\rm met (MF) and Sanit‘9 Fomts (SF)

ch, Right Leg). The casiest way to split
your E_Fs is to divide your total EF’S }33 T A” Darkun classes start with ‘H\/\Fs Plus

o I |
ji,;/ l / assigning a seventh to each location cxce.:_Pt their I~ ssence Adjustment, Warrior Fricsts
14 the torso which should have two sevenths of and Druids start with 6MF5 Plus their
i._ 13 k f _your total E_Fs Due to rounding you may Essence Acl ustment, Mages .and‘
.‘i‘_ ; : hayc tOJuggle numbers sl1gl'7t13 but the fol- Sorcerers start with 8MF5 Plus ’chelr
‘/ 1“ -"‘}‘ lowmg rulcs of thumb aPPlg : Esscncc Ad)ustmcnt & A” other c]asscs
1 : _1[) ; : start with 0 MFs :




clcl twice 3our Mental
Resistance score @»} (BF) Per 20 5F+

twice Menta] Rcask@htc score.

anarg .
o Calcula’cc your AP"cituc]cs Animal Trammg
(Base + Race + Childhood + Class/ [T questrian Skills E
Subclass + BF) Sccondarg
Driving (C_questrian) S +5%
You have a base rating in every aptitude,  [Falconry S
which is then potentially modified by your Veterinary Skills S

race, class and other factors. Thc quickest

way to work out a” your aPtitudes is to caL

Art: 5% + /\gilitg

then aPPly racial modifiers for cach one, fol- 3

culate the base ratings for every aPtitude

lowed bg class modifiers and Fina”g aPPly Fﬁmary
any other factors. [ ach of these aPtitudes Art Culture P+ |nt

is described in this Rulebook. 5ccondar3

- Body Art 5
(BF) Frimary (F) APtitudes Purchasccl at 2. Dancing 5

(BF) per 1% or Scconclary (5) APtituclcs :

iterature nt
Purchascd at | (BF) per I %. L i 5 # ]

Music S+ nt
Fainting S

Notc the Bonus to Kedistributc or BF SCUIPturC 5

cannot be aPPlied any to Frimarg Martial
APtitudes and no more than 15% can be

added to any single aPtitucle. Art O{: War: 5% + lntc”igcncc

T he base ratmg for every aPtltudc is as fol- Frin;al;g : _ _

. lows (where a Charactcrlstlc is referred to, DiPlOmacg Pl C‘L;a |
the Ad ustment is aclc]ccl cxccpt for Holdmg ha s l-. .
One's Breath which uses the full e e & e a

Cl‘lara-cltc l'lSth): 3 _ Sccondary




T

Bl Al
5tratcg9 ~ ‘“ .

Frimarg
(Climbing
Holding Ones
Breath
Jumping
Running
Swimming

Sccondarg
Acrobatics

Throwing

Primary
Building/Fixing
Sccondary
Armourer
o bl;acksmitim. ®
&ga%fbw]dmg
- Brewer Skills
- Carpentey

War Chants' B

Athletics: 5%+ Agility

F+5%

F’ (End x 10 scc)

P+ 10%
P +10%
F+5%

S
S+ 10%

Cra{:ts: 5% + Agilitg ok ]nte”igence ,

-

Geaoo

; .I.',: M'cquanicé :

= Fot"ﬁe@‘“

5tonc~Cra1c’c
T anner Skills

Hcaling: 5% + Agilitg Six lnte”igcnce

Fn’marg
First Aid P
[Healing F
Sccondarg
ngnosis S+ (Cha
Ourgery )

Knowlcdgc: 5% + ]ntc”igcnce

Frimary :
= valuation i
History - F+5%

|mperial Fore P

K arnarcos | ore P
Scco:ndary . o

Astronomy S

Ca&ograPhg ' '. A 5+5%1n : 2

Gco]ogg . 5




3 MaSt'cr]mg of Dreams -

: f’?ﬁ;gén%_..'Rites SR ":_"". ] .

Mathematics
Occult Artse ‘
FPhilosophy
Physics

SRR RO Ne

Linguistics: 5% + Intc”igcnce

Fn’marg
Memorisation =
Reading F
Teaching P+ Cha
Scconc‘arg

+25%

S+ Agility
Cryptography 5
Sign Language S
SPecd Kcading S

Ca”igraphy

Magic & Cu]ts: 5% + ]ntc”igencc

Frimary
Cult Rituals
Meditation

Sccondary

Cgafélcpsg- %

Fala;é_'_ogréphy
Theo]ogg

£ Ambidcxt.c.rltg

; F-Scc rclatc.!cl
rule below*
F 5%+ Agil
F15%+ Agil
P 40% + Agil
F See related
rule below*
[ 50% + Agil
F 20% + Agil

Assassination

Disarm
Hancl ZHand Combat

Mas’cered Wcapon(s)

Farrg/Dodge

Stun T echniques
Sccondary

Blind [Fighting

Blood | ust

Lig!ﬁtcning Draw

5]5%+Ferc
S 5%+ [nd
S 15% + Agil

Naturc: 5% + lnte”igcncc

Fn’marg
Aokl P
Potany P
KriowledeterNaturs, |+ 5%
Metepralbgy P
Survival F+5%+ Agil
T‘ra;_gking ' P+io%w -
Tt P+ Aglity -
Secondary GO Sl

Camouﬂage ] 12t 5%.;'

Gcograpfﬁg S+ 5%“ ;




Social Skills:
(Charisma

Fn’marg
[ loquence
Empatlﬁy
Fersuasion

Scconclarg
Acting
Begging
Commerce
[__tiquette
(Gambling
Mind GGames
Folitics
Seduction

Theft& E_spionagc (T&b): Agility

Pased: 5% + Agilit3

-Frimarg

Hiding Oneaclf

; _,.fFla.(POCi(Ct

5 lcnt Movcmcnt

St

5wamp Movcmczﬁ%_ :

£ ]ntc”igcncc +

F
F + Essencc
P

G)RGRCRRENERO R E)

+Beaut3

Spging

Tel: lntc"igcncc bascd:

]nte”igence

Frimarg

Co rru Pti on

Detection of [1idden

Mechanisms

Hiding Object
~ Investigation
- Searching Object
Street-Wisdom
Secondary '
Deciphering :
[alsification

LiP Ré.acling

FPoison Analysis
Y

.Contortlomsm =
Loc‘ericking
Frcsticligitation

P+ Charisma

F+5%
F+i5%
P
P+i5%
)

G NCREINE)

2 Bt



T& L Cha-risﬁi;a é;aé,cd:

5% + (_harisma

Scconclary
Disguisc 5
|ntimidation 5

T&E: E_nc]urancc Bascd:
Endurance

10% +

Scconclarg
Resistance to | orture S

*Your base rating with Mastered Weapons

is depcnc{ant on 3OUF ClaSS as FO”OWS:

Knight, Warrior,
Tl’: ief/ Assassin:
50% + Agility Adjustment
Druid, Warrior Priest, all Darkuns:
40% + Agility Adjustment
Magc/ 50 rcerer:
0% + Agility Adjustment

_ Also note that from this point. forward all

Tracker/Ranger,

moclncxcrq to Mastcrccl WcaPOn aPF’Iy to a
SPCZ?I‘FIC weapon rather than all weapon
tyPcs (eg Masterecl WeaPon (Broad
Sword))

NOGAOs & BRI ETON £ S\ Efeh L SN2

51 Sle or!fbu ’cobc
hich obviously
bidexte _1t3 aPtltudc) To
find out whctlﬂcr you are mght or left handed
or ambidextrous roll lDZO and iD]O. ]

a]C‘FCCtS your

these numbers are the same you are
ambidextrous and your Ambidextcritg aPti~
tude is automa’cica”g 1 00% (555?) ]1C the
D2o rolled l’ﬁgher you are rig]ﬁt handed and
if the Dio rolled higher you are left handed.
[f the two numbers are different but this dif-
ference is 10 or less your base aPtitudc for
ambic}cxtcritg is as follows (BF can be used
to Purcl’rase this):

e

Ditferent: 50% 2%5. 1

Different: 45%

Ditferent: 40% 20 BF
Different: 35%

Different: 30% 15 BF
Different: 25%

Different: 20% ioBF
Different: 15%

Different: 10% 5 BF

io DhCFcrent: 5%

11+ Different base ambiclcxtcritg counts.




Animal Training +15% Uldanians

Athletics  Swimming +5% Atthletics:
I CraFts: Acrobatics +10% :
Armourer +10% Jumping +15%
Martial: Running +15%
Blind Fighting +5% Nature:
. Disarm +5% Swamp Movement +5%
F Hand-2-H Combat +5% Tracking +5% \
[ightening Draw +5% Thefte I sp:
| Mastered Weapon +5% Hiding (object) +5%
78 F o Thcft&fisp: Searching +5%
§§§ - (Un) tying knots +5% Opying +5%

Mandorians _ 1 ;Wooc]/Va“cg Elvcs

Knowlcdgc: - Animal-Based:
Astronomy +5% Animal Training +5%
Cartograpl—ay +5% ]:alconrg ; +5%
(Geology +5% Knowlccl_gc: a
Historg +15% Cartographg +5%
]mPcrial | ore +5% Martigl: _ .
& Ko e Ry Mastered Weapon (chasen Fow) +5%
Lln,%ixlétlbs ) o ;r’ % Nature: ' i ) | (e A
-_‘_"’?M:éil‘:?.d_f.’.‘féatfon _ Uit 5 5o Gcography | +5O"- -
Nature: e Hunting & Fishing Fi5%
L e e




Fidng Onescl)
¥ 5 lent Movcmc it

Noblc Elvcs

imal- d:
Animalc D Bt (anscu) 5%
Animal Training +15% :
/ A SIlCﬂt Movemcnt +5% b
rt:
Art Culture +10% Darvanne Dwarves
Music +10% Crafts:
Athletics: Armourer +5%
Climbing +10% Blacksmithing +10%
Knowlcdgc: Mechanics +5%
[~ valuation +5% Martial:
Heraldrg +5% Blincl Fighting +10%
]mPerial | ore +10% Farrg/Dodgc +5%
Cramcts: Naturc:
Blacksmithing +5% el Camouﬂage +5%
Théﬂ:&ﬁsp: : __r]-rmct&ﬁ_sp:
Silcnt Movement +5% - Hiding (Object) +10%
 Hiding (Oneself) +10%
Nortl-ucrn Dwarvcs il
Silent Movement +5%
Arl: ofWar:' .
orture » s +10%
o 1 0%
Architecture +15% -
ilitar ngineerin +5% aldor
Military [ ng g - [ald
Athletics: Animgl—-basc_cl:" o
imbing +5% Bl i falir o i e e
 Cnbing Avimal Training w102 I
- Lra j : eterinar lls %, “—5‘% : \ e
Crafts: i Verbrinery Skilb. car
_MArmour‘er  410% Magic&Cults: AR

Stone CraFt T‘:e 2. +15% Mastering of Dreams .' +5%

£9%a2”




mea”ﬁghtmg“
Farrg/Dodge e
Thcft & E_SF:_ AL :
Hiding (Objcct) +10%
Hiding (Oneself) +15%

"_+1o%

Silent Movement +15%
5P5ing +5%
Nirkar
Healing:
HyPnosis +5%
Martial:
Blind [Fighting +5%
Parry/Dodge +10%
Naturc:
Orientation +10%
Thc{:t & E_SP:
Hiding (Objcct) +10%
Hiding (Oneself) +15%
Foison (reation +5%
Silent Movement +15%
Searc!—xing +5%

Cl'ulc"'uooc] APtltudcs.

W]’\erc your character grew up and what
-t]‘xelr Parents taught thcm when tl’ley were
3oung can also glvc thcm a bomus to certain

aPtltuclcs

To clctermme where gour charactcrgrew up

roll 1 D6 and consu]_t the Fo”owmg table (or
sPencI necessary BF)

- and consult the Fo“owing table (onlg forran-
dom rolled characters, Foints Basecl char-

Grew up in tl‘lC orcst +ZO% to
Trackmg 45 (BF)

45 (rew up in the mountains: +30% to
Climbing 8 (B)

5. Grew up as a nomad: +10% in

Equcstrian 5&0”5 or +10% in Driving

(Equestrian) or +10% in Orientation:

choose two 10 (BF)

6. Carew up in an urban environment:
+10% in (Commerce, +10% in Strect
Wisclom, +10% in E_tiqucttc or +10%
in Politics: choose two 15 BP

To determine what your character Picked
up from their parents or mentor roll 11D6

acters use BF to build this background):

. +5%to [Jand-to-fJand (_ombat

2. +5% to Mastered Weapon (need to
specify the weapon)

3. +5% to Plick Foc_lcct

4. +5%to Acrobatics

5-6. Orphanca ~ distribute 5% be{;twc@in :
any aptitude (including Martial ones)



.......

; Darkun/. Ac]cPt- R ae
AR S

Body Art EOR Occult Arts +5%

Knowlcclgc: Nature: J
Darkun | ore +10% Alchemy +15%

Naturc: Botany +20%
Alchemy +5% Tracking +15%

Martial: Theft & Csp:
Assassination 108 Hiding Oneself +10% _,

Hand-2-H Combat +10% \
Parry/Dodge +5% Subclass Modifiers

Thcft & E,SP: Alcl‘ycmist

Hilding Oneself +10% Knowlcdgc:
i 51 Sine Movcment +10% Geolo o
TR > o 59
ﬁ Subclass Modifiers - [hysics +10%
5 : y _.Naturc:
Darkun
M | Alchemg +20%
artial:
Assassination +5% Drutc!
Bonus-Redistribute +5% Ponus to Kedistributc (Nature) +10%
Darkun Champion  Druid-Friest
Knowlcdgc: Tl'icﬁ: & E—"’P’ :
~ Darkun [ore e | da o a +5%
Sl o S ISR L Torhie et
B SRR A e e
Kowledge: 101 Khpleces s
Geologg BT 1O%




"Dotan
G eograp h Yy _
! o
Kitual-Mastér
Hcaling:

Hypnosis

Magic & Cults:
Cult Rituals
Mastering of Dreams

Mcclitation
Fagan Kites

Fagc
Animal-Based:
Animal T raining
[T questrian Skills
Knowlcdgc;

Heraldrg

Squirc
Animal-Based:
Animal T raining
[Cquestrian Skills
Knowlcdgc:

Hcra]clry
'Marti_a_lz v
b _Mja_;s’gcr;ccl W‘caPor_x
é‘l'u;'d-ﬁcarcr
Ahimékbéscd:

+10%

+10%

+10%

+10%

+10%

+5%
+15%

+5%

+5%

+20%

+5%

o +5%

Hclfal.c]ryk

]‘mPérié‘]' Lo-rc

K arnarcos | ore
Martial:

Mastercd Weapon

Knigl‘:t

Animal-Based:
Animal T raining
[Cquestrian Skills

Art of War:
|_eadership

Stratc 2y
Knowlcdgc:

Hera]dry

% : Historg/GCOgraPh[j

Pz
Martial:

Mastered Weapon

Parry/Dodge
Social 5‘0“5

Fersuasion :
bgmqs to Ke&ist;ﬂibu-te .
Magc/Sérccfcr—-Bas_c
Hcaling:
H 3Pnosis

+10%

+35%

+5%
+5%

+5%
+5%
+5%

+5%
+5%




Fhilosophg

Lir:guisticsz
Memorisation
Reading +10% (Un) Setting Traps +5%
/ Social Skills: Social Skills: 3
[ mpathy +15% Acting +5%
Thc{:t & E_SP: Thcmct & ESF:
Deciphering +5% Detection of Mech. +5%
Ponus to Redistribute +5% Disguise +5%
+ Subclass Modifiers it Dbt g 'J
| ock Ficking +10%

[ lementalist Pick Pocket +15%
see Subclass Description Silent Movement +10%
Street-Wisdom +5%

Enchantcr
Social 51(:'“5: 2
E_.mPathy +5% "Subclass Modiﬁcrs
Fersuasion +5% _ Tl'uic{::
Thcft & E_SP: T’]—.e& > ESP:

SubterFuge +5%

timidati +5%
=t ! | ock-pickin +5%
Pl
g Nccromagc F’ickpq_clcét +5%
3 see Subclass Description
] / £ A\ssassin:
Sorccrc_:r e Ma i %4 ;

3 Bonus,to Redistributc Nt 5% Ass:z'assi'nétio-.h ’ . L +5%¢

L t‘\w _Elwré‘f/ Aéééssin Theft& F sp: : Y e
| it At“llctlcs SUbterFuge _‘ -. & +5%




|ntimidation
£

Conman: R SR
Social Skills: Theft & E-SP’
Acting e Street Wisdom +5% :
Commerce +5%
F loquence i5e - Pmekeribase
Persuasion +5% Animal-Based:
Animal T rainin +5%
Dlack Marketeer: Driving (Equesgtrian) +5%
Krnowledge: Athletics:
Mathematics +5% Climbing +10%
Imperial | ore +5% Martial:
K arnarcos | ore +5% Parry/Dodge +5%
Social Skills: Nature:
Fersuasion +5% . Geography +5%
Theft & E sp:  Hunting/Fishing +5%
[alsification +10% K nowledge of Nature +10%
Pl © QOrientation +5%
Nature: : e o
Hunting/Fishing +5% Tracking: 338 LR
Theft& 'E_sP:
Bandit: : Detection of Mech. +5%
MartiaL _ Hiding Or_;esélF g iy +10%
 Mastered Weapon ok Silent Movement S 1“_5% :

Thﬁft&&f.s? ¥ P I

~ Intimidation S o e 159




TraPs

/ Koguc:
Martia':
Hand~Z~H Combat

Naturc:

Survival

Sabotcur:

Art of War:
Architecture
Military [ ngineering

Crafts:

Building TTixing

Knowlcc‘gc:

Physics

Scout:
Animal—Baséd:
E questrian Skills
Naturc:
Tracking :
 Orientation
dsfsley
~ Spying

+5%

+5%

+5%
+5%

+5%

+5%

+5%

+5%

5%

+5%

The && Feo

Spgmg
Silent Movement
Spy:
Thcﬁ & E_sP:

Spying
Subtchugc

lnvestigation

Stcward:

Knowlcdgc:
Rt
Naturc:
MR ovilodes oF Natire

5 Social Sills:

Foli’cics

Trackcr:
Ponus for Kec‘lfstribution (Nature)

Warden:
No additional modifiers
Warrior-Base
Anim;LBéscd; : __
Driving (Equcstrianj |
Equestrian skills

+5%

+10%
+5%
+5%

+5%

+5%

+5%

+10%

=, s

- +10%




Armourcr g L i 3
Martial: TR ~ Mercenary:

Disarm +5% Socia] 51(!“5
[Hand-2-1H Combat +10% (ommerce +5%
Mastcred WeaPon +5% T“K:ﬁ: & E_SP:

Farry/Dodge +5% |ntimidation +5%
Bonus to Redistribute +10% Militia:

Subclass Modiﬁcr& no modifiers

Raider:
Martial:

Mas’cered Wcapon
(Throwing weapon of choice ) +5%

Ruffian:

-~ no modifiers

Skirmisl'lcr:
Martial:

: Mastercd W_caPon
BOdg Guard: (Melec~w‘éap<‘)n of choice) +5%
Martial: %
Stun Techniques +5% 50]&!6]’:
Ligl‘_itcning Draw +5% Kﬂ?MC__Clge: 2

Ac]vcnturcr:

PBonus to Redistribute +5%

AI'CI‘ICI':
Martial:
Mastered WcaPon (Short or Long bow) +5%

barbarian:

Naturc:
Hunting/[ishing +5%

i St Flatldrgiari s« cia s o dsdn
Ca\(glryhan A Martial Ty
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Ammal-bascd i l Mastcred WeaPon - +5% e
[ questrian Skills ~ +20% i




Disarm

Tcmplc Blac]c:
Knowlcclge:

Darkun | ore

]mPcria] | ore
Magic & Cults:

Cult Rituals

Mastered Weaj;; G
Blind Fighting’}:‘_ﬂ_ {

+5%
+5%

+10%

Warrior Fricst~AclcPt (Base)

Hca[ing:
First Aid
Hcaling
Magic & Cults:
Cult Rituals
Occult Arts
Martial:
[Hand-2- Combat
Farry/Dodge
Naturc:
I
Social Skills:
qusua§ion. £

S

&shaﬁi‘RCdistribufc PR
A £

+10%

+5%

+5%
+5%

+10%

+5%

+15% .

"‘+]o%

- +20%

] 5
Healing:

Héélgr;__;-& ;
- First Aid
Hea]ing
Surgcry

Preacher:
Art of War:
|_eadership
Magic & Cults:
Cult Rituals

Spiritual Slaycr:
Magic & Cults:
Cult Rituals
Marl:ial:

Assassination

> Mastercd \/\/caPon

(must be temple‘s weaPon)

Tcmplcclot:
Kinowledge it
Darkun [ ore
Imperial | ore
Magic & Cl.,lts£ .
Cult :Rituals". )

Warrior-Friest:
Magic & Cults:
Cult Rituals

+5%
+5%

+5%

+10%

+10%

+5%

+5%

+5%
+5%



-Mastcrcc] \:}-\‘/é‘é‘l:)csan al rulc). g
(must be temple‘s wéapon see Chapter 5) 10. HE—qU?!?ﬁv{;Our 5 él'iaractcr wit

o +5% weapons, armour and equipment:

Note the Bonush to_ Redistributc or BF

cannot be aPPIied to any Frimarg Martial INGite the Ao sks
Aptitucles and no more than 15% can be ’

added to any singlc aPtitude.

its absorption dice and
moclhcg detailed in Section 3.2.1.6.

11. lculat d
8. Determine your Character's Calculate Farry/ Do g¢c

z ) ) accorc]ingly ta‘cing into consideration
Fsychologl'cal T raits, Allgnmcnt and the armour worn and a Potcntia] shield:
Cu]t, Factlon, Ordcr etc.

Referto P ge 142 See Section 3.2.1.6.
ETrer to acge

12. Frcparc your Personal Historg

9. Determine your cquipmcnt

; 5 ’ Tl—]c MT must give his or her Pcrmission to
t DePcnding kb 48 class LR will receive a validate bac‘(ground stories. Tlﬁe additional
1 certain amount of money that can be used to £
{ | R : pages o Expandccj Backgrouncl have
Purclﬁase your initial equmeen’c from the R e R R
2 ‘ : items listed in this Rulebook. Your starting P S v :
money is determined as follows: ‘13, Dctcrminc whether the charac~ 5
R K night: iDizx10GC ter possesses elemental powers or
" { - 7 % -
| 2l Darkun: iD4+x10GC spccna] faculties (Optlona] ules) &
i ; 5 Druid: 1Deéx 10 GC l E ;
: 1 Warrior: iDiox 10GC See Section 2.1 1 for more information on ‘
e / 7 Mage/Sorcercr: D4 x 10 GC this. . I
5. 5 | Ranger: 1iDsx10GC [ .
?'1{ / l " Warrior Fries’c: 1iDéxio GC : i Choosc Fapomc For Y 3 ‘
: character : :

i . T hief/Assassin: 18 x 10 (GC

<45 ].t- .'%s"'a'ls;o'_;Possible you hz.ave\':an inheritance ' o -
‘; (Fégc_ 145), which can be determined }35 : E
: consul-’cing the Expancled (haracter £ 58 f
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