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Chapter 1. Welcome to the Stage

The Stage is a place where storiesldrarid enacted, 9 Tactics The Stage features interactive tactical
a place where you can escape from the real world for amechanics: your reactions to enemy actions make a
while to explore your wildest dreams. difference, and defense is as important as offense.

Tabletop role-playing game The cast

The Stage is a tabletop fplaying game. A tabletop  On the Stage, the ptag are both performers and
roleplaying game allows players to create their own spectators. There are usually two or more players to a
story. Rolgplaying is not much different from sitting game.
around a campfire and telling each other stories.
However, instead of taking turns to tell a story, playefshe players
collaborate to create one together. In this story,everfever y pl ayer, except the Game
player assumes the persona of a (fictionafictbar about him later) plays at least one persona, a character.
that they create: they play the role of that character. Players create their own characters by usingi¢sen
Chapter 3 (Character Creation and Advanceriéet)

Why rulebooks? assume the role of that character in the game.
Roleplaying in an adventure creates questions: how do
you decide if a player can defeat an evil villain? How e Game Master
you determine if a player can clear a chasm with a On the Stage, there is one player who presents the
mighty jump oif he plummets into the dark depths  playing field. He controls all things that are not the
below? ot her pl awyg &hisplayerdshi@\. ldecistas r

These questions get more complicated as the gamenuch a storyteller as the other players are, but he
proceeds. Eventually, answering them might getinthd o e s nét pl ay for the glory of
way of the story. Nothing ever should. So to let you the hero; instead, he is a world for others to be heroes
play the game and create your story unhindered, thein.
Stageprovides rules to answer most of these questions.

As most storytelling systems worth their salt,the The GM6s r ol e
Stage grew over time and is the fruit of several happyrhe GM runs the game. He contrelgents, climate,
years of development and testing. Although perfectiopeople, cities, gravity, animals, and so on. Characters
is the goal, the Stage is not perfect, Hoitever be:it under t he GMO& sNoreptayeitchacattersar e ¢ all

will continue to grow and improve over time. (NIPCSH ) .
TheGM also presents the world that the story takes
The Stage in three words place in, which is called 6t hi
The Stage was developed with three specific goals ipremade sehg or he can create his own. And because
mind: the Stage woul dndt be very exi
1 FreedomPlayers are 100% free to create the GM also runs the playersd adv:
characters that they want to play. Limitations in terrageate a homemade adventdrawing maps, fleshing
of charater classes, paragons, professions, out enemies, and creating compelling locations and
occupations, or roles do not exist on the Stage. Yowvents-or he can run premade adventure modules. The
imagination is the limit. latter may be easiest for beginners or people with less
1 Elexibility The Stage is neutral: it will adapt to your time on their hands.
story. Whether you want to tell stories of heroic The GM is also a referee. And that is where this

fantasy, black comedy, epicremdiction, dystopian rulebook comes into play. He resolves discussions about
terror, or gritty realism, the Stage welcomes you. rules and has the final sayanything that takes place



Chapter 1: Welcome to the Stage

in the game. Of cour s e, néethsome ofltbosesruied earlynor, @aspecibllg thoseh o u
listen to his players or be unfair. relating to equipment. We recommend you keep those
rules handy for when you begin character creation. GMs
Using this book that want a smooth start may want to have a closer look
This book provides detailed information on how to  at Chapteb (Adventuring) as well, especially the rules
handle all kinds of situations, from fighting to on equipment, so that they can help out their players

diplomacy, from hoeback riding to artisanship. Playersiuring character creation.
including the GM, do not need to read all of it.
However, it does help to have a basic grasp of the Completely new to tablepigynotegames?

mechanics and to know where to find the answerstoFi r st o f all, welcome. Wed
guestions that may come up during play. on the first steps of what miagcome a beautiful

journey. If the game is a bit abstract or even
Beginners on the Stage intimidating right now, th

fyoudre new to the game, wdytogetafeetfor how a taldep-pidgyirg game o | e
playing games in general, we would recommend youprogresses is to watch some people play on YouTube or
peruse ChapteByCharactersy (Character Creation listen to a few poddasof people playing.
and Advancement), addGame Mechanics). It is I'tés also a good idea to
especially useful to get a feel for character attritnates see if there are any preparations you can make to be
the skill check mechanics, both of which are explainegady for your first session. If you are the GM, make
in those chapters. | t 6 s sareyou hawe aneadventure Yo run,d&now whard to tintd e
descriptions of skills, powers, spells, and enchantmettte relevant ruleand start at the beginning by having
in Chapter$ (Skills),7 (Powers)8 (Spells), ané your players create their characters.
(Enchantments). Howeverpitght be useful to leaf Whatever you do, dondt tr
through the tables at the beginning of those chaptersotd her b ook . Remember itds
get a general idea of what kind of powers, spells, antbe fun; these rules serve no other purpose than to
enchantments are available on the Stage. facilitate thia

Chaptel5 (Adventuring) contains some general rules
about life as an adventuom the Stage. Players will

dnoa

at oc

have

det
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Chapter 2: Characters

At the core of every game on the Stage are the Characters lose Intellect and Sanity when they suffer

characters, whether player characters or NPCs. This Mind damage or spend Intellect and Sanity to power

chapter explains the mechanics surrounding charactenental abilities. If a character has 0 Intellect left, Mind

Those mechanics determine what a character can dalamage is subtracted from his Sanity. Wblearacter

and how good he is at it. has 0 Sanity left, he is no longer sane. Players cannot
Acharagr 6s abi |l i ti es de p ecodtrolaminsane character;they act as the GM dictates.

1 Body, Mind, and Soul levels: these are general
statistics that det er miWilendspiriti ndi vi dual 6s physical,

mental, and spiritual resources and potency. Finally, a charactero6s Soul (I
TSkills: these deter mi neSpa rcihtar aMitlelr Gasn ds pSepciirfdiltc ar e b
capabilities. Skills are importantétedmine if a level.
character can perform a specific action, such as an Characters lose Will and Spirit when they suffer Soul
attack or a difficult maneuver. damage or spend Will and Spirit to power spiritual
9 Powers: these are special abilities or maneoftens abilities. If a character has 0 Will left, Soul damage is
applications of a skithat characters may learn. subtracted from his Spirit. When a character has 0 Spirit
1 Spells and enchantments: these are manifestditiondeft, he becomes comato€omatose characters fall
magical ability. Spells are often instarh®fy where they stand and can no longer act.
effects, whereas enchantments serve to instill magical
power in an item and are more complicated to Losing and restoring Stamina, Intellect, and Will
perform. Characters may loSeaminalntellectandWill when
they suffer Body, Mind, or Soul damage. Alternatively,
Body, Mind, and Soul levels characters may spend Staniiriallect, and Will to fuel

A characterds Body, Mi n dskills,jgowets, sBetisjdnd dnahanenenss det er mi ne h
physial, mental, and spiritual resources. Characters lodeoss of Stamina, Intellect, and Will represents surface
these resources when they suffer harm or spend theseounds, minor cuts, bruises, tiredness, stress, or a

resources to power abilities. temporary feeling of listlessness: all in all, nothing a

good ni ogmtdds srod svyte . w
Stamina and Vitality Characters restore lost or spent Starmtedlect,and
A ¢ h a Badyg level deiesmines his Stamina and Will by resting at least 8 hours. Additionally, Skitie
Vitality. Stamina and Vitality are both equal t (such as the Medicine skgbwers, or speltsan restore
character6s Body | evel . I|dstStamirgrtalecol Wil Finally, oncesperaay,tae r wi t h
Body level 6 has 6 Stamina and 6 Vitality. charactemayrecompose, which allows hinréstore

Characters lose Stamina and Vitality when they suf@&aminglntellect,or Will (after his choice). A player

Body damage or spend Stamina and Vitality to powethatrecomposesust announce this to tkEM. A
physical abilities, such as powers, spells, and character cannotcomposeuring arEncounter What
erchantments. If a character has 0 Stamina left, BodyEncountersre, is explained in ChaptéGame
damage is subtracted from his Vitality. When a charantechaics).
has 0 Vitality left, he is dead.

Losing and restoring lost Vitality, Sanity, and Spirit
Intellect and Sanity If characters are not careful, they mayMaaéty,
In the same way, Mi nd | eSarétyand8péitinghe sameaveay theg I&@rhirar act er 8 s
Intellect and Sanity: Intellect and yaarie both equal IntellectandWill: they lose it as a result of Body, Mind,
to a characterds Mi nd | eovSolldamage; orthegend it to fuel skillppwers,
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spells, or enchantments

Loss ofVitality, Sanitypr Spiritrepresents serious

trauma with severe consequences, such as physical

Makinghe Stage easier

disability, catatonia, delusions, hallucinations, By now, youdl. have found| t
depression, or paranoia. Characters smBusability high Body level will not have much Stamina or Vitality. Tlhe
Counter for every Vitality, Sanity, or Spirit lost. For same goes for Mind level and Soul level. A charnacter with a
every Disability Counter, a character receives a Body level of 1 is therefore likely to die whieinever he is p
(cumulative) penalty efd on all skill checks. The combat. Not all players and GMs will enjoy this tinforgiv|ng
penalty lasts until the Disability Counter is removed k£ aspect of the Stage, while others will find it fun.

healing the relevant damage. If a group finds the Stage too unforgiving or wapts an epsier

Vitalityis restored through surgery or certain spells.

Sanityis restored through neurological treatment or

certain spell§piritis restored through psychiatric
treatment or certain spells

experience, we recommend to increase Staming, Vitalit)

Intellect, SanityllVdnd Spirit. You may consider t
every character a base number of these resour

D give
ces equ

their Size category (7 fordizedacharacters), or you

could double or triple the resources they receive from B

Al to

DAy,

Skills

A character 6s sdptermined byib ¢
skills Skillsare connected to BodWind, or Sou)
depending on which of these match the use ofkhiat
the most. There areBddyskills 8Mind skills, and 8

Mind, and Soul level. Do whasytmenthe Stage to
work for you.

1 TheOperate skilfjoverns the dlitiy to control craft

Soulskills and vehicles.
9 TheProjection skijoverns the magical projection of
Body skills force and elemental effects.

9 TheAdility skillgoverns reflex speed, dexterity, and { ThePsionics skitletermines magical skill in
nimblenss. clairvoyance and telepathy.

1 The Animation skilpoverns the magical creation or § TheRanged Combat sldgibverns the use of ranged
alteration of objects and creatures. weaponry.

9 TheAthletics skiltletermines skill at overcoming 9 TheScience skifjoverns chemistry, control of
physical obstacles and skill with thrown weapons.  machines, and scientific ability.

9 TheBrawl skilgoverns unarmed fighting and

grappling. Soul skills
1 TheClose Combat skijoverns armed, maorman  § TheAnimism skildetermines magical skill in
combat. evocation and destruction of spirits.

9 TheDefense skilletermines ability with and efficient| The Apportation skilfjoverns magical telekinesis and/'\

use of armor. 11

9 TheGuile skillgoverns the arts of stealth, larceny, 9§ TheCreatity skilldetermines creative capabilities.
and burglary. 9 Thelntimidate skiltletermines interrogation and

1 Thelnfusion skillgoverns the magical art of healing bullying abilities.
or harming thers. 1 TheManipulation skitjoverns lying, bragging, and

taunting.

Mind skills 1 ThePerception skitletermines awareness.

1 The Academics skitletermines scholarly knowledge 1 The Speechcraft skibverns perssin, discussion,
and tactical insight. and public speaking.

1 TheCrafts skiloverns construction, repair, and  § The Survival skillletermines animal empathy and the
sabotage. ability to survive outdoors.

1 TheMedicine skillletermines skill in medical
treatment and surgery.

teleportation.

h a
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Skill applications Skill leveD means that a character is untrained in that
All skillshave differengpplicationsAn application is a skill. ill levell means that a character has a basic
specific use of a s kmaih.| undérstanding aef thakdl Skill leveR represeintaa fairs ki | | 8 s
In table2-1 you will find a list of thskillsand their understanding of skilland is most common among
applications characters that use tis&tllreasonably ofte&kill level

When the rules refer to a spedfiplicatiorof a 3 represents a professional understandinghdf and
skill, thatapplicationis stated behind teek i | | & s isncammen among characters that make their profession
brackets, e.g. O0Agil ity outdbfothkegplcaiionofrthakllGkildeve#l in@ o mb a t
(att ac&) ®dd o dvhmplicatiorss theAgility certainskillindicates that the character is specialized in
skill a n d applieatiotofithekCtose iCembat rthatskilland has spent a great amount of his time

skill. Everything a character can do is an application gfacticing and applyirtg\When characters heslell
a skill. Whetherskillis used successfully depends on Evel5 in askill, they are highly specialized iSkill

characterds | evel of a b ilelvel6 tisyneamparidctian;hoalyntle enost dedicated and
talented manage to bring theillsto this level. Akill
Dice levelabove 6 is nehuman.

Chance is important in the game: it can make or break
characters, just as it can do in real life. To most playegkill checks
chance is part of the excitement and fun of games. When claracters use a skill, they may need to perform a
Chance is represented on the Stage by the use of orskitircheck. A skill check always consists of rolling a
more sixsided ite abbrev at edd . t ®no t h en uSmhbaegre , o f di ce elilleselnthe o t he ¢
players rollideto determine the success of their relevant skill, taking into account bonuses and penalties
actions. The higher the result afieeroll, the better. (t he 0 dTheoatcome aihe @l)is compared

Because players will often roll more than one die, we a target number set by the GM or the opposition (the
place a number in dor oot 6dfi ffheudhlymgvi dtfi drhed resul t
indicateth@ u mber @dd me & e ssidamin eDifficulty the character succeeds. If it is lower, he fails.
di édd e anssitdeeod3ddiixoeg n © t Ghamaaters with highskill levelsoll moreDice and
sixsided dice, and so on. will--on aerageget betteskill check resulthan

characters with lowskill levels

Skill level
Every character has a certain level of ability in every POWers
skill a skill level. Characters can B&ilelevelsanging Characters may also learn special abilities, maneuvers, or

from O to 6.Skill levelsnay increase over time as extraordinary feats called powers. Powers are usually
characters gain experience. For more information onlinked to a skill; characters unlock access to most
character advancement, see Chagtenaracter powes by increasing their skill levels. gdwersand

Creation and\dvancement). their mechanics are explained in Ch&gfeowers).



Table 2: Skills and skill applications
Body skills

Skill Applications

Cast

Animation

Counter

Detect

Enchant

1
1
1
1l
1

Learn

Chapter 2: Characters

Mind skills

1
1

1

Applications

Soul skills

Skill Applications

Craft Apportation  Cast

Repair  Counter

Sabotage q Detect
1 Enchant
1 Learn

Brawl 1 Attack
1 Grapple

T Parry

Defense 1 Block

i Deflect

Infusion Cast
Counter
Detect

Enchant

= =4 -4 -a -a

Learn

Operate

Psionics

Science

1
1

= =4 =4 =A A

= =4 =4 & -8 A

Control Intimidate 1 Bully

Navigate 1 Interrogate

Cast Perception 1 Detect
Counter T Intuition
Detect 1 Investigate
Enchant

Learn

Analysis Survival 1 Conceal Tracks
Chemistry 1 Forage, Gather, Hunt
Control 1 Handle Animal
Design 1 Ride

Knowledge 1 Track

Research 1 Train
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Chapter 3: Character Creation and Advancement

Creatng a character is one of the first things players do

when they get on the Stage. As the game progressesstep 3: Bonuses and penalties

characters will learn new abilities and improve old  Race, ethnicity, or culture may gbamuse®r

abilities. This chapter deals with character creation apenaltieso skills or other special effects. Before players

advancement. distribute theiCharacter Pointshey should consider
Note that the rules in thitbapter are the standard the effect®f thesebonusesindpenaltieslf a certain
rules for dealing with character creation and culture receivestdd bonugo the Ranged Combat

advancement. Players &@ldsare free to come up skill, the character may want to spenddbasacter
with other ways to deal with character creation (such Beintsin acquiringkilllevelsn that skill since he is
premade characters) and character advancement (suaheady quite capable.

as stonydriven advancemegnt Note that bonuses or péties to askilldo not

_ increase or decrease kil leve] they merely add or
Character creation removediceto thedicepoolor a number to thekill
First, players should decide who they want their checkresult. There is more information on the

characters to be. There is no need to write a completeperation of bonuses and penalties in Ch4&ame
background story (unless you want to or @iasks  Mechanics). For nowyrite these éinusesandpenalties
it of you), but every character needs a background. Tdmvn, so you can add them to the releskilislater.
game mechanics haweh so designed to make

character creation easy and simple once a player knéwsp 4: Acquiring skill levels

what kind of character he wants to play. Players use Character Points to purchase skill levels. The
formula for calculating Character Point cost of a skill

Step 1: Character Points level is (skill & x 20) + 20. As such, the first skill level

At the start of a game, t@ distributesCharacter in a skill costs 40 Character Points; the second level

Pointsto the players. The GM decides how many costs 60 Character Points; the third level costs 80
Character éintshe distributes. For characters that star€haracter Points; the fourth level costs 100 Character
out at the bottom, 400 to 5@Maracter Poinis Points; the fifth level costs 120 Charactet$?@nd
standardGMsthat want characters to be more the sixth level costs 140 Character Points.

experienced at the beginning of the adventure may givelayers can choose freely how many skill levels they
500 to 1,00Character Point€haracters with 1,000 to purchase in any skill. However, characters must have at
1,500Character Pointre extremely experienced; least one skill level in a Body skill, a Mind skill, and a
characters with 1,50@haracter Pointre nearly Soul skill.

inhumanly capable. You will use these Character Points

in steps 4 and 6 to purchase skill levels and powers. Step 5: Body, Mind,Smd level

A characterds Body | evel i s
Step 2: Character details skill l evel s in Body skills
Once you know how marCharacter Points you get, equal to his total number of skill levels in Mind skills;
the next step is to work out the details of your and a characteros Soul l evel

character, such as race, gender, culture, length, weigbt, skill levelén Soul skills. In their turn, Body, Mind,
eye color, hair color, and so on. The available optionsnd Soul level determine Stamina, Vitality, Intellect,
depend on the setting in which the adventure takes Sanity, Will, and Spirit as described in Chapter
place; playeshould consult their GMs for more (Characters).

information.
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Step 6: Powers of their occupation, and itods
Finally, players may purchpseersvith Character before they get on the Stage, too.
Points. Apowercosts 2@haracter Poinfserpower
level As such, Eevell powercosts 2@haracter Points A graceful death
alevel2 powercosts 4@haracter Pointalevel3 Charactedeath can be a bummer. Players that lose a
powercosts 6@haracter Pointand so on. Unless a  character they have invested a lot of time and effort in
power 6s description st atnagnotalivirespomnd veekto thedoss especigilyafwe r| c an
acquird only once. they feel the death was unfair or too harsh. But

To purchase a power, characters must meet that sometimes the dice just fall that way. Remember that
p o w ererdauisitesSince thererequisitesf apower this is one of the reasons these games are fun: if

often require a character to have a ceskdlteve] characters were immortal and nothing could ever go
Body level, Mind level, or Soul level, players may finditong, theg a me woul dndt be very| exc
to their advantage pdan out in advance whipbwers GMs that deal in death do well to try to handle the
they want and whaterequisitethey should meetto  situation with care. A description of a heroic or
acquire them. magnificent death can go a long way towards helping a
pl ayer accept his charactdgros
Step 7: Finish p | ay d-lifescharacter @an help, too. Some players
Once a player has worked out the character details; wsilidoe cross for a while after experiencing character
allottedCharacter Points purchasskilllevels death and may need a timeout; others will smile, shrug it
det er mi ned hi MindcahdaSolkewve]t e rofd, and Bnobrhge,the opportunity to get on Stage with
and used Character Points to purchasersthe another persona.

character is ready to begin his adventures. Whether or
not starting equipment is available depends on the Life after death

setting and th& M gokan. Inmostcanpai gns, character dedqth
the player can no longer play. Players get to make a new
Advancement character and take them to the Stage. However, there

As a char act er ohisskilgdwille nt uwillefen e a jpegaityecsdging, which can manifest
improve. He will learn new abilities and powers and itself in, for example, limiting the new characH s

grow more powerful. starting equipment, or awarding fewer Character Points
to the new character.

Character Point reward A few words of caution though.

As the adventure proceeds, & award<Character It is usually not fun if a new character has a serious

Pointsto the players that they can use to purchasenetvi sadvant age by having to stal
skilllevelspowersand more. Ever@M will do this in  starting amount of Characteiris) while the other

his own way. Son@Ms may ask players what they haveharacters have already played several sessions and! 15
learned in a session of play and a@hedacter Points gained many Character Points. Consider having new

accordingly, others may reward a numb&hafacter  characters start just a few Characters points short of the
Pointsper challenge overcome or simply off thetopofjr oupds average.

their heads. The&haracter Pointsan be used in GMs may also consider not penalizing characters that
accordance with steps 4, 5, and 6 above to purchasedied in a display of refdaying. If a player brings role

more skill levels and powers. Character Points do notplaying to a level where he chooses or chances character

need to be spent immediately: players may save up fdeath over doing something that would keep the

certain goals. character safe but is inconsistent with its personality,
then penalizing him might discouragghsoleplay in
Character death the future.

Not all adventurers make it; sotie That is the risk
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Example: Building a character
Davidwillplay in a new gaimthe Stagehe world of

Verden, a place of early medieval fantasy. David wo
to play a stealthy character, a thief and a burglar of

guestionablarality whose first and fa®nceghgold.

Before the first session, David fleshes out his charac

writes a background st

Step:ACharacter Points

(O]

Duringheir first session together, the GM distributes

Character Pototsvery player, including David.

Stef2: Character details
David has to decide his dhetaiter He already de

Arlef is going to be human. That means he gets the

Mind ability, which allows him topegesiiat a lowe

cost. David also gets tosuiokicéor Arlef; he chooses
Sorfolk. Finally, he gets tobgickgrouridavid decides

Avrlef started lifeaaBumble Commame&now tries
steal his way up the social ladder.

Step Bonuses and penalties

Davidakes into account any bonuses or penalties Ar
might receive due to his background. AxleR receives

mundane bonuistédlect from being Sorfaelk-and
mundane bonWitbfrom being a Commoner.

Step 4Acquiring skill levels
David gets tohiset40 Chara@eints to purclsaiie
levels. To be a successful thiekdslkfast a fair

understanding of how to sneak around, pickpocket
and how to get into locked places; this is all the dom

the Guile skill. David decidesililevel 2 will do for

now. Buying skibllevels in Guile costs him 100

Character Points (40 for the first level, 60 for the sec

level).

Second, Arlef needs to be nimble and able to get ou

har mos
and

way ;
running

h e 8 s elyhoo dodgi
for cover

w |

Arlef needs Agility skill level 2, which costs him anot

100Character Poisisice Arlef needs at Eaksielel

in a Mind and Soul skill as well, David getshg level in

Ranged Congidll (for 4Character Pgimtsd 1 level
in the Manipulation skill (for ano@iesré@ter Pgints

That way, Arlef can try to fight or talk his way o
scrap. David has spef@tz8@cter Pogtdar; he has
160 left and desito sdkestor purchaspoyver

Step Body, Mind, and Soul level

Time to calculate Body, Mind, and Soul level. Since Arlef
has 4killlevels in Body skills (2 in the Guile skill jand 2

in the Agility skill), his Body leaeld$iBas 4
Stanma and 4 Vitality. Arlef hakilllevel in Mind
skills Ranged Conpsad his Mind level is 1; Arlef

'l be

has 1

Intellect and 1 Sanity. However, since he is Sorfolk, he

receiveextra Intellect, which makes a3tbite|ict.
Arlef has 4killleveh a Soul skill (Manipulation). A
such, he has Soul level 1, which means he gets
Spirit. Since he is a Commoner, BexaeeiWas
which makes a totaMfll.

Step @Powers
Now, David gets to ch
inteested mainly in the Guile powers and the Ag

DOS e

S
1 Willand 1

Ar |
lity powers;

they seem to match his concept for Affer leededtly.
powers, he chooses Thief, Stalker, Nimble, and |Lightweight.

Normally, a levelolverost20 Character Potots
acquiréloweveimee Arlef has the QuioK ability,
powsrcost Xharacter Polass. So thesesrcost
him only 40haracter Poifts levelgdwsr David
chooses Catstep, CloBkgger, Awareness, and
Acrobat. Each of thessrcoshim 3@haracter
Pointginstead of tiseiadl0) for a total of 120
Character Poibtavid hawwsperdll ofhisCharacter
Points

Stef: Finish

Time to finish Apef has Agility skill level 2, Guile
level 2, Ran@ednbat skill level 1, and Manipuld#ti
level 1. He has Body level 4, Mind level 1, and $
He has 4 Stamama Vitality 3 Intelleendl Sanity
and3 Will and 1 Spirit. Arlef has the Thief, Stalke
Nimble, Lightweight, Catstep, Cloak and dagger,

oul level 1.

rl

t

Awareness, and Acrobat powers Davi c
David is ready to.dlag GM inforimsnthat Arlef,
qguite appropriately, begins

dungeon, and that he has no possessions excej

his back and the lockpick he managed to conceal in them.
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Chapter 4. Game Mechanics

Game mechanics determine how skills, powers, spell

enchantments, and other game concepts work. This

chapter deals with: Flat check ardked check

1 Skill checkgletermine if your character performs a An example of a flat check is jumping over a chasm: yol
task successfully; either clear it or fall. An example of a leveled check is

9 Powersspecial abilities that often come at a cost to attacking someone: even if you hit your target, you still peed
use; to see how effective the attack wagS&iliaptists

9 Encounterswhen the game shifts to tivased play whiclskill checks are flat checks and leveled checks.
to deal with combat and other tense situations;
1 Action points a resource you need to perform actiol

during Encounters; to kill them. In general, players should roll skill checks
9 Combat how to kill (o be killed); when failure and success have material consequences.
1 Special attackom sniping to knocking a target The GM always has the final call on when a skill check

unconscious; needs to be performed.
9 Magic manipulate the world through spells and

enchantments; and Performing a skill check
9 Movement and terraitactical movement and use of Every skill checkoosists of 3 steps:

your surroundings. 9 Determining dice pool and Difficulty;

1 Rolling the dice;

Skill checks 1 Determining the outcome;

There are two types of skHlecks on the Stage:

1 The flat check: a skill check where you roll all the diggep 1: Dice pool and Difficulty
in your dice pool and compare the outcometothe The t wo vi t al parameters dqdf a
Difficulty. If your result is equal to or higher than thelice pool (i.e. how many dice may he roll?) and the
Difficulty, you succeed. Difficulty (i.e. what number does the result of his dice

9 The leveled check: a skill check where yaalitne roll have to equal or exceed).
perform two dice rolls. The first dice roll is to beat A character receives one die in his dice pool per
the Difficulty, and the second dice roll (which you relevant skill level. A Character may also receive
only get to perform if you succeed at the first roll) idonuses or penalties to his dice pool due to equipment,
to see how effective your action is, e.g. how much spells, powers, or cirmstance (séeeh e b ox 6 B)rﬁ‘u\s e
damage you deal or how long it$akmu to perfform and pena).ti esd® bel ow 17

a task. However, you onlThe Diffieulty ob anskill cleickcisea npmeradl values o y o u &
have to distribute your dice between those two dice(e.g. 3 or 7). Nearly all skill checks have a Difficulty. The
rolls. higher the Difficulty, the harder the skill check. You can
determine the Difficulty aod skill check by using the
When to perform skill checks guidelines per skill in ChapédSkills). Some skill

Characters do not need to perform a skill check for checks can be opposed, which means that another
everything they ddayersdgo G Mhamdtter mdy ttyrtddthwarattselskill lchieck. Inpthat case,
perform an Athletics skill check whenever they want tihe opposing character sets the Difficulty for the skill

run somewhere or a Speechcraft skill check whenevetheck¢eet he box 6 Oppo)sed checks?d
they want to say something. That may change if they A pl ayer doesndt wusually get
have to run somewhere while being chased by a beabot the GM may decide to reveal it or give a hint.

if they have to say somethingtmvince a bandit not
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Bonuses and penalties Dice distribution

There are two types of bonuses and penalties ont When players distribute their dice, they should pay special
those that add or suttitedtom the dicé ool 6 d i ¢ attention to bonuses and penalties. Bonuses anfl penalties can
b 0 n u s @¢ thahaddior sultrachber from the only be allocated to a dice roll once. Some bonyses and

result of the skillchexk 6 f | at b onus 8 penalsedo not allow a player to choose and must be
penalty is @Q@dvenoas 0e 2d allocated to either the first or the second dice rojl.
bonus or peddadl t v QG20 , giov Players may allocate 0 dice to the second dice roll, but must
Characters can gain bonuses fronounceslaswek as  always allocate at least 1 die to the first dice roll. Of course,

weapons, tools, circumstances, and knowledge or ¢ if a character fails &tthe st di ce r ol |l , he
Bonuses acquired through such mundane means & the secpdidtributing dice is a delicate balancing act.
Omundane bonuses?s. Mu n d each o
and have no maximum. Characters can also gain b

from specialsaais ( 6 speci al bonusesd) , such as through magic

or force of personality. Most bonuses granted by p&teps3: Determining the outcome
spells, and enchantments are special bonuses. Spdtididohassster beats the Difficulty, his ge
are limited in the following ways: determine the outcome of his skill check. If he
9 Special dice bonuses do not stack with each othepelffaamed a flat check, the result is a success. If he
character receives multiple special dice bonuses,hedrigteesa leveled check, he now gets to roll the dice
applies; allocated to the second dice roll. If no dice were
9 Special flat bonuses to a Mind skill, Intellect, or Salidggated to the second dice roll, avat the second
can stack, but their tdcemllasitighadagdasultefxl cThearabultbfiitee r eci pi

Mind level; and second dice roll affects the outcome of a skill check in

9 Special flat bonuses to a Soul skill, WilGaor Spiri  the way described in the skill descriptions in Ct@&apter
stack, but their totalSkllggnhnot exceed the recipientd
level.

Please note that penalties can stack infinitely; there

distinction is made between mundane and special |
Opposed checks

Characters will often find that an athetedamypede

Step 2: Rolling the dice their progress on skill checks or achieve the opposite. Skill
Once a player knows the number of dice in his dice  checks where two (or more) characters face off|against each
pool, his relevant bonuses or penadies$the GM other are called opposed checks. When dealing| with opposed
knows the Difficulty the player has to beat, the next  checks, there is always an aggressor: the chardcter who tries
step is rolling the dice. achieve something (e.g. to convince the other of his point or to

If the skill check is a flat check, then the player roll: attack the other), and a defender: the character|who tries to
his entire dice pool at once. If the skill check is a leve prevent that or even achieve the opposite.
check, hedl |l haveapaogwill i ¢ Onopposed checks, the Difficulty is not a numbgr set by the
go towards beating the Difficulty and the rest willgo  GM, but a numbebgehe defender with a skill check.
towards working out the effect. Players can check if However, the defender may only attempt to set the Difficulty

their skill check is a leveled check by consultingthe  f or t he aggressords skill che
relevant skill description in Cha@¢skills). to respond to an aggressor, the defender does yvell to choose

If the outcome of the dicelt@s equal to or higher carefully.
than the Difficulty, the character succeeds. If the Chaptes (Skills) lis if a skill check can be opposed and

outcome is lower than the Difficulty, the character fail if so, how, and who sets the Difficulty for whom
and the skill check ends here in failure.
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Letds | ook at the skil
Examplélat check

Arlef is going to try to pick the lock on his cell door. Hiep 1: Dice pool and Difficulty
needs to perform a Guil &i(rdits ahbviee )n espedand tlhe Diffroaigvk Btr py nshet

successful. David Upake Guile (disable) skill forthis skill check. Bityarh Crafts skill level 3; he gets 3
description in Ch#&gtekills) and seesstiiicheck dice in his dice pool. The GM tells Melinda that Brynh gets
takes 3 AP to perform. apenalty ¥ because heds wusling|i mp
Let 6s dkibbchekk st by stdp.e dice pool is3d

Before Melinda gets to roll the dice, the GM detérmines|the
Step 1: Dice pool and Difficulty Difficulty for thal check. The Crafts (sabotage) skill
The first stepodetermen A ditegdoldibd description in Ch&dtekills) saytzatthe Difficulty to

Difficuithe needs to.beaAr | ef 8s Gui | esalsotagelan objéceisregual tdbizracazdangH e
gets 1 die in his dice idlllgeel. He receives no Complexity The GM | &aniplsxigndp |t he| | oc
bonuses or penalties. As such, Arlef has a dice pool 8iz@daategory in the sourcebookhéthe mdgsher and
Before David gets to roll his dice, the GM determinesgtteet s a Di f f i cul t the of 10. He
Difficulty he must. Géet GMooks up the Guile Difficulty
(disable) skill descript@imaiptes (Skills)whickays

that he Di fficulty to pi ckSte2:IRolnktheidise e qu a l to the Ilock:
Compl exi ty. Th eontpMxittleeo k s Melinda novihgets to mlthier@ige. The Crafts (sgbotage)| skill
sourcebook of the setting they are playitsgount &nd f  description in Ch&gtekills) says that this is a leveled

is8Th e GM d o ethenDifficulty e | | D a ehedak. That meansddediitl need to perform two S
dice rolls: one to determine if Brynh succeeds and another to
Step 2: Rolling the dice determine how effective his attempt is. She only gets orje dice

David now gets tdisalice to try to beat the Difficulty. pool though, so she needs to decide how to distribute hér dice

The GM has seen in Clégftetls) that this is a flat amongé¢ first and seconalikcd/elindainks the

check, which meansbutehsat Difiewtyfa thalfisedcardllitwill begoretey highpbutdsi

dice. David rolls his two dice and gets a result of 8, whmhmid i dent shedl | man a

equal to the Difficulty. Since he has to get a result eqteathie first dice roll and one die to the second dice roll. The

higher than the Difficulty to succeed, he is successfulGM decides that the penalty fiopusinged tools
applies to the first dice roll.

o7
—

Step 3: Determining the outcome Melinda rolls the two dice she had allocated to the first dice

A r | skilfchiesk wasucess: the lock springs open anall and gets a result of 11. She then s@hpewtyhe

freedom awaits. and gets a final result of 9, which is lower than the /‘\
Difficulty; she fails. 19

Exampld:eveled check Sep 3: Determining the outcome

The cell next to Arl ef dNoiws tdadupMedd nldya Melsi rfdaa d se dc, h

Brynh, a blacksmith who has lost everything to banditdlacated to the second dice roll. Brynh tinkers on the lock for
was i ncarcer at eldavemsskih v aaghogbat ichievBsrngthing. Lutky torshim@Arlef will

levels in the Guile skill, but he is a competent craftsmanoten pas & by Brynhodos cell

decides to try to destroy the lock with some improvised tools.

He needs to perform a Crafts (sabotage) skill check to see if

hedl | succeed. Melinda IEX@mpe QpPog®Rk crafts (sabotage
descriptiacn Chaptér(Skills) and finds out thatthe skil To get t o Brynhoés cell, Arl ef
check takes an hour to perform. To try to do that, David will need to perform a Guile
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incuring a Disability Counter or destruction of the tool
(sneak) skill check. David looks up the skill desc  or weapon used in the skill check. Character death as a
Chaptes (Skills) and notes that movement costs twiarast result of a botch is usually not considered fair.
many AP whédreaking.
Assisting
Step 1: Dice pool and Difficulty At the GMds discretion, char a
As al ways, we first ne eadbaracterswitmskilveckd A thardc@smayassistt pool a
Difficulty. Arlef has Guile skill level 2. Since visibilitamother character on any skill check if he has at least
the dungeon is poor, the GM determines Arlef receskdslavel 1 in that skill. A character who is assisted by
+1d mundane bonus s&ilhihek.As suctyrlef has another receives a mundane bonus of +1d on his skill
a dice pool of 3d. check. Assisting takes as much time as the action that
The Guile (sneak) skill description ir6 CBlebéir the character is assisting with and is a Reaction that is
says that sneaking past another character is an oppoggeéred by the other character performing a skill check
check; it is opposed by a Perception (detect) skill clise 1A the i o for npre informatidn about
case of the Guile (sneak)eslsiiebking character Reactions).
Arlefs et s the Difficulty for the otherofs Perception (de

skill check. Retrying skill checks
Characters may wish to try again when their skill checks
Step 2: Rolling the dice faill. Whether or not this is possible should be

David and the GM now get to roll the dice for Arlef detéthdned on a cabgcase basis. For example, it

guard respectively. The GM and David have seen ist@hdgtee possible to attack an enemy again, but

6 (Skills) theboth the Guile (sneak) and the Perceptipersuading someone with the same arguments after
(detect) skill checks afalieagoh thafitst atempt,cstkosld be witharvwety means t
have to distribute dice. difficult or impossible.

Arlef rolls the dice in his dice pool and gets a result of 10;

the Difficulty to detect him is 10. The GM now perfoffR¥€rs

Pereption (detect) skill check for the guard and getsRovesgliare special abilities that usually relate to skills.

of 3. Arlef beats his opposition; his Gudkil{sneak) The use of some powers comes at a cost: they draw

check is a success. upon the energy of a character and cost Stamina,
Intellect, or Will (efif the character has no Stamina,
Step 3: Determining the outcome Intellect, or Willeft--Vitality, Sanity, or Spirit).

Arlef manages to sneak past the guard unnoticed and makes
it to Br y oulisslockpieklahd.getsiiee Reaski@and combining powers
wor ké Unl ess a powerds description ¢
can be used as often as a character wants to. Powers that
modify the same type of skill check, such as an attack,
Skill level 0 or empty Dice pool may also be combinddlowever, please note that the
Characters always geteast 1 die in their dice pool, rules on stacking and combining bonuses as set out in
even if they have 0 skill levels in a skill or penalties htheebox on pag&8apply.
reduced their dice pool to 0 or lower. Additionally, the
minimum result of any skill check is always at least 1Using a power
and cannot be negative. Characters that use a power must announce doing so to
When a character pemfios a skill check with a skill  the GM. If this power may influence any skill check or
he has 0 skill levels in and 1 or more dice rolled to be&t outcome or consegpuces, they must announce that
the Difficulty get a result of 1, he botches the roll. A they use the power before the relevant skill check is
botch means something goes wrong. The GM decidegerformed.
what happens, but it should not be more disastrous than
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Order of acting (characters)
Encounters Within a group, turns take place in an order determined

Whenever there is no immediate threat,thegame by t he group&s members. The

usually progresses smoothly without the need to may differ per Encounter, since players may wish to
measure out every second and define how long everpdapt their strategy to a certain situation. The GM
adion takes. When players rest and resupply in a cityshioutl ask players before the start of the first round of
usually wondt matter mu cahEncduntet what theirlordey & tusmdwilldbe Oricedo n s
place chronologically or not. Sometiroégn in the Encounter has begun, the order in which characters
situations where there is a certain urgency or risk, timiake their turns cannot be changed.

is an important factor and everyosgccounts. The

textbook example is a combat situation, but other ~ Order of acting (groups)

situations (e.g. ransom negotiations or trying to Once all groups have determinedfat order their
maneuver a ship past jagged cliffs) may be equally members will take their turns, it is time to determine in
urgent or stressful. The game deals with such situatiavisat order the groups will act (also known as resolving
by shifting to turbased playwh e n t hi s h aiptiptee). here are three types of situations that call

called an O6Encounter . for a different way to resolve initiative:
1 All groups initiate rstilities at the same time; or
Beginning and ending of Encounters 9 One group initiates hostilities; or

Encounters begin and end at the sole discretion of th One group ambushes the other(s).

GM. Usually, the beginning and ending of an

Encounter is predictable: once the urgent situation Groups initiate hostilities at the same time
commences (e.g. the dmtants draw weapons or the When groups initiate hostilities at the same time,
ship comes upon a series of cliffs), the Encounter initiative is determined by an Agility (initiative) skill

begins; once the urgency is gone (e.g. the adversariehhaeec k made by the first chphrac

all dead or wounded or the ship enters clear and openf turns. Other members of a group cannot influence

waters), the Encounter ends. the groupds initiative. THhe

(initiative) skill check result acts first, followed by the
Rounds and turns second highest, and so ortjlithe round is over and
Every Encounter ewists of as many rounds as are  the next round begins, which will be worked out in the
required to end the Encounter. Every round, each  same order. If two or more groups have the same
character who participates in the Encounter gets a tuAgility (initiative) skill check result, those groups will
to act. A round represents about 12 seconds of time imake another Agility (initiative) skill check between
t he game. Character so t uhemts detemme whoshalpglo frst.e d o ut

consecutively, acensidered to take place /‘\

simultaneously. Onesided initiation of hostilities 21
When groups are mutually aware of each other, but one

Groups decides to initiate hostilities, initiative is also determined

An important part of the Stage revolves around through an Agility (initiative) skill check made by the

teamwork, especially during Encounters. Characters finat member of everyaup. However, the skill check

want to survive will have to adapt to each other and result of the group that initiates combat is maximized.

cooperate. This is easier when characters abetoget  Note that if only one member of a group decides to

As such, allied characters take their turns consecutivatitiate hostilities, that member is automatically the first

in a round; they follow up on each other. Agroupof one t o act in his groupds or d:¢

allies (however temporary or permanent their alliancewvolf that decides to shoot first determines initiative for
may be) in an Encounter is called a group. Characterkis entire group, regardless of whether or not the other
with no allies form a group dmefr own. members of the group consent with his acting first.
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ambushing group automatically wins the Agility
(initiative) skil!/ check. The
Example: Order of acting order of turns must stibll an Agility (initiative) skill
Arlef and Brynh find a way out of the dungeon. Thelel, but his result will be treated as at least 1 higher
problem is that the door that leads out into the operthan the skill check result(s) of the ambushed group(s),
guarded. David, Arl ef regardless of the actual outcome of the dice roll.
deci deohbewag9ystonhbet pasAnAmbbsh adgantage alsé limits the defensive
When David announces that Arlef will shoot the guapdiovishfor the ambushed characters. For more
a bow and arrow he st olienfforromma ttihoen dounn gtehoantd smeaa hreorriyc, ,
GM decides an Encdegeend asks David and below.
Melinda what their acting order will be. They decide Arlef

ges first. Action points

Since the guard hasndt Dusengturdbased plag (@re thusAurihgeEhcouoters) Br y n h
GM decides that this is a situation where one groupt(Arlafe i s measured in Action Poi
and Brynh) ambushes the other (the guard at the dobgrakher receives a number of AP to sperattions;

GM calls for Agility (initiative) skill checks. every action has its own AP cost.

Both groups perforhgitity (initiative) skill check; £
for his and Brynhos gr olhe@coramld:3AFhe guard for his own
Arl ef 6s dice pool i s 2 dEvertchaeactey gets B AFBperturn?vhea. aArclhafr ac b
a 3. The guard rolls and gets a 5. Had the guard beemresvate (smotat t he end of a round)
of Arlef or Brynh skulkingeishdows behind him, AP are reset to 3, whether he has spent his previous
then this would have been an Encounterwhere t ur nés AP otompl etely or n
initiated at the same. In that case, the guard wo'  Actions cost 0, 1, 2, or 3 AP to perform. Most actions
first because he has a higher Agility (initiative) skill ehieck | be performed during a c¢h.
result, followed by Arlef and Brynh. are two exceptions: Reactions and Interruptions.
Howeves,i nc e Ar | Ambdsh adgantage,p has an
their result is always consilettdéast 1 higher than Reaction
that of groups that ar eAReacti@ncanrbe peidofmedArr réspohsé ® angeventu p . A
A r | skilf cBegksult becomes 6 and he still gets to emgardless of whose turn itigamples of Reactions
first, followed by Bfghbwed by the guard. are responding to an attack by dodging it, parrying it, or
If the guard had spotted Arlef or Brynh, but for soniéocking it with armor. A character who spends all his
reason had not attacked (maybe Brynh and Arlef faAla@n Reactions during the turns of other characters
guard costumes and disguised themselves), then thasvoaoiee left when his own turn begins (since AP reset
have been an Encounter-gitlleairétiation of to 3 at theendof his turn).
hostilities. arff 6 s s ki | | c heck r ehchdracter eao only derfdrma as Reactioe \ehen
maxi mized (to 12) and woomptat assatvutin theedastriptions tiste&in guar dds .
However, if the guard had a higher Perception skillGiagltdres (Skills)7 (Powers), an8 (Spells). The player
would still have a chance to beat that result, whereasust avilhounce to the GM that he performs the
never be abl eeniAref anckBrynh ARebcioh. § a Reactic maytinfluesiog skill check,
have an Ambush advantage. the player must announce that they perform the
Reaction before the relevant skill check is performed.

Ambushes Interruptions

When characters sneak up on their targets undetectein Interruption is an action a character can take during

they have an Ambush advgetaver all adversariesthaanyoneds turn (including his
are unaware of them. If an entire group obtains an Some pows and spells are Interruptions; they may be

Ambush advantage over an enemy group, the used to quickly influence a situation.
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Additionally, characters may prepare an Interruption
during their turn for 3 AP. Characters that prepare an
Interruption lose 3 AP but gain 1 AP which they may
use to pedrm any action as an Interruption until their
next turn ends. Such Interruptions can for example be
used to delay an attack until the enemy leaves cover @
to postpone closing a door until all allies are through.

The player must announce to the GM that he
performs an Interruption. If his Interruption may
influence any skill check, he must announce that he
performs an Interruption before the skill check is
performed.

Multiple turns

Sometimes, characters do not have enough AP left to
finish an action on theurn. In that event, a character
may commence performing an action on one turn and
finish it in the next. However, that character may not
perform any other action, including Reactions or
Interruptions, in between initiating the action and
finishing it othe loses the progress he made.

Combat

Combat is an important and exciting part of the Stage
It always takes place in an Encounter and is a delicate
balancing act between offense and defense.

Attacking

Attacking another character or object is alwaysladev
check. As with all leveled checks, the attacker needs t
get a result on his first dice roll that is equal to or highe
than the targetdés O6HiIit D
succeeds, he may perform his second dice roll. The
result of that roll equalse damage the attacker deals
to his target.

Hit Difficulty

A targetods Hit Difficult

response to an attack:

i If a target does not (or cannot) try to dodge or parry
an attack, hidit Difficulty = 0 + any bonuses
Characters receil@enuses from e.g. cover, Size

Example: Order of acting

Arlef and Brynh find a way out of the dungeon.
problem is that the door that leads out into the g
guarded. David, Arl ef
decidethe 6s only one way
When David announces that Arlef will shoot thd
a bow and arrow he st
GM decides an Encdegieend asks David and
Melinda what their acting order will be eTAhdgfde
goes first.

Since the guard hasnot
GM decides that this is a situation where one gr
and Brynh) ambushes the other (the guard at th
GM calls for Agility (initiative) skill checks.

Both groupaform an Agility (initiative) skill check
for his and Brynh&s g
Arl ef 6s dice pool i s

a 3. The guard rolls and gets a 5. Had the guard
of Arlef or Brynh &lng in the shadows behind h
then this would have been an Encounter where
initiated at the same. In that case, the guard wo
first because he has a higher Agility (initiative) s
result, followed by Arlef and Brynh
However, s i n Aabushrativentage

their result is always consitertddast 1 higher than

that of groups that a
A r | s&ilf cBeglkesult becomes 6 and he still gets
first, followlegl Brynh, followed by the guard.

If the guard had spotted Arlef or Brynh, but for

The o
pen is

0
guard

D | e

cid

h
oup (A

kill che

re
to act

e door).

1°2)
(o]

j et
with
fro

e ar d
rlef
The

b an
t he
aware

ck

Som(? £

h €

reason had not attacked (maybe Brynh and Arlef found
guard costumes and disguised themselves), then th

have been an Encounter-gitlledmetiation of
hosiilt i es . Arl ef 6s skill
maxi mized (to 12) and

23
check
woul d

However, if the guard had a higher Perception ﬁj}(illl I%vel, he
would still have a chance to beat that result, whereas he will
never be saredulewhendrleban@BryntAr | ef &

have an Ambush advantage.

category (séeh e box ©6Si ze category ana HI T

Di f f ibelow), dr spélls and powers that protect
them.

Brawl (parry)or Close Combat (parry) skill as a
Reaction to the attack, in which ddgdifficulty =

1 If a target tries to dodge or parry an attack, he needsskill check result + any bonuses

to perform a skill check with the Agility (dodge), A

t ar g e tcdtg carHnever b®lowerfthan 1.
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1 Agility (dodge);
1 Defense (block); and
Size category and Hit Difficulty 1 Defense (deflect).
A targetds Size categ:t The Brawl (parry) and the Close Combat (parry) skills
character is, the easier it is to hit him; the smaller alobtirgotern deflecting, thwarting, and evading attacks
is, the more difficult ititshionh To represent this, smalin melee combat (which includes attacks made in melee
characters receive a flat mundane bonus to their Hitange with ranged or thrown weaponry), the former
Difficulty, while large characters receive a flat penalipaortiezirand the latter using weaponry. The Agility
Hit Difficulty. Please refer té¢-idi@éow for details. (dodge) skill governs dodging, disengaging, and
repositioning. The Defense (block) and Defense
(deflect) skills govern using armor to absorb damage,

Offensive skills the former for oneself and the latter for the benefit of
Characters can attack with five offensive skill others.

applications All defensive actions are Reactions. Parrying and

9 Close Combat (attack); blocking costs 1 Stamina and 0 AP: defemad® parry

9 Ranged Combat (attack); or block as often as they like, but they use resources

1 Brawl (attack); when they do so. Dodging costs 1 AP: defenders

9 Brawl (grapple); and expend valuable AP when dodging, but dodging does

9 Athletics (throw). not consume other resources and allows the defender to

The Brawl (attack) and Close Combat (attack) skillslisengage and reposition. Charaetenot dodgand
both cover melee combat, the former unarmed and thgarry an attack (you can only set the Difficulty for an
latter using weaponry. The Ranged Combatkeétad opponent 6s ski | | check once),
Athletics (throw) skills govern attacks from a distanceto dodge or parry may still try to block damage using
the former using ranged weaponry and the latter usinge Defense skill.
thrown weaponry. The Brawl (grapple) skill governs

wrestling, holding, or crushing opponents. Armor and the Defense skill
Performing a regular attack costs 1 ARp@iry Characters that wear armuay use the Defense (block)

costs 3 AP. Grappling and performing regular attacksskill to generate Defense Points that absorb damage.

does not casume resources such as Stamina. The number of Defense Points a character generates is
equal to his Defense (block) skill check result. However,

Defensive skills the maximum number of Defense Points a character

Characters can defend against attacks with five may generats limited by his armor set. Some armor

defensive skill applications: also has Resistance, which absorbs an amount of Body

9 Brawl (parry); damage on every attack, even when the wearer does not

1 Close Combat (parry); perform a Defense (block) skill check in response to
that attack.

Table 4: Size tnuses and pertaltis Difficulty Body damage i s redanceed by t he

Size category Bonus/penalty to Hit Difficulty and then subtracted from (in this order):

4 +6 1 Defense Points;

B - 1 Stamina; and

0 » 1 Vitality.

} n Some types of armor may generate Defense Points
that block Mind damage or Soul damage. Resistance,

: +i however, has no effect on Mind or Soul damage.

10 0

11 -1

12 -2
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Example I: Ranged Combat

After they disgaof the guardsman with a single arr¢
Arlef and Brynh leave the dungeon. However, onct
another gudatdube awagots them. The GM decides
nevEncounter begins and asks David and Melinda "
their acting order will be. They degioesAilsf again.
Arlef performs an Agility (initiative) skill check and
result of 7. The guard gets a result of 5. This meal
gets to act first.

Arlef shoots the guard with his bow. To try to hit an
damage him, David will need to perfiged &&mbat
(attack) skill check. Arlef looks at the Ranged Com
(attack) skill descriptiGhaptes (Skills) and sees this
actiooosts him 1 AP.
Attacks foll ow t
work this one out step by step.

he same

Step 1: ide pool and Difficulty

First, we need tgulmndws
DifficultyArlef haRanged Conrgial level 1.
Additionally, the bow he uses gives him a +1d mun
bonus to telglicheck. The guard is in range of the b
and Alef has a clear shot, so he gets no penalties.
dice pool is 2d.

Now, we need to knawittBéficulty. The Ranged
Combat (attack) skill description in6GB&pt&rsays
that attacking another character can be an opposec
guardoaild set tHé Difficulty by dodging, which is an
Agility (dodge) skill check. However, the GM decide
the guard will not dodge the attack and rely on his ¢
bl ock Ar |l ef 6s a skilahetkis ns
not opposéch e g iuDGifficdlty 8 + aldy bonuses
he receis gets a bonus of +3 to his Hit Difficulty 1
his Size category (see
Difficultyd on page 24)

Step 2: Rolling the dice

David now gets to soflibé. The Ranged Combat |
skill description in Chéagkills) says that this is a
leveled check. That means David will need to perfo
separate dice rolls: one tdHieBiffleallty and another
to determine how much damageawddesalls.gets one
dice pool, so he needs to distribute his dice. David
die to the first dice roll and another to the second.

David performs the first dice roll. He gets a resu
which is equal tgthea r ®iffisultytdndttherefore
enough to beat it. His arrow flies true and hits the guard

Step 3: Determining the outcome
David now gets to perform the second dice roll {o deter
the outcome. As pBuatiged Conadtiack) skill
description in Ch&gtkill, the result o ttice roll
equathe Body danfetgf deals to the guard. Arlef
a 5; he deals 5 Body damage.

hine

gets

Example Il: Armor and the Defense skill

As we said earlier, the guard will try to block thig damagge
with his armor. The GM will need to perform a Qefense
(block) skill check for the guard to do so. TheDg | ¢
skill description in Ch@psills) says that using th
Defense (block) skill costs 0 AP and 1 Stamina.
Letds |l ook at this skil!l

heck

[¢)

chec

Step 1: Dice pool and Difficulty
First, we need to know the dice pool and the Difficulty. Tlhe
guard has Defense skill level 2 and receives no|further
bonuses or piesalts dice pool is 2d.

Defense (block) skill checks do not have a Diffig
the guard generates a nubabensd Poagsal to his
skill check result, not to exceed theDegemsriPoints
of his armor set. The GM looks up the Defeinsemn
Points f the guard in the settin
determines itds 9.

Step 2: Rolling the dice
The GMow gets to roll the dice for the guard. Since thiSi
not a leveled check, the guard rolls all the dice at once 2&51d

gets a result of 3, which means the guaiefjenseatea 31 d  Hi
Points iculty
Step 3: Determining the outcome

Arlef desb Body damage. This &odgel is first

reduced by the ar mor setds Re
Defense Pogererated by the @)akfler thatl

Body damage reméiich s subtracted from
Stamina. The guard has 5 Stamina, so he now has 4 left.
However, ngithe Defense (block) skill also costs 1
Stamina, so dowte3.dhe&Mdds St ami
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d 0 e s niliese detdiita theeplayers.

Example Ill: Melee Combat and parrying

With his remaining 2 AP, Arlef fires two mate arrov
the guarBothatel ocked by the g
using the Defense (block) skistwide guard 2
Stamina, which brings him downWhie n Ar |
ends, his AP reset to 3.

Nowi t 6 s B Bryntha@as the guardh with the
spear he took fromigealu To try to hit and dheage
guardVelindaeeds perform a Cemmbat (attack)
skill check. SiBegnh chargags attack costs 2 AP.
Letds work out the atta

Step 1: Dice pool and Difficulty

First, we need to knowm Brgn d i c €lose o o |
Combatkill level 1. Additionally, the spear he wields
him a +1d mundane bonus. Finallyglsargei$ee
receives a number of mundane bonus dice to his s
equal to his spedd ynhdr
total dice pool is 3d.

Before Melinda gets to roll the dice, the GM determ
Hit Difficulty. The Close Combat (attack) skill descr
in Chaptér(Skills) says that attacking another chara
can be an opposed check: the gudreHibuld set
Difficulty by dodgntuch is an Agility (dodge) skill che
-or parryipghich is a Brawl (parry) or Close Comba
(parry) skill check.

The GM decides that t|
He looks up tBlese Comlyzdrry) skill dgstbon in
Chapteg (Skills) and sees that parrying costs 1 Star
and 0 AP.

Step 2: Rolling the dice

Melinda and the GM now get to roll the dice for Bry
the guard respectively. The Close Combat (attack)
description in Ch&tekills) sattsat this is a leveled
check: Melinda will need to perform two separate d
and distribitedicdetween th&falinda allocates 2

to the first dice roll and another to the second.

The GM performs a Close Combat (parry) skill che:
thegard and getsarestitvé t hen add
bonus from his Size category an® it @tidfto.

The GM doesndot tell t hi

performs her first dice roll and gets a result of 6
lower than thie DifficultyBrynHails to hit the guard,

Step 3: Determining the outcome
The guard has

successful

y PEé

Doing so has cost him 1 Stamina, and he is now down to 0

Stamina.

Example IV: Melee Combat and dodgin

Brynh has 1 AP left. Hekatthe guard again with his
spear. Melinda stequerform anofitese Combat
(attack) skill check. Th&Begeh his final 1 AP.

Q7

Letds do it step by sftep once
Step 1: Dice Pool and Difficulty

. Brynh ha&@lose Combkil level 1. The speasiekds
gives him a +1d mundane bonus. There are no further
bonuses or penalties. | Brynhos

As we saw earlier, a Close Combat (attack) skill check can
be an opposed check: the guard ebuiffieutheby 1 s

dodginghich is @wility (dodge) skill ebegarrying

which is a Brawl (parry) or Close Combat (parryf) skill

check. This time, the guard tries to dodge. The 4

skill description in Chéaygkills) says that dodgingl costs

1 AP but no Stamina. Singadh#has no Stamina |left,
this is the odbfend®at will not strain him (remember

1.

when a character has no Stamina left, parrying will cost him

Vitality, antbsing Vitality results in Dis&oilityters).

Step 2: Rolling the dice

Melinda and the Gdiv get to roll the dice for Brynh and
the guard respectively. The Close Combat (atta}k) skill

description in Ch&qekills) says that this is a leveled

check: Melinda will need to perform two separate dice rolls

and distributedicdetween thifelinda allocates 1 |die
to the first dice roll and another to the second.

The GM performs an Agility (dodge) skill check for the
t he

guard and getsaredulef t hen add
from his Size category (+3) and Détiauttipf 4.
The GM dps ghdid this resultMiélinda. Melinda

gua

then performs her first dice roll and gets a result of 3, which

is lower thanltieDifficulty: she fails to hit the guard
again.

Tel i

nda
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Disarm
Step 3: Determining the outcome Disarm is a special attack with the Close Combat
The guard successfully dodges BryahDpiegrdang (attack) or Brawl (attack) skill. It is an attack that
has cost him 1 AP. As part of using the Agility (doddisarms opponents. Disarming costs 2 AP. A disarming
skill, the guard may now move freely within his cubatfbk does not deal Body damage. The disarming
guard decides to reposition himself so that Brynh valiastamd performs a flat check with the Close Combat
between him and Arlef, just in case Arlef wants to f(edtadly) or Brawl (attack) skills against an armed
more amfs. defender. Bonuses granted by weapons do not apply to
this attack, unless stated otherwise. The defender may

It is now the guar dds tdefend agaifbethisratiask a2norm® and eedeives ( r e
used the Agility (dodge) skill, wiich ¢d3). The mundane bonus of +1d to r g
GM decides the guard is aware he is outnflshed, saadhantage. If the skill check succeeds, the defender is
Arlef and Brynh see him run into a small stone buildiegrmed. If the attacker used the Brawl skill to disarm
and decide toviohim. his target, he now holds t
Trip/push
Trip or push is a special attadthwhe Brawl (attack)
Special attacks skill. It is an attack meant to trip or push characters.

Some powers grant characters the ability to perform Tripping or pushing costs 2 AP. Characters that attempt
special attacks. These powers are described in Chaptertrip or push another do not deal Body damage. The
(Powers) and may cost any amount of resources.  attacker performs a flat check with the Brawl (attack)
Additionally, there are some special attacks that all skill agairnghe defender. Bonuses granted by weapons

me mb
pr e

he

characters may perform. do not apply to this attack, unless stated otherwise. The
defender may defend against this attack as normal and
Snipe receives a mundane bonus of +1d to represent the
Snipe is a spetiattack with the Ranged Combat defenderds advantagehe | f tlhe
(attack) or Athletics (throw) skill. It is an extra accuratgefender is either thrown to the ground or pushed to
attack. Sniping costs 2 AP. Characters that snipe receing position within a ofmibe radius (after the
a mundane bonus of +1d on their Ranged Combat att acker 6s choi ce) .
(attack) skill check or their Athletics (throw) skillkchec
Ambush advantage
Power attack/charge Characters may obtain an Ambush advantage. The most
Power attack or charge is a special attack with the Closemmon way to get an Ambush advantage is by
Combat (attack) or Brawl (attack) skill. It is a furious remaining hiddemfom oneds adver sasi s,
assault that benefits from extra momentum. Power through the use of the Guile (sneak) skill. For more 27

attacking or charging costs 2 AP. A character who information on the Guile (sneak) skill, see Chépter
performs a powertatck or charge receives a number ofSKills).

bonus dice equal to his speed score to his Close Coriilaén a character has an Ambush advantage, his melee
(attack) or Brawl (attack) skill check. However, the attacks, ranged or thrown attacks (within the first rang

number of bonus di ce c annorertent ef his veeapon), artd éis spdilsacanaat iee r 6 s

skill level in the skill he uses to attack. This is a countered, parried, or dodged with any skill. Damage
mundae bonus. Additionally, that character may moveealt by such attacks may still be blocked with armor.
a number of cubes equal to his speed score to reachAfigr the attack, the attacker loses his Ambush
target; such movement must occur in a straight line aadvantage.

characters may not charge over terrain that reduces their

speed. For more information on spe@desand cubes Nonlethal attack

see OMovement 6 bel ow. Characters may perm a nonlethal attack. Nelethal
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attacks cost 1 AP when made with the Brawl skill or :

AP when made with any other skill. Unless stated

otherwise, attackers do not receive any bonuses fron Freedom of movement

their weapons to ndethal attacks and ndgthal Spellcasters need control over at least one arm| one leg, and

attacks carot be made with ranged or thrown weapor one eye to cast spells or perform enchantments
Body damage from nédethal attacks is never be able to speak and see their targets in order to cast spells o

r

subtracted from the t ar ¢ performenchantments. raracter

0 Stamina receives Body damage from-&etitai
attack, he is knocked out. A knoecketicharacter is

unconsious for 1d hours. a spellcaster with Psionics skill level 5 can learn Psionics
_ enchantments of the first, second, third, fourth, and
Magic fifth circles.

Magic is a component of the Stage that can be removed

or added as appropriate to the setting that the game Casting spells

takes place in. Magic adds an extra dimension to the Spellcasters cast kp&ith the Animation (cast),
Stage that allows for more wondrous things. Magic Animism (cast), Apportation (cast), Infusion (cast),

revolves around sfrehnd enchantments. Projection (cast), or Psionics (cast) skills. A skill can
only be used to cast spells that are associated with it, e.g.
Spells and enchantments you can only cast a Psionics spell with the Psionics

Casting a spell is usually a matter of seconds. As su¢bast) skill and not, for instance, with the Animism (cast)
spells are effective during Encounters. Enchantmentsskill. Compound spells are cast with either of the skills

imbue items with magical properties. Enchantingant hey ar e associated with (aft

item takes a while and is best done out of Enesunt  Casting a spell can be a flat check or a leveled check.
There are seven types of spells and enchantmentstf a spell may be regd by its target, casting that spell
9 Animation spells and enchantments allow spellcasteralso an opposed check. What type of check is
to alter objects or characters or even create objects equi red is |l isted in the re
from nothing. Chaptei8 (Spells).
9 Animism spells and enchantments grant spellcasters
the power to evoke and sumnspirits and creatures Targeting spells
and to influence the spiritual powers of others. All spells that target characters or objects generate
9 Apportation spells and enchantments relate to the volatile magical emggy that emanates from the
magical arts of teleportation and telekinesis. spell casterds body. The spell
1 Infusion spells and enchantments allow spellcastersiiergy at the target, which requires considerable effort
harness healing and harmful giest and skill, even if the spellcaster targets himself.
1 Projection spells and enchantments allow spellcasterSpells cast at targets in melee generate a pulse of
to project wards or elemental effects. magical enerdhiat the spellcaster may direct to lash out
9 Psionics spells and enchantments relate to the magitahy target that stands adjacent to him. This pulse of
arts of telepathy and clairvoyance. energy can be countered, dodged, or parried. As such,
1 Compound spells and enchantments combinethe t he t ar get may set the Diffi
effects of any two ahe types of magic listed above check with:
1 The counter application ttie relevant skill;
Learning spells and enchantments 1 The Agility (dodge) skill;
Characters may learn or research spells or enchantrfefiise Brawl (parry) skill; or
if their skill level in the relevant skill is equal to or 1 The Close Combat (parry) skill.
hi gher than that spel |l o I1Spebsrcastabtargetm@/er b @rsge generate h grojectileo r
example, a spellcastgth Animism skill level 2 can that the spellcaster may fire at his target. This projectile
learn Animism spells of the first and second circles, arah be countered or dodgedsAsh, the target may set

c

(
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the Difficulty for the ¢ ck |Jwith
1 The counter application of the relevant skill; or theskillcheck is not oppbdede guar d 66
1 The Agility (dodge) skill. + any bonusesreceis gets a bonus of +3 to his Hit
1 The range of a spellis listed in its description in Difficulty for his Size categorki seeb o x 06 §
ChapteB (Spells). Hit Difficultyd on page 2|4).

Spell visibility

Most pells are seen or felt by the target: they are aw:
that something is trying to affect them, although they
may not always know what it is. These spells are labt

Step 2: Rolling the dice
The GM now gets to roll the dice to see if the p
The Healing Touch spell description &(Sbelfser

sagthatcasting the spdllflat check. That means that the

iest sucgeeds.

in their descriptions as GM doesndt have to digtralbatae
necessarily seen or felt by thgeahare labeled as of 5, which is higher thgnutteer ®ifiisulty HThet
6invisibled. Pl ease not e spell connects with the guard. abell , a

may still see another character cast a spell and dedu
what that character is doing. Step 3: Determining the outcome
The priest has successfuilyHeadinigi Touch spell dn the
guard. The s pe8(3péls) state {
the spells restores 1d Stamina to the target. The
and gets a result of 6: the priest restores 6 Starnina to the
Example: M spell guard. However, since the guaastihastach 5
Arlef and Brynh have followed the gsardistbme Stamina, the priest restores 5 Stamina.
building. Inside, they find the guard together with an diderpriest makes a series of intricate gestures
armed man who wears holy symbols that indicate heligla shines from his hands. He then directs this
priest. A ndamcountere g i n s é guard standing next to himaadl&rynh look on as
Arlef performs an Agility (initetiNeheck and getsa g u a r d 0 sws.eHaTglas gt Arlef; spaar at the
result of 4. The priest gets a result of 5. This means the

priest and the guard get to act first.

The priest casts a Healing Touch spell, which is an Iffas@mple: Ranged spell

spell. The spell description inBCBaptk) says it costs Arlef and Brynh engage in melee combat with the guarcT.
2 AP and Stamina to cast the spell and that it can onviea though the guah@didiof his Stamina restored,

ton
on

and a sdothing
energy ft the
the

cast at a target in melee range. Since the guard is stérediagtill outnumbered; he manages to Bagdla h
next to the priest, the priest can target the guard. To be¢ Arlef andBy nhds r et al i at.i
thegell succeeds, the GM will need to perform an Infugboimded and nearly incapacitated.
(cast) skill chtarkthe priest. When the priestés turn VW s
We will work out the skill check step by step. that hgoe®r an offensive spell. The priest casts a Flare29
spell: a Projection spell that lets him create a flare of
Step 1: Dice pool and Difficulty elmental energy that swikeer distancAccording t
First, we determine the threi epted d 0ci8(Spels) theHiare spgelbn  H ans Clh
skill level 1 and receives no further bonuses or penaltiestd2sAP and 2 Intellect to cast and the priest can target
total dice pool is 1d. anyone within@ube radius of him. Both Arlef and
We also neednow tit Difficulty. The Infusion (cast) Brynh are withiattrange. The GM decides the priest will
skill description in Chépgkills) sajfsatthep r i e s t @ast the speBiinhTo see if tell succeeds, the GM
skill check can be opposed by the target: the guard coetdtsgterform a Projection (cast) skill check for the priest.
his HitDifficulty by dodging, parrying, or ¢bentering We will work out$kicheck step by step.
spellHowever, the Gddides that the guard wants to get
hit by thgell because he wants to get healed. That means

| eav
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Focus
Casting a spell through a Focus enhances that spell: it
Step 1: Dice pool and Difficulty may become easier to cashore effective. Characters
Asamy s, we first det er mimaydearh hoe topse a Fosus iy acquringctiee refevait | . H e
Projection skill level 2 and receives no further bonupeser. A Focus allows a spellcaster to prepare several
penalties. His total dice pool is 2d. spells that he may then cast with an enhanced effect. A

The Projection (cast) skill description6r{®lilégter  Focus allows a spellcaster to prepare only a limited

says #t tkep r i skillschedkscampeosed by the targetnumber 6 spells, so spellcasters will need to carefully
Brynttould set Hie Difficulty by dodging or counteringonsider which spells they prepare. For more

the elemental projectile. Melinda d&gidbgilthat information on Focuses, please refer to the power
attempt to dodge the attack, which means that she désegptioms iChapte7 (Powers To learn the

HitDi f ficul ty f or Agiitge pr diffesent 8ffectsaalacusican halveeon dpellsy ieferhio the n
(dodge) skill check. This will cost her 1 AP. relevant spell description in Chaé¢Bpells).

Step 2: Rolling the dice Enchanting items
The GM andelindaow get to roll the dice to see if tl8pellcasters can enchant items with the Animation
prieshitsBrynh with his spékFlarespell description in (enchant), Animism (enchant), Apportation (enchant),
Chapte3 (Spells) stlyatcasting the spellat check. Infusion (enchant), Projection (enchant), or Psionics
The sangees for the Agility (dodge) skill. That meangerxchant) skills. A skill can onéyused to perform
one has to distribute dice. enchantments associated with that skill, e.g. you can
Melindperforms an Agility (dodge) skill Bingek for  only perform a Psionics enchantment with the Psionics
andgetsaresittdfe t hen add Br y (ehchant) skilbandinst, fdr instante, lwithshe Animism
Size category and gebfiditltgf 5. The GM then (enchant) skill. Performing an enchantment is always a
rolls the dice for the priest and gets a result of 6, whattclseck. The Ditulty for that skill check is listed in
higher than the Difficulty: his elemental @Bojettilc  the relevant enchantment description in Ch@pter
(Enchantments).
Step 3: Determining the outcome
The priest has successfully cast hiatBarehSped! Sacrifices
s p e | lidnsn Cap(Spells) stétes th spell When a spellcaster performs an enchantment, he
deals 1d Body damage to the target. The gtiest alsinmmess an item with powerful energy. This energy
choose which type of elemerita daelagks: fire, always comes from a sacrifice. The etrolean
lightning, or cold. The GM chooses fire, which changesitseu mes part or all of the sa
damage type to Body (fae)agred adds a +1 mundaneSpirit. The sacrifice is killed or destroyed in this process.
bonus to Body damage dealt by the spell. More powerful enchantments will require more Vitality,
The GM rolls Jgkts a result ohrRl thexdds the +1  Sanity, or Spirit. If the spellcaster fails his skill check to
bonus: the priest deals 4 Body damBgen(fBe)rtb perform @ enchantment, the sacrifice is still killed or
had only 1 Staminaléft er t h,sohgu a r ddésiroyedf butahe ikem does not become enchanted.
Stamina tepleted; the remaining 3 Body damage (fire) is
subtracted from his Vigiityhhas 4 Vitality, so he hasEnchantment types
only 1 Vitality | eft; hThé&sarenveaypek of etharndents: He al so i ncu
Disabilitfounters. As part of using the Agility (dodgBPassi ve enchantments: the ite
skill,Brynimay now movily fngthin his cube. He decidespermanent;
tocower in the corner, oY Actoifver eancthamnft mehéemuystiba hd s t €
consciously activated by the character who wields it.

Using enchanted items
The requirements to use enchanted items vary
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depending on the type of enchantment; character can move to another position within his

1 ltems that are enchanted with Vitality can only be current cube or move to any horizontally, vertically (if
used by a character whose Body éepedls or he can fly or burrow), or diagonally adjacent cube.
exceeds the total Vitality that all items he wields we@haracters can move multiple times per round if they
enchanted with; want to and have sufficiehiP.

1 Items that are enchanted with Sanity can only be used
by a character whose Mind level equals or exceedditmgediments
total Sanity that all items he wields were enchantedThere are circumstances or terrain types that impede
with; movement. Additionally, different methods of

1 Itemsthat are enchanted with Spirit can only be usedovement, such as swimming or climbing, may also
by a character whose Soul level equals or exceedsittikience speed. As a core rule, movement over difficult
total Spirit that all items he wields were enchanted terrain or in a slower mode cosisillle AP.
with.
These requirements are cumulative, and if a chara€terver

cannot control a single enchanted iteahtike wields, When available, characters may seek cover against the

he can control none. attacks of their enemies to gain a tactical advantage.
Cover adds a mundane bonug
Combining enchantments Difficulty. There are three types of cover:

An item may be enchanted multiple times, even with th€over of between a quarter and up to @flledt the
same enchantment. However, please note that the rulebody, which grants a +3 mundane bonus;

on stacking and combining bonuses as set out in the  Cover of between one half and three quarters of the
box on pagé&8apply and that the neigements to use body, which grants a +6 mundane bonus;

an item with multiple enchantments stack. 9 Cover of more than three quarters (but not full cover)
of the body, which grants a +9 mundane bonus; or

Movement and terrain 1 Full coverof the body, in which case the covering

Movement is important in and out of combat. object must be destroyed, bypassed, or pierced before

Characters need movement and speed to get an edge the character can be attacked.
the field, and terrain may influence movement.
High ground
Tactical movement Attacking from considerably higher ground (at least 1
The Stage usagyrid to measure tactical movement. meter) grants two advantages:
The standard grid, suitable for small scale tactical us§ The first range increment of a rat@r thrown

such as infantry combat, consists of cubes of weapon is doubled; and
approximately 10 by 10 by 10 meters (ca. 30 by 30 by 3he attacker receives a mundane bonus of +1 on a
feet). Every character has a speed score. Speed attack. 31

determinethe maximum number of cubes a character

can move outward from his current cube, including Crouching and prone

diagonal movement, at the cost of 1 AP. A speed scoBgouching or going prone costs 1 AP. Getting up from

of 1 means that a character can move up to 1 cube a crouching or prone position costs 1 AP. A crouching

outward of his current cube; a speed score of 2 meaokaacter is considered to havéoupne half cover.

charater can move up to 2 cubes outward from his  Crouching characters receive a penakiydofo Close

current cube; and so on. Combat and Brawl skill checks. A character in prone
A humansized character will nearly always have a position is considered to have between one half and

speed score of 1. That means he can spend 1 AP tothree quarters cover and receives a penalg o

move to any position within a ecigbe radius from his Close Combat and Brasiill checks. Moving while

current cube. As such, at thetaaf 1 AP, that crouching or prone costs double AP.



The Stage RPG

32

Core Rulebook

Chapter 5: Adventuring

Adventuring presents players with a lot of challengesbetter (not by bronze, copper, iron, or worse); and so
This chapter explores several important aspects of on.
adventuring life and the dangers and opportunities it

may presnt. Resistance
) Items may have a Resistance score. Whelbject with
Equipment Resistance is successfully attacked, Body damage dealt
For most adventurers, good equipment is the differentoethe object is always reduced by a number equal to the
between life and deatfor better or for worse,astoo obj ect 6s Resi stance score. An)
much of it weighs the adventurer down, while too littlée s s u bt r a c t dntegrityiPainSamb e it e mds
of it leaves him with inadequate tools. What equipmecharacters may also édResistance, while some armors
is available dependn the setting that the game takes may grant their wearer Resistance.
place in. The mechanics and properties of equipment
are described below. Bonus
Some items grant a bonus to certain skill checks. For
Size category more information on the operation of bonusesheee
All equipment has a Size category: a numerical valuebodb x 6 Bonuses an8Wheenal ti esd ol
1 or higher. Size category is especially important for performing a leveled checlkoaus may be freely
weapons as it determas how the weapon is wielded indistributed to either the first or the second dice roll,
combat. Weapons with Size category 1 through 5 camubkess when stated otherwise.
wielded with one hand by hurreped characters.
Weapons with Size category 6 and 7 can be wielded @sitimplexity
two hands by humasized characters. Weapons with Most i tems have a Complexity
Size categoryd higher cannot be wielded by human Complexity represents the intricacy of its design and
sized characters without aid. For every Size categorythe level of skill required to produceepair the item.
that a creature is larger or smaller than a human thedeplays a role in determining the Difficulty to craft or
boundaries shift up or down by 1 Size category. repair the object and in determining the maximum
potency of enchantments that may affect it.
Integrity Paint
Items have a number bftegrity Poirg thd dictate Encumbrance
their durability. Body damage dealt to an objectis  Nearly all objects have an Encumbrance score. An
subtract ed flntegrity Poirkh &hen anb joebg tedcst 6 s  Edetermimdd byats veeght,i s
o0 b | éntegrity Point are reduced to 0, the itemis  bulkiness, and size. A hursdzed character can
destroyed. comfortably carry objects with total Encumbrance equal
Please note that items can only be successfully t o hi s Body |Hewmaylcarry morefhuti g ht |
damaged by a matertattis equal or superior to the receives &l penalty on all skill checks for every
material from which the item itself is madmden Encumbrance offiis load above his Body level, up to a
items can be destroyed by wood or better (including ma xi mum of twice his Body | ev

bone and unarmed attacks); stone items can be would carry even more, he receivds gpenalty for

destroyed by stone or better (so not by wood, bone, @very Encumbrance of his load above twice his Body

unarmed attacks),dmze, copper or iron items can be level, up to a maximum of three times his Body level

destroyed by bronze, copper, iron, or better (notby (his 6 ma x i mu m |-szeddharacter cAn h u ma n

stone or worse); steel items can be destroyed by stealerer carry objects with total Encumbrance above three
times his Body level.
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objects that are not stored in an easy access storage
system (such as a backpack) costs 2 AP. Dropping items

Size category and Encumbrance costs 0 AP.

Larger characters can carry more items, while smaller

characters can carry fewer items. PleasgTefer to tabiploration and travel

below for detailsarrying capacity. Travel and exploration are important parts of
adventuring: characters may see mutteavorld-or
even of multiple worlesluring their adventures. While

Weapon and armor properties the rewards are plenty, exploration and travel present

Weapons and armor have some properties in additiomis&s of their own.

those listed above that dictate how they operate

combat: Movement and exhaustion

9 Large or otherwise bulky weapons may have an att@ck of Encounters, characters may move at three

rating. The attack rating determines the maximum different speeds:

number of attacks that can be made with the weap§irCharacters may wallhurriedly (but purposefully),

in a single round. which represents their basic speed of movement.
1 Thrown or ranged weapons have a range increment Characters may walk in this way for 8 hours plus 1
measured in cubes. Attaokade beyond of a hour per Athletics skill level per day. After that,

weaponds first r-lapapaty forn cchaeaotersrdceive L Boflyalamage per hour of
every range increment they pass beyond the first.  walking.
9 Armor has a maximum number of Defense Points iff Characters may ruwhich doubles their speed.
can generate. Please note that the maximum Defens€haracters may keep this up for a number of hours
Points of different armor comparis are cumulative.  equal to their Athletics skill level (but at least 1) per
1 Unlike all other items, some armor has a Resistance day. After that, characters receive 1 Body damage per

score that is transferred to the wearer. hour of running.

1 Characters may sprint, which triples their speed

Table §: Size categoryEaedmbraruepacity Characters may sprint for 10 minutes per Athletics

Size category Capacity increase/decrease* skill level per day. After that, characters receive 1

Light load Heavy load Maximum load Body damage per 10 minutes of sprinting.

4 6 L3122 -18 The distance a character can cover in any set amount

5 4 8 12 of time depends on his speed score. Please refdeto tab

6 2 1 6 5-2 below for more details.

7 0 0 0 Characters may also employ mounts, craft, or vehicles.

. [ » s Most mounts and vehicles are quicker than regular

B B = B characters, but they may have difficulties with certain{ 33
types of terrain.

10 +6 +12 +18

*) Encumbrance capacity cannot drop below 1. Eating and drinking

Characters need food arthd to survive. A regular
Retrieving and storing equipment container with enough liquids for 1 day has 1
Characters may want to keep their equipment, especktigumbrance; compact rations that provide the
weapons, handy. Most weaponry comes withagyet ~ required intake for 1 day have 0.5 Encumbrance. As
system such as a sheath or a holster. Retrieving an such, food and drink for one day have 1.5
object from a storage system that grants easy acces&(egmbrance.
a holster, sheath, or belt) and preparing it for use costsharacters can survive withddhking for two days.
AP. Storing an object in a storage system that grantsAfter that, they receive 1 Body damage per hour
easy access also co#®IRetrieving and storing without drinking. Any lost Stamina and Vitality cannot
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be restored until they drink their required daily amount
of liquids. Environment

Characters can survive without food for two days. Environments can pose as sigaift and lethal a threat
After thatthey receive 1 Body damage per day withows any armed opposition.
food. Any lost Stamina and Vitality cannot be restored
until they eat their required daily amount of food. Cold

The times listed above may vary depending on the Cold climates and psychroplanets have a temperature
environment that the character is in. Please refer to tthat is too low for most unprotected terrestrial life.

environment descriptions below. Generally speaking, this will constitute a temperature of
between 0°C (32 F) ar&D°C (58 H. This climate is
Resting prevalent during winter times, in polar areas, and on

Living creatures need to rest to recover their strengthcold planets. Characters in cold climates and on

Most creatures must rest 8 hours per day. Less rest (asychroplanets must wear special protective clothing or

least 4 hours per day) is nolgem for a number of suffer 1 Body damage per ten minutes of exposure.

days equal to a char act erhifdamagecdnnot beabsdrby Resistdntesor t hat |, a

character incurs 1 Body damage and 1 Mind damagelJsfense Points.

additional hour he is awake until he rests at least 8 Unprotected characters in cold climates lose

hours. Please note that a rest shorter than 8 hours daemsciousness when they have 0 Stamina left. Stamina

not restore los$tamina, Intellect, or Will. and Vitality lost due to cold cannot be restored until the

A character can stay awake for 24 hours and a nundbaracter finds shelter from the cold.

of hours equal to his Body level. After that, a character

incurs 1 Body damage and 1 Mind damage per Extreme cold

additional hour he is awake. Extremely old climates and hyperpsychroplanets are
too cold for terrestrial life. In general, they will have a
temperature belov80°C (58 F). This climate is not

Table 2: Movement speed (up to Mach 1)

Speed score Walking/jogging Running (x2) Sprinting (x3)
Minute Hour 8-Hour day Minute Hour 8-Hour day Minute Hour 8-Hour day

1 75m 4.5 km 36 km 150 m 9 km 72 km 225m 13.5 km 108 km

2 150 m 9 km 72 km 300 m 18 km 144 km 450 m 27 km 216 km

8 225m 13.5 km 108 km 450 m 27 km 216 km 675m 40.5 km 324 km

4 300 m 18 km 144 km 600 m 36 km 288 km 900 m 54 km 432 km

B 375 m 22.5 km 180 km 750 m 45 km 360 km 1,125 m 67.5 km 540 km

6 450 m 27 km 216 km 900 m 54 km 432 km 1,350 m 81 km 648 km

7 525 m 31.5 km 252 km 1,050 m 63 km 504 km 1,575 m 94.5 km 756 km
8 600 m 36 km 288 km 1,200 m 72 km 576 km 1,800 m 108 km 864 km
9 675 m 40.5 km 324 km 1,350 m 81 km 648 km 2,025 m 121.5 km 972 km
10 750 m 45 km 360 km 1,500 m 90 km 720 km 2,250 m 125 km 1,000 km
il(5) 1,125 m 67.5 km 540 km 2,250 m 135 km 1,080 km 3,375 m 187.5 km 1,500 km
20 1,500 m 90 km 720 km 3,000 m 180 km 1,440 km 4,500 m 250 km 2,000 km
30 2,250 m 135 km 1,080 km 4,5® km 270 km 2,160 km 6,750 m 375 km 3,000 km
40 3,000 m 180 km 1,440 km 6,000 m 270 km 2,880 km 9,000 m 500 km 4,000 km
50 4,500 m 270 km 2,160 km 9,000 m 540 km 4,320 km 13,500 m 750 km 6,000 km
60 6,000 m 360 km 2,880 km 12,000 m 720 km 5,760 km 18,00 m 1,000 km 8,000 km

70 7,500 m 450 km 3,600 km 15,000 m 900 km 7,200 km 22,500 m 1,250 km 10,000 km



Chapter 5: Adventuring

prevalent on planets with temperate climates Low density radiation
(mesoplanets). Characters in extremely cold climated_ow density radiation environments are suffused with
andon hyperpsychroplanets must wear special radiation that iy be harmful to life, although exposure

protective clothing or suffer 1 Body damage per rounchay be without consequence. If characters do not wear
of exposure. This damage cannot be absorbed by protective clothing in a low density radiation area, there

Resistance or Defense Points. isa 1in 6 chance per day of exposure that they become
Unprotected characters in extremely cold climates afflicted with radiation sickness. The effaictadiation
lose consciousness when they B&&@amina left. sickness are describediRPoi son .and di selasedc
Stamina and Vitality lost due to cold cannot be restored
until the character finds shelter from the cold. High density radiation
High density radiation environments are suffused with
Heat doses of radiation that are always harmful to life and

Hot climates and thermoplanets are too hot for most nearly always lethal. If characters do not wear protective
terrestrial life. Generally speaking, this will constitute @othing in a high density radiation area, they suffer 1
temperature of édween 50°C (122 F) and 100°C (212 Body damage per minute of exposure. They are also
F). This climate is prevalent in deserts and on hot  afflicted with radiation sickness. The effects of radiation
planets. Characters in hot climates and on sickness are describediRPoi son .and di selasedc
thermoplanets must wear special protective clothing orUnprotected characters in highly irradiated
suffer 1 Body damage and 1 Mind damage per ten environments lose consciousness when they have 0
minutes of exposure. Bhilamage cannot be absorbedStamina left. Stamina and Vitality lost due to radiation
by Resistance or Defense Points. cannot be restored until the character finds shelter from
Unprotected characters in hot climates lose the radiation.
consciousness when they have 0 Stamina or Intellect
left. Stamina, Vitality, Intellect, and Sanity lost due to Gravity
heat cannot be restored until the cliardinds shelter There are six variations of gravity on the Stage:
from the heat. A char ac tlreverphigh grawitenviyjonnmegts, theatggah c i t y i s| hal
in hot climates and his required water intake is doubl&hcumbrance of items that characters can carry is
divided by 10. The distance a character can cover while
Extreme heat jumping is also divided by 10, and movement costs
Extremely hot climates and hyperthermoplanets are three times as much time or AP. Finally, falling damage
intolerably hot. In general, they will have a temperatuie multiplied by L
alove 100°C (212 F). This climate is not prevalent on In high gravity environments, the total Encumbrance
planets with temperate climates (mesoplanets). of items that characters can carry is halved. The
Characters in extremely hot climates and on distance a character can cover while jumping is also
hyperthermoplanets must wear special protective  halved, and movement costs twice as much time or AP. 35
clothing or suffer 1 Body damage and 1 Mind damag€&inally, falling damage is doubled.
per round of gposure. This damage cannot be Encumbrane, movement speed, jumping distance,
absorbed by Resistance or Defense Points. and falling damage are unaffected in normal gravity
Unprotected characters in extremely hot climates les@/ironments.
consciousness when they have 0 Stamina or Intellect In low gravity environments, the total Encumbrance
left. Stamina, Vitality, Intellect, and Sanity lost due to of items that characters can carry is doubled. The
heat cannot be riesed until the character finds shelterdistance a character can cover while jumpirspis al
from the heat. A char ac tdeublédsFinallg falling damage istamlped.ci t y i s hal
in extremely hot climates and his required water intakeIn very low gravity environments, the total
is doubled. Encumbrance of items that characters can carry is
multiplied by 10. The distance a character can cover
while jumping is also multiplied by 10. Finally, falling
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damag is divided by 10. support in combat. Which mounts and vehicles are
In zero gravity environments, characters do not suffarailable to characters depends on the setting that their

penalties for carrying too many items and are not draadventures take place in.
towards any surface.

Mount and vehicle properties
Vision and light Mounts and vehicles have several properties that
For most actions, characters need to be able to see. betermindiow effective they are at certain tasks:
darkness, this means theyné#d light. Actions that Living mounts have skill levels, Stamina and Vitality,
require visibility to perform have a 50% chance of as well as Will and Spirit. If they are not mindless
failing when performed in darkness. Additionally, animals, they may also have Intellect and Sanity. They
moving in darkness costs twice as much time or AP. may also have Resistance.

1 Non-living mounts and ciidfavelntegrity Poirs.
Swimming and drowning They may also have Resistance.
Characters that want to perform actions in liquid, sucli All mounts and craft have a Size category. With living
as swimming, diving, or attacking, need to perform an mounts, Size category (together with Body level)
Athletics (swim) skill check for every such action they influences how much the mount can carry. Please
want to perform while in liquid. The Difficulty depends note that characters can only ride mounts whiase
on the liquid they are in, as well as the current. Please category is equal to or higher than their own Size
refer to Chaptes (Skills) for rore information. Moving  category and that characters can only operate vehicles

in water costs twice as much AP or time. or craft of which the Size category is no smaller than
Characters that fail an Athletics (swim) skill check 1 below their own Size category.

twice in a row go under (if they are not already 9 All mounts and craft have a speed score, which

underwater). Characters can hold their breath fora  determinegheir maximum speed. Some mounts and

number of rounds equal to their Boelyel. If they craft (most often airborne ones) have a minimum

spend any more time under water than they can hold speed that dictates the minimum number of cubes
their breath for, they lose consciousness and start they must move every round. Mounts and craft may
drowning. Drowning characters receive 1 Body damagealso have an acceleration speed that determines how

on their turn while drowning. This Body damage quickly they can aelvie their maximum speed.

bypasses Defense Points and Resistance. 1 Some mounts or vehicles may be particularly difficult
to control and may have control prerequisites, such as

Falling a minimum skill level in a certain skill or a number of

There are many ways to fall: characters may failan  practice hours.

Athletics (climb) or Athletics (jump) skill check; they

may step into a pit trap; they may be cast down a clifiControlling mounts and vehicles

or they may be the target of (@elefenestration. As a Characters contralounts with the Survival (ride) skill
core rule, a characteiffers 1d Body damage if he fallsapplication. Characters control craft and vehicles with
a distance of ormalf cube up to one cube. For every the Operate (control) application. Controlling a mount
cube that a character falls beyond the first, the dice pootraft costs 3 AP. If the skill check is successful, the
of Body damage he receives is doubled. Characters ofyacter controls how the mount or craft spésd
subtract their Athletics (land) skill check result fh@  turn. The mount or craft always acts on the controlling

total Body damage dealt by the fall. Body damage char acter s tur n. | f a charac

received as a result of falling bypasses Defense Pointbeck, the animal does what it feels like, which may
and Resistance. A soft surface or any objects that bréa&lude trying to get rid of its rider. If he fails twice in a

the fall may reduce the effective distance fallen. row, the animahay become hostile. If a character fails
_ an Operate (control) skill check, the craft or vehicle is
Mounts and vehicles unresponsive. If he fails twice in a row, he loses control

Mounts and vehiies are means of transportation or and something goes wrong.
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Mounts and craft can usually be controlled by skillesheet his end. There are plagues and poisons that can
characters witho@a skill check in situations where therbring down the mightiest of heroes or reduce them to
are no threats or obstacles. However, when a controlldadpbling madmen.
characterdés skills are tested he must perform skill
to see if he succeeds. As a rule of thumb, special  Infection
maneuvers or stressful situations requirelskiks. Diseases and poisooan infect characters in a number

The Difficulty for a Survival (ride) skill check is equalf ways. Most poisons affect characters via open
to the mount6s Will and wlyndsioribyingesiioh.Sonie pdisbns araiglhsequs and
Operate (control) skill check depends on the specific affect characters when inhaled. Diseases usually infect
vehicle or craftds des c rchapttérschrough open wounds, but may also be

airborne or déct patients through radiation.

=

Attacking

Mounts and vehicles may have offertsipabilities. If  Incubation period

so, they can attack. When a mount attacks (e.g. a wabiseases and poisons have an incubation period, which
horseds bite), the moun tcansbe angtHing voenn tound to selefal morsths.'isee d |

Wh

operator uses a vehicl e dsubatiengpeioddetdrminesthetfidtenomefta diseasa [k 6 s
turret), the operator 6s o0p eproatseo n( cad rnttarcklspmaPdiehtalr aigst eu s

rarely show symptoms during the incubation period.
Defending
Mountsand vehicles have defensive capabilities. Theyoison and disease mechanics
may dodge attacks as other characters may. Addition@lhge the incubation period has passed, the disease or
mounts may parry attacks and be trained to use arm@oison begins its attack. Every disease or poison has a
These defensive capabilities may be used to defend level-a number upwards of-and a manifestation
against attacks that target the mount orandftttacks intervat-anywhere from 1 round to 1 year.
that target its rider or operator. After the incubation period and once during every

A mountds dice pool f ormanifestatioA geiiod,ithe poison dralidegse attacksBhe a w |

(parry), Close Combat (parry), or Defense skills may carrier. This attack is a flat check: the GM rolls a

never contain more dice (barring bonuses) thanitsrigdte mb er o f dice equal to tH}

has Survival skill levels. that dice roll is equal to or higher than the Difficulty, the
When a craft attenrgpto dodge an attack, it is carrier suffers the poisorn

considered to have an Agility skill level equal to the Difficulty depends on the specific poison or disease, but

or

operatords Operate skillislevseually equal to the char a

Intellect and Sanity, @ill and Spirit. Please see table

Poison and disease 5-3for some examples of poisons and diseases. 7\

Swords and bullets are not the only way a character can 37

Table B: Poisons and diseases

Disease/Poison Level Infection Incubation period Manifestation Period  Difficulty Effect

Antibascosic Agent 2-5 Inhaled 1 Round 5 Rounds Will and Spirit 1d Soul damage

Blackheart Disease 2-5 Wound 1d Hours 1 Day Will and Spirit 1d Soul damage

Hellbound Disease 510 Wound 3d Hours 1 Day Will and Spirit 1d Soul damage, 1d Mind damagssdbility Counte
Mind Fever 510 Wound 6d Hours 1 Day Intellect and Sanity 1d Mind damage,Qisability Counter

Nerve Agent 2-5 Inhaled 1 Round 5 Rounds Intellect and Sanity 1d Mind damage

Radiation Sickness 510 Radiation ~ 6d Hours 1 Day Stamina and Vitality 1d Body damaged Mind damage, Disability Count¢
The Shivers 2-5 Wound 1d Weeks 1 Day Intellect and Sanity 1d Mind damage

Skinflake Disease 2-5 Wound 1d Days 1 Day Stamina and Vitality 1 Disability Counter

Sulfur Mustard Poison 2-5 Inhaled 1 Round 5 Rounds Staminared Vitality 1d Body damage
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Effect Trap mechanics
If the poison or disease affects the carrier, an effect Withps and hazards attack one or more characters when
manifest. For example, the carrier may incur a Disabitfigy are triggered. Characters may attempt to spot a trap
Counter or suffer Body, Mind, or Soul damamjeoRs  or hazard before they are trigdesith the Perception
and diseases may have multiple effects. (detect) skill. Every trap or hazard will have its own
Unless stated otherwise, damage dealt by poison disled Difficulty for this skill check.
disease bypasses Resistance and Defense Points. Pledsaps and hazards are commonly triggered by
note that Disability Counters incurred via poison or pressure plates, tripwires, manipulation of a lever or
disease are not incurred through Body, Mindyudr S other object, or intense activity inthe ap or hazar d¢
damage and therefore cannot be removed by most skiitsnity (such as combat, running, or a large group of
powers, or spells. Once a character is cured, all the characters passing).
effects of the disease or poison disappear over a periotf the trap or hazard is triggered, it attacks. Some
of ti me equal to the di drapam leazaods attack anly thenchasactér whwo triggared o n

period. them, while others may target many more. The trap or
hazardds attack works just | il
Curing poison and disease exception that a trap or hazal

In order to cure a poison or disease, a character mustlistributed by the GM: the distribution of dice is
withstand its effects successfully and consecutivelyfrae e det er mi ned as per the trap
number of ti mes equal t ctatedlotberwise, trepoamd hazardstesusiteeass e 6s | e v e
Characters may receive treatment via the Medicine melee or ranged. Targets may defend against such
(cure) skill or may be aided bylspel attacks as normal. Please seeSabler some

examples of traps and hazards.

Table 8: Traps and hazards

Trap/Hazard Detect Difficulty ~ Trigger  Targets Attack type Attack Encumbrance Size category Integrity Points Complexity
Arrow trap 4 Pressure Single characte Ranged 0/1d/1d 3 5 2 B

Caveln* 8 Activity  All in cube Melee o2d/2d N/A N/A N/A N/A
Landmine 6 Pressure Single characte Melee 0/3d/2d 1 4 5 20

*) This hazard cannot be disarmed.

Traps and other hazards Disarming traps

There are more hazards to adventuring still. Charactéiaracters that are aware of a trap (and sometimes a

may find themselves at the wrong end of an avalanchgzard) may attempt to disarm it with theft€r

right under a cava, impaled on a spike trap, or at the (sabotage) or Guile (disable) skill. Please note that

bottom of a weltoncealed pit trap. sabotaged traps are damaged, whereas disabled traps are
still intact and may be armed again.
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Chapter 6: Skills

This chapter contains detailed descriptions of skills &
their various applicatis. The list of skills below is not
necessarily exhaustive: you can come up with new sl
or skill applications and your group agreegse

those on the Stage. When doing so, we recommend
considering the effect of the new skill or skill
application ompowers, spells, and enchantments.

Description details

Every skill description contains general information o
what the skill is used for. Additionally, the various skil
applications of a skill are described and their followin
attributes are given:

9 Skill check type What type of skill check is
required: a flat check (roll once) or a leveled check
(roll twice).

9 Opposed If the skill check may be opposed and, if
so, how.

1 Time: How much time it takes to perform the skill
check. Whether or not this time netedse spent in
one sitting or may be broken up is up to the GM.

9 Reaction If the skill check is a Reaction and if so,
what triggers it.

1 Cost The resource cost of the skill check. Please

note that these resources are expended whether or Characters with no skill levels in eithe Atsdemics

not the skill chécis successful.
9 Mechanics Further details on using the skill,

Difficulties, bonuses, and penalties

Many skill checks have Difficulties that are not get in stgne
and that vary according to the circumstances. GMs shotld
come up with Difficulties for these skill checks by themsklves.
For some gunde, please refer ®laalow and the
additional guidelines in the skill descriptions belpw.
GMs may also decide to give their players a bonus or pgnalty
if they believe there is some (un)favorable circymstancg that
influences the outcome. &thiegiwuld be the ex
and not lead to players trying to negotiate a bonus to every
skill check they perform, unless that is the sort of thing your
group enjoys.

Academics (Mind)

The Academics skill governs your knowledge of the
social sciences and humanities, such as history, law,
archaeologynythology, sociology, psychology,
economics, and linguistics. The Academics skill is
important for characters that seek knowledge in these
fields. It is used to analyze, recall knowledge, and
research topics.

skill or the Science skill cannot read or write, can only
count on their fingers, and cannot use any measuring

including Difficulty and consequences of success anstruments.

failure.
9 Special Special rules for the use of this skill.

Table 4.: Difficulties

Task is... Difficulty
Simple 1-3
Average 3-6
Difficult 7-12
Very Difficult 13-18
Extremely Difficult 19-24
Epic 25-30
Nigh Impossible 31- 36

Impossible 37+

Academics (analysis)

You analyze a situation or problem that you are 39
presented with. This can vary from assessing a [@esso
mental state to understanding a foreign language.

Skill check type Flat check

Opposed No

Reaction No

Cost N/A

Time: Varies

Mechanics The Difficulty to analyze another character

is usually equal to that char
Sanity, whereastibifficulty to analyze a situation

depends on the complexity of that situation. If you
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succeed, you deduce information on the subject. If
unsuccessful, you learn nothing.

Table @: Academics (analysis) tasks

Task is... Difficulty Example

Simple 1-3 Understand a dialect in a language you are flue
Average 3-6 Discern simple logical falladies paper

Difficult 7-12 Roughly estimate the value of an object

Very Difficult 13-18 Understand an unknown language similar to yo

Extremely Difficult ~ 19-24 Roughly date an archaeological find

Epic 25-30 Analyze the rituals of an unknown cult

Nigh Impossible 31- 36 Analyze an alien crea

Impossible 37+ Analyze an unknown language

Academics (knowledge)

You recall kawledge learned in the past.
Skill check type Flat check

Opposed No

Reaction No

Cost N/A

Time: 1 AP

Mechanics The Difficulty of the first dice roll

depends on the obscurity of the researched topic. The

total number of hours required for the skill check is
reduced by the result of the second dice roll @watrn

below 1). If you succeed, you learn information on the

subject. If unsuccessful, you learn nothing.
Special At the GMdés di

take less time.
Agility (Body)

The Agilityskill determines how quickly and how
efficiently you can position your body in terms of

balance, coordination, and reflexes. The Agility skill is

important for characters that want to be nimble and

respond quickly to danger. It is used to dodge attacks, to

screti
require multiple skill checks, while small projects may

on

determine reaction speed, and to perform acrobatic acts.

Agility (balance)

You maintain balance or move on a slippery, narrow, or

otherwise hazardous surface without falling.
Skill check type Flat check

Mechanics The Difficulty depends on the obscurity ofOpposed No
the information. If you succeed, you recall knowledgdReaction Yes, triggered when on apsify or narrow

If unsuccessful, you recall nothing.

Tablés-3: Academics (research) tasks

Task is... Difficulty Example

Simple 1-3 Research wethown history or myth

Average 3-6 Test history or myth for falsehoods

Difficult 7-12 Determine the value of an object

Very Difficult 13- 18 Translate seve@gedrom an unknown language

Extremely Difficult ~ 19- 24 Accurately date an archaeological find

Epic 25- 30 Assess behavioral patterns of a specific group
Nigh Impossible 31- 36 Assess behavioral patterns of a nation

Impossible 37+ Understand theature of magic

Academics (research)

surface
Cost N/A
Time: 0 AP

Mechanics You must perform a skill check for every
action you wish to perform while on a slippery, narrow,
or hazardous surface. The Difficulty depends on the
type of surface. If you succeed, you perform tlomact
If unsuccessful, you cannot, but still expend the AP for

performing the action. If you fail twice in a row, you
fall.

Special Moving over a slippery or narrow surface costs
twice as many AP, or the regular number of APldt a

penalty.

Agility(dode)

You research a topic to answer a research question. You dodge an attack or another hazard.
Examples of types of research are an archaeologicaBill check type Flat check
historical study, a translation, or a study in mythologyOpposed Yes, by (magical) attacks or hazards

Skill check type Leveled check
Opposed No

Reaction No

Cost N/A

Time: 8 hours (see description)

Reaction Yes, triggered when targeted with a (magical)

attack or hazard

Cost N/A

Time: 1 AP

Mechanics Use this skill to set your Hit Béulty. If
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your opponent does not beat your Hit Difficulty, you Opposed No
avoid the attack or haz aReattion Nof unsuccessful, you |doné
you attempt to dodge, you mag part of your Cost 1 Stamina

Reactiorrmove freely within the cube you are in. You Time: 2 or 3 AP

may do so even if your attertpdodge is unsuccessfulMechanics Use this skill to set the Difficulty for

so long as the attack does not incapacitate you. attacks or hazards to hit you until the end of your next
Special You may only set your Hit Difficulty once,  turn.

regardless of the skill you use to do so. You cannot s8pecial Moving in this way costs twice as many AP and
the Hit Difficulty for a (magical) attack or hazard madgou must spend at least 2 AP moving to use this skill.
with an Ambushdvantage. You receive a bonus (or You may still parry, counter, or dodge to increase your
penalty) to your Hit Difficulty depending on your Size Hit Difficulty even further.

category. Please refer to tdkleon page24for more

information. Animation (Body)

The Animation skill governs your supernatural gbility
Table @: Agility (balance) tasks shape and alter the things around you, whether living,
Task is... Difficulty ~ Example dead, or inanimate. You can also use it to create objects
Simple 1-3 Walk on a slimy agory surface from nothing. The Animation skill is important for
s o T 610 o 6 D 5 (I B e characters that seek to control their surroundings,
Difficult 7-12 Walk on a ledge half as wide as you are Change the phySIque of their allmkfaes, and call
Very Difficult 13-18 Walk on dedgeonequarter as wide as you are forth ObJECtS from thin air. It is used to cast, counter,

> ) detect, enchant, and learn spells or enchantments. It can

Extremely Difficult ~ 19- 24 Walk on a ledge oitenth & wide as you are

only be used for spells or enchantments that are
Epic 25-30 Walk on a cord ) ) i i .

associated with the Animation skill.
Nigh Impossible 31- 36 Walk on a slippery cord
Impossible 37 + Walk on a slippery cord in a storm Animation (Cast)

You cast an Animati spell.
Agility (initiative) Skill check type Varies (see relevant spell description)
You respond to the initiation of an Encounter on Opposed Yes, by dodging, countering, or (in melee)
behalf of your group and act quickly. parrying
Skill check type Flat check Reaction Varies (see relevant spell description)
Opposed No Cost Varies (see relevant spell description)
Reaction Yes, triggered when an Encounter begins Time: Varies (see relevant sgdekcription)
Cost N/A Mechanics The Difficulty to cast a spell on a character
Time: 0 AP or object is set by the target if he opposes it. If he doe,

Mechanics The group with the highest skill check  not oppose it, the Difficulty is 0, although the target 41
result acts first, followed by the second highest, and soay still receive bonuses to the Difficulty to hit him due

on. to his Ste category, cover, or otherwise.
Special Only the firstcharace r i n a g r o uThé Bifficalty & east a spkll that does not target a
turns may determine the initiative for his group. character or object is I|listed
Characters may not retry an Agility (initiative) skill
check. Animation (counter)
You counter an Animation spell.
Agility (tumble) Skill check type Flat check

You combine movement with somersaults, cartwheel§pposed Yes, by magical atks

handsprings, and other acrobatic maneuvers teredu Reaction Yes, triggered when targeted with an
the chance of getting hit while you move. Animation spell

Skill check type Flat check Cost N/A
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Time: 1 AP Reaction: No

Mechanics Use this skill to set the Hit Difficulty to ~ Cost 1 Stamina

affect you with an Animation spell in melee or from aTime: 8 hours (see descripijo

range. If you succeed, you counter the spell. If Mechanics The Difficulty of the first dice roll to learn

unsuccessf, the spell affects you. a spell or enchantment i s equ:
Special You may only set your Hit Difficulty once,  circle. The total number of hours required for the skill

regardless of the skill you use to do so. You cannot setieck is reduced by the result of the second dice roll

the Hit Difficulty for a (magical) attack or hazard madébut never below 1). {fou succeed, you learn the spell

with an Ambush advantage. or enchantment. If unsuccessful, you learn nothing.
Special At the GMds discretion,
Animation (detect) require multiple skill checks, while small projects may
You detect and idéfy traces of magic in your cube. take less time. Most spells will require a source to learn
Skill check type Flat check from.
Opposed No
Reaction No Animism (Soul)
Cost 1 Stamina The Animism skill determines a character's supernatural
Time: 3 AP ability to banish spirits and to call spirits to his aid from

Mechanics The Difficulty to detect traces of magic isbeyond, or to destroy the spirits of others. The

equal to the circle of the effect in place. The DifficultyAnimism skill is important for characters that would

to identify such traceseéqual to three times the circle destroy the spiritsf others and be able to banish

of the effect in place. If you succeed, you detect the creatures and call allies from beyond. It is used to cast,
effect and may identify it. If unsuccessful, you learn counter, detect, enchant, and learn spells or

nothing. enchantments. It can only be used for spells or
Special Large scale effects may require multiple skillenchantments that are associated with the Animism
checks. skill.

Animation (enchant) Animism (cast

You enchant an itemith an Animation enchantment. You cast an Animism spell.

Skill check type Flat check Skill check type Varies (see relevant spell description)
Opposed No Opposed Yes, by dodging, countering, or (in melee)
Reaction No parrying

Cost 1 Stamina per sacrifice Vitality Reaction: Varies (see relevant spell description)

Time: 1 Hour per sacrifice Vitality Cost Varies (see relevant spell description)

Mechanics The Difficulty to enchant an item is equal Time: Variegsee relevant spell description)
to the enchant meds d¥i t i iMethgnjcs Tthé Rifficsltato cast & spell on a character
the itemds Compl exi ty a dodobjectigsetdyethe basget if heToppesesiitt Ifehendoss
Complexity must be at least equal to the added Vitalitypt oppose it, the Difficulty is 0, although the target
Sanity, and Spirit of all sacrifices whose power itis may still receive bonuses to the Difficulty ttdihi due
imbued with. For further details, please consult the to his Size category, cover, or otherwise.
relevant enchantment deption. The Difficulty to cast a spell that does not target a
Special If the process of enchanting an item is character or object is I|listed
interrupted, it fails.

Animism (counter)

Animation (learn) You counter an Animism spell.
You learn Animation spells or Animation enchantmengkill check type Flat check
Skill check type Leveled check Opposed Yeshy magical attacks

Opposed No Reaction Yes, triggered when targeted with an
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Animism spell Skill check type Leveled check
Cost N/A Opposed No
Time: 1 AP Reaction: No

Mechanics Use this skill to set the Hit Difficulty to ~ Cost 1 Will

affect you with an Animism spell in melee or from a Time: 8 hours (see description)

range. If you succeed, you counter the spell. If Mechanics The Difficulty of the first dice roll to learn
unsuccessful, the spell affects you. a spell or enchantment i s |equ:
Special You may only set your Hit Difficulty once,  circle. The total number of hours required for the skill
regardless of the skill you use to do so. You cannot setieck is reduced by the result of the second dice roll
the Hit Difficulty for a (magical) attack or hazard madéout never below 1). If you succeed,lgatn the spell

with an Ambush advantage. or enchantment. If unsuccessful, you learn nothing.
Special At the GMds discretidgn,
Animism (detect) require multiple skill checks, while small projects may
You detetand identify traces of magic in your cube. take less time. Most spells will require a source to learn
Skill check type Flat check from.
Opposed No
Reaction No Apportation (Body)
Cost 1 Will The Apportation skill governs a character's supernatural
Time: 3 AP ability to move and manipulate characters and objects at

Mechanics The Difficulty to detect traces of magic isa distance through teleportation and telekinesis. The
equal to the circle of the effect in place. The DifficultyApportation skill is important for characters that seek

to identify such &ces is equal to three times the circlemethods of transportatioreyond the mundane and

of the effect in place. If you succeed, you detect the that seek to manipulate others and objects from great
effect and may identify it. If unsuccessful, you learn distances. It is used to cast, counter, detect, enchant, and

nothing. learn spells or enchantments. It can only be used for
Special Large scale effects may require multiple skill spells or enchantments that are associated with the
checks. Apportation Kill.

Animism (enchant) Apportatioftast)

You enchant aitem with an Animism enchantment.  You cast an Apportation spell.

Skill check type Flat check Skill check type Varies (see relevant spell description)
Opposed No Opposed Yes, by dodging, countering, or (in melee)
Reaction No parrying

Cost 1 Will per sacrifice Spirit Reaction Varies (see relevant spell description)

Time: 1 Hour per sacrifice Spirit Cost Varies (see relevant sgekcription) 43

Mechanics The Difficulty to enchant an item is equal Time: Varies (see relevant spell description)
to the enchant me ngiri§ and the rMethanics Tthén Rfficgltato cast & spell erbaschatcter
itemés Compl exity added otobjeckid shtdythe tafgét & heioppesesdtsif he does
Complexity must be at least equal to the added Vitalitypt oppose it, the Difficulty is 0, although the target
Sanity, and Spirit of all sacrifices whose power itis may still receive boses to the Difficulty to hit him due
imbued with. For further details, please consult the to his Size category, cover, or otherwise.
relevant enchantment descriptio The Difficulty to cast a spell that does not target a
Special If the process of enchanting an item is character or object is I|listed
interrupted, it fails.

Apportation (counter)
Animism (learn) You counter an Apportation spell.
You learn Animism spells or Animism enchantments. Skill check type Flat check
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Opposed Yes, by magical attacks Apportation (learn)

Reaction Yes, triggered when targeted with an You learn Apportation spells or Apportation
Apportation spell enchantments.

Cost N/A Skill check type Leveled check

Time: 1 AP Opposed No

Mechanics Use this skill to set the Hit Difficulty to  Readion: No
affect you with an Apportation spell in melee or from €ost 1 Will

rangelf you succeed, you counter the spell. If Time: 8 hours (see description)
unsuccessful, the spell affects you. Mechanics The Difficulty of the first dice roll to learn
Special You may only set your Hit Difficultyonce, a spell or enchantment i s

regardless of the skill you use to do so. You cannot seitcle. The total number of hours required for the skill
the Hit Difficulty for a (magical) attack or hazard madeheck is reduced by the testi the second dice roll

with an Anbush advantage. (but never below 1). If you succeed, you learn the spell
or enchantment. If unsuccessful, you learn nothing.

Apportation (detect) Special At the GMOs discreti

You detect and identify traces of magic in your cube.require multiple skill checks, while small projects may

Skill check type Flat check take lessrtie. Most spells will require a source to learn

Opposed No from.

Reaction No

Cost 1 Will Athletics (Body)

Time: 3 AP The Athletics skill determines your athletic ability. The

Mechanics The Difficulty to detect traces of magic isAthletics skill is important for characters that want to be
equal to the circle of the eaffén place. The Difficulty —quick, have physical endurance, and wield thrown

to identify such traces is equal to three times the circeapons. It is uséd climb, compete with others, jump,
of the effect in place. If you succeed, you detect the land, lift objects, pursue, run, swim, and throw.

effect and may identify it. If unsuccessful, you learn

nothing. Table 6: Athletics (climb) tasks

Special Large scale effects may require mustiile Task is... Difficulty ~ Example

CheCkS- Simple 1-3 Climb a surface with tailored foahd handholds
Average 3-6 Climb knotted rope oiggings

Apportation (enchant)
You enchant an item with an Apportation enchantme

Difficult 7-12 Climb a tree or an unknotted rope

) Very Difficult 13-18 Climb a vertical rough surface
Skill check type Flat check » ,
Extremely Difficult ~ 19- 24 Climb a rough surface atBs°
Opposed No
. Epic 25-30 Climb a rough surface at5@°
Reaction No
. . .. Nigh Impossible 31- 36 Climb a ough surface at 4%°
Cost 1 Will per sacrifice Spirit
Impossible 37+ Climb a completely smooth surface

Time: 1 Hour per sacrifice Spirit
Mechanics The Difficulty to enchant an itesnequal

equ.

on,

to the enchant ment ds ci rAthletes(clim)e sacri ficeds Spirit,

itembs Compl exity added Ybuhglckon toarruneveh brénclined surfages(including
Complexity must be at least equal to the added Vitalitppes and ladders) or move by climbing that surface.
Sanity, and Spirit of all sacrifices whose power itis Skill check type Flat check

imbued with. For further déf& please consult the Opposed No

relevant enchantment description. Reaction Yestriggered when climbing
Special If the process of enchanting an item is Cost N/A
interrupted, it fails. Time: 0 AP

Mechanics You must perform a skill check for every
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action you wish to perform while climbing. The
Difficulty depends on the type of surface. If you

Athletics (lift)
You lift or push an object.

succeed, you can perform the action. If unsuccessfulSkill check type Flat check
you canot, but still expend the AP for performing the Opposed No

action. If you fail twice in a row, you fall.

Reaction No

Special Moving while climbing costs twice as many ABpst N/A

or the regular number of AP atld penalty.

Athletics (compete)

You compete with other characters itetithevents.
Skill check type Flat check

Opposed Yes, by Athletics (compete)

Reaction No

Cost N/A

Time: Varies

Mechanics All participating characters roll a skill

Time: 1 AP

Mechanics The Difficultyy s equal to the
Encumbrance. If you succeed, you lift or push the

object.

Special You do not need to make a skill check to lift an
object when its Encumbrance score is equal to or lower
than your Body level.

Athletics (pursue)
You pursue anotheharacter or shake pursuers.

check. The character with the highest skill check resuikill check type Flat check

is first in the competitionplfowed by the second
highest, and so on.

Athletics (jump)

You perform a standing or running jump.

Skill check type Flat check

Opposed No

Reaction No

Cost N/A

Time: 1 AP

Mechanics The Difficulty for a horizontal jump is
equal to the total Encumbrarafeyour equipment + 3
for every meter beyond the first. The Difficulty for a

Opposed Yes, by Athletics (pursue)

Reaction Yes, for the pursued, triggered when being
pursued

Cost N/A

Time: 3 AP

Mechanics The pursued character sets the Difficulty
for the pursuer. The chatar who is successful gains a
number of cubes on his opponent equal to his speed
score.

Special The character who is being pursued receives a
+1d mundane bonus to represent the pursued
characterds advantage.

vertical jump is equal to the total Encumbrance of yoithletics (swim)
equipment + 3 for every third meter beyond the first You stay above water or swimany liquid.

third meter. If you succeed, you clear the jump. If
unsuccessful, yalo not.
Special You receive a +1d mundane bonus when

Skill check type Flat check

obj

Opposed No /‘\

Reaction Yes, triggered when in liquid 45

performing a running jump. A running jump costs 2 ABost N/A

Athletics (land)

You land properly when falling to mitigate damage.
Skill check type Flat check

Opposed No

Reaction Yes, triggered when landing

Cost: N/A

Time: 1 AP

Time: 0 AP

Mechanics You must perform a skill check for every
action you wish to perform while in liquid. The
Difficulty depends on the type of lid@ind the

current. If you succeed, you can perform the action. If
unsuccessful, you cannot, but still expend the AP for
performing the action. If you fail twice in a row, you go
under.

Mechanics The total damage you receive from a fall Special Moving while swimming costs twice as many

reduced by your skill check result.

AP, or the regularumber of AP at ald penalty.
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Table 6: Athletics (swim) tasks

Task is... Difficulty Example

Simple 1-3 Still shallows

Average 3-6 Shallows with moderate current
Difficult 7-12 Calm river, shore, or lake

Very Difficult 13- 18 Deep sear riverwith strong current

Extremely Difficult ~ 19- 24
Epic 25- 30
Nigh Impossible 31- 36

Impossible 37+

Athletics (throw)

You throw a weapon or an improvised weapon at an

object or a pson.

Rapids
Stormy river, shorer lake
Stormy sea

Sea in a hurricane

Skill check type Leveled check

Opposed Yes, by dodging or (in melee) parrying

Reaction No
Cost N/A
Time: 1 AP

your targetds Hit Difficulty.
the second dice roll equals total Body damage you deal
to the target.

Brawl (grapple)

You grapple with an adversary.

Skill check type Leveled check

Opposed Yes, bylodging or parrying

Reaction: No

Cost N/A

Time: 3 AP

Mechanics To grapple with your target, the result of
your first dice roll must be equal to or higher than your
targetdés Hit Difficulty. 1 f yi
second dice roll equals totaldl damage you deal to

the target. Additionally, the defender loses his remaining
AP and cannot move until the end of his next turn.
Special Instead of dealing damage, a character who
successfully grapples another character may lift and
carry or drag higpponent into any cube within a ene
cube radius.

Mechanics To hit your target with an attack, the result

of your first dice roll must be equal to or higher than Braw! (parry)

your t ar gty B gou sdicceed, he fedult of You parry an attack while unarmed.
the second dice roll equals total Body damage you dé&ill check type Flat check

to the target.

Opposed Yes, by (magical) attacks or hazards

Special You receive a penalty to this skill check if yolReaction Yes, triggered when targeted with a (magical)
perform attacks out

increment.

Brawl! (Body)

tattaek inmeleep onds fir st range

Cost 1 Stanina
Time: 0 AP
Mechanics Use this skill to set your Hit Difficulty in

The Brawl skill g@rns your ability to use your body asmelee. If your opponent does not beat your Hit

a weapon. The Brawl skill is important for characters Difficulty, you avoid the attack or hazard. If

that want to master the art of unarmed fighting. It is unsuccessful, you do not.

used to grapple, make unarmed attacks against obje&pecial You may only set your Hit Difficulty once,
or characters, and to parry attacks.

Brawl (attack)

regardlessfdahe skill you use to do so. You cannot set
the Hit Difficulty for a (magical) attack or hazard made
with an Ambush advantage. You receive a bonus (or

Youmake an unarmed attack with your body against paenalty) to your Hit Difficulty depending on your Size

object or a person.

Skill check type Leveled check
Opposed Yes, by dodging or parrying

Reaction No
Cost N/A
Time: 1 AP

category. Please refer to tdbleon page?4for more
information.

Close Combat (Body)
The Close Combat skill governs your ability in melee
combat with melee weapons. Close Combat is

Mechanics To hit your target with an attack, the resulimportant for characters that fight in melee and engage

of your first dice roll mai be equal to or higher than
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in manto-man combat. It is used to perform armed Crafts (craft)

attacks and tparry attacks. You craft an object.
Skill check type Leveled check
Close Combat (attack) Opposed No
You make an attack with a melee weapon against anReaction: No
object or a person. Cost N/A
Skill check type Leveled check Time: 8 hours (see description)
Opposed Yes, by dodging or parrying Mechanics The Difficulty of the first dice roll to craft
Reaction No an object is equal to the ||obj
Cost N/A and Complexity. The total number of hours required
Time: 1 AP for the skill check is reduced by the result of the second

Mechanics To hit your target with an attattie result  dice roll (but never below 1f).ylou succeed, you craft

of your first dice roll must be equal to or higher than the object. If unsuccessful, you fail and waste half of
your targetos Hit Diff i cthebasgmatelialsusgdou succeed, the| res
the second dice roll equals total Body damage you d&gdecial At t he GM6s di scretign, I

to the target. require multiple skill checks, while small projects may
take less time. To craft an object, yadre be familiar

Close Combat (parry) with its design. You also need base materials worth half

You use a melee weapon to parrytackat the listed price of the object and appropriate tools.

Skill check type Flat check

Opposed Yes, by (magical) attacks or hazards Crafts (repair)

Reaction Yes, triggered when targeted with a (magicalu repair a damaged object.

attack in melee Skill check type Leveled check

Cost 1 Stamina Opposed No

Time: 0 AP Reaction No

Mechanics Use this skill to set your Hit Difficulty in  Cost N/A

melee. If your opp@mt does not beat your Hit Time: 8 hoursgee description)

Difficulty, you avoid the attack or hazard. If Mechanics The Difficulty of the first dice roll to

unsuccessful, you do not. repair an object is equal |to

Special You may only set your Hit Difficulty once,  category and Complexity. The total number of hours
regardless of the skill you use to do so. You cannot setquired for the skill check is reduced by the result of
the Hit Difficulty for a (magical) attack ordval made the second dice roll (boever below 1). If you succeed,
with an Ambush advantage. You receive a bonus (or you repair the object and restorénitsgrity Poing. If
penalty) to your Hit Difficulty depending on your Size unsuccessful, the object is still damaged.

category. Please refer to tdbleon page?4for more Special At the GMds discretli dn, |

information. require multiple skill checks, while small projects may
take less timdo repair an object, you may need to be

Crafts (Mind) familiar with its design. You may also need base

The Crafts skill determines your skill in crafting, materials worth one tenth of the listed price of the

repaimng, and sabotaging various objects. The Crafts object and appropriate tools.
skill does not govern design and invention of new
objects, which is the domain of the Science (design) @rafts (sabotage)
Creativity (design) skill. The Crafts skill is important fdfou sabotage an object.
characters that want to be able to regadfor craft Skill check type Leveled check
equipment and sabotage that of their opponents. It isOpposed No
used for crafting, repairing, and sabotaging objects. Reaction No

Cost N/A
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Time: 1 hour Special At the GMdés discretion, |
Mechanics The Difficulty of the first dice roll to require multiple skill checks, while small projects may
sabotage an object is edakeldsstimee t he objectds added Siz

category and Complexity. The result of the second dice
roll equals total Body damage you deal to the target. Creativity (design)
This Body damage bypasses Defense Points and  You design a work of visual art (suchaagtipgs or

Resistance. sculptures) or improve upon a practical design to give it
Special The GM may rule that some objects cannot ke additional decorative value (such as ceramic art,
sabotaged. furniture and ornamental sculptures).

Skill check type Leveled check
Table G: Creativity (compose) tasks Opposed No
Task is... Difficulty ~ Example Reaction No
Simple 1-3 Write a simple rhyme Cost N/A
Average 3-6 Write 1,000 wosdof pulpy prose Time: 8 hOUfS (See descm)
. - Write a simple jingle or tune Mechanics The Difficulty of the first dice roll to
P — B [ design a work is equal to the added Complexity and (if

» _ o applicable) Size category of the design. The total

Extremely Difficult ~ 19- 24 Write 1,000 words of high literature . X .

number of hours required for the skill check is reduced
Epic 25-30 Write a classic opera or play )

by the result of the second dice (fwlit never below 1).
Nigh Impossible 31- 36 Write 1000 words of woridhaking literature .

If you succeed, you design your work. If unsuccessful,
Impossible 37+ Write an unforgettable, wodlanging song

you design an inferior work or nothing at all.

Special At the GM&és discretion,
Creativity (Soul) require multiple skill checks, while small projects may

The Creativity skill governs your creative abilities. Théake less time.

Creativity skill is not used to craft objects or to design

and invent practicabjects, which are the domains of Table8: Creativity (perform) tasks

the Crafts (craft) skill and the Science (design) skill Taskis.. Difficulty  Example
respectively. The Creativity skill is important to Simple 1-3 Perform for lovers, best friends, and dear family
characters that want to be artists and influence othereage G oD o G e, Gty i) s o )
through thelr WOfk. Itis used to Compose or deSIQn aDifficuIt 7-12 Perform for acquaintances and people who like
ard to perform or dlsplay art. Very Difficult 13-18 Perform for a neutral crowd
. Extremely Difficult ~ 19- 24 Perform for people who think you waste their tir
Creativity (compose)
. ) Epic 25-30 Perform for people who dislike you
You compose a work of literature or performing art,
. Nigh Impossible 31- 36 Perform for people who hate you

such as prose, poetry, plays, music, and so on.

. | ibl 37 Perfi f
Skill check type Leveled check Es + bt
Opposed No
Reaction No Creativity (perform)
Cost N/A You perform or display a work of art.
Time: 8 hours (see description) Skill check type Flat check
Mechanics: The Difficulty of the first dice roll to Opposed No

compose art depends on the complexity of the work.Reaction: No

The total number of hours required for the skill checkCost N/A

is reduced by the result of the second dice roll (but Time: Varies

never below 1). If you succeed, you compose your Mechanics The Difficulty to perform a work of art
work. If unsuccessful, you compose an inferior work @epends on the disposition of the crowgolf

nothing at all. succeed, the crowd is moved by your performance and
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may even pay you. If you fail, the crowd will ignore yddeflect) skill check in response to a single attack or

or may even become hostile. hazard. You may not use the Defense (deflect) skill to
Special If you improvise an act, you incul@ block damage dealt by a (magical) attack or hazard made
penalty. with an Ambush advantage. Yoy mse the Defense
(deflect) skill to block damage dealt by a (magical) attack
Defense (Body) or hazard that the original target failed to dodge or

The Defense skill determines your ghiditsuccessfully parry.
use armor in combat. The Defense skill is important for

characters that want to proficiently use armor in Guile (Body)

combat. It is used to block or deflect attacks. The Guile skill determines your capability in physical
deception, theft, and burglary. The Guile skill i

Defense (block) important for characters that want to be good at

You block an attack with your armor. sneaking, stealing, dirty fighting, and covert operations.

Skill check type Flat check It is used to bluff, conceal, disable devices, pick pockets,

Opposed No and sneak.

Reaction Yes, triggered when damage is received

Cost 1 Stamina Guile (bluff)

Time: 0 AP You feign a maneuver to mislead an adversary or

Mechanics You generate a number of Defense Pointsnpersonatanother character.
equal to the result of your dice roll. Defense Points a&kill check type Flat check
capped at a maximum that depends on your armor s€@pposed Yes, by Perception (intuition)
You subtact damage you receive from Defense Point®eactiorn: No
before it flows down to you. Resistance, if any, is alw&gst N/A
subtracted from Body damage first and before you Time: 1 AP
decide if you perform a Defense (block) skill. Mechanics The Difficulty is set by the target. If you
Special You may only perform one Defense (block) succeed, the target falls for your bluff; if the bluff is a
skill cleck in response to an attack or hazard. You magombat maneuver,dharget loses 1 AP. If you fail, the
use the Defense (block) skill to block damage dealt biaeget does not fall for your bluff and does not lose AP.
(magical) attack or hazard that you failed to dodge or
parry or that was made with an Ambush advantage. Guile (conceal)

You conceal an object on your body or in a location.

Defense (deflect) Skill check type Flat check

You intercept and block artiaatk or other damage Opposed Yes, by Perception (investigate) or

dealing effect directed at an adjacent character. Perception (detéc /‘\
Skill check type Flat check Reaction No 49
Opposed No Cost N/A

Reaction Yes, triggered when an adjacent ally receivégme: 3 AP

damage Mechanics Use this skill to set the Difficulty for

Cost 1 Stamina another character to find the object.

Time: 1 AP Special You may receive a +1d mundane bonus to this

Mechanics You generate a number of Defense Pointskill check if the object is of Size category 4 or smaller
equal to the result of your dice roll. Defense Points arand a1d penaltyper Size category of the object above
capped at a maximum that depends on your armor. 5. This bonus or penalty may alter depending on the
Damage dealt to the protected character is subtractedircumstances.

from these Defense Points (and, if applicable, your

Resistance) before it flows down to the otitanget.

Special You may only perform a single Defense
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Guile (disable) skill check if there is bad visibility and a +1 mundane
You disable or open a mechanical device, such as a tsapus per cube you are removedifthe observing

or a lock, without damaging it. character. You may incula penalty to this skill check
Skill check type Flat check if there is good visibility. You cannot hide in plain sight.
Opposed No Moving while sneaking costs twice as many AP.
Reacfon: No

Cost N/A Infusion (Body)

Time: 3 AP The Infusion skill governs a character's supernatural

Mechanics The Difficulty to open a lock or disarm a ablity to manipulate life forces, specifically to infuse
trap is equal to the Complexity of the lock or trap. If other beings with energy that heals or harms them. The
you succeed, you open the lock or disarm the trap. Th&fusion skill is important to characters who would be
lock or trap is not damaged by this. If you fail, the  healers or who seek to harm others through
device isinaffected. Traps have a 50% chance of manipulation of life energy. It is used to casmter,
springing on an unsuccessful attempt to disarm themdetect, enchant, and learn spells or enchantments. It can
Special At the GM&s di s cr e tonlybe useddon spels ce enchdnémentsahatsare ma y
require multiple skill checks. To disable a device, youassociated with the Infusion skKill.
need appropriate tools.

Infusion (cast)

Guile (pick pocket) You cast an Infusion spell.

Youliftan obj ect fr om anot he3kil chacktypae Varies (s@eselelbaat dpell description)
Skill check type Flat check Opposed Yes, by dodging, countering, or (in melee)
Opposed Yes, by Perception (detect) parrying

Reaction No Reaction: Varies (see relevant spell description)

Cost N/A Cost Varies (see relevant spell description)

Time: 1 AP Time: Varies (see relevant spell description)
Mechanics Use this skill to set the Difficulty for Mechanics The Difficulty to cast a spell on a charact

another character to observe your theft. If you succeedobject is set by the target if he opposes it. If he does
your theft goes unobserved. If unsuccessful, you are not oppose it, the Difficulty is 0, although the target
spotted may still receive bonuses to the Difficulty to hit him due
Special You may incurd.d penalty on this skill check to his Size category, cover, or otherwise.
per Size category of the object above 3. This penalty The Difficulty to cast a spell thties not target a
may alter depending on the circumstances. You canldfth ar act er or object is |listed
objects of up to two size categobe®w your own.
Infusion (counter)

Guile (sneak) You counter an Infusion spell.

You move stealthily and silently in order to remain  Skill check type Flat check

unseen and unheard. Opposed Yes, by magical attacks

Skill check type Flat check Reaction Yes, triggered when targeted with an
Opposed Yes, by Perception (detect) Infusion spell

Reaction No Cost N/A

Cost N/A Time: 1 AP

Time: N/A Mechanics Use this skill to set the Hit Difficulty to
Mechanics Use this skill to set the Difficulty for affect you with an Infusion spell in melee or from a

arother character to spot or hear you. If you succeedrange. If you succeed, you counter the spell. If

you are not observed or heard. If you fail, you are  unsuccessful, the spell affects you.

located. Special You may only set your Hit Difficutince,

Special You may receive a +1d mundane bonus to thiggardless of the skill you use to do so. You cannot set
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the Hit Difficulty for a (magical) attack or hazard madéout never below 1). If you succeed, you learn the spell

with an Ambush advantage. or enchantment. If unsuccessful, you leatmmpt
Special At the GMds discretidgn,
Infusion (detect) require multiple skill checks, while small projects may
You detect and identify traces of magic in your cube.take less time. Most spells will require a source to learn
Skill check type Flat check from.
Opposed No
Reaction No Intimidate (Soul)
Cost 1 Stamina The Intimidate skill governs your ability to influence
Time: 3 AP othe's through threatening (body) language. The

Mechanics The Difficulty to detect traces of magic isIntimidate skill is important for characters that want to
equal to the circle of the effect in place. The Difficultybe able to bully others around and generally make a
to identify such traces is equal to three times the circliireatening display. It is used to bully or interrogate.
of the effect in place. If you succeex, detect the

effect and may identify it. If unsuccessful, you learn Intimidate (bully)

nothing. You bully another charactetil he submits.

Special Large scale effects may require multiple skill Skill check type Flat check

checks. Opposed Yes, by Intimidate (bully) or Perception
(intuition)

Infusion (enchant) Reaction: Yes, for the bullied, triggered when bullied

You enchant an item with an Infusion enchantment. Cost N/A

Skill check type Flat check Time: 3 AP for the bully; O AP for the bullied character

Opposed No Mechanics The bulliea¢tharacter sets the Difficulty for

Reection: No the bully. If the bully is successful, the target is

Cost 1 Stamina per sacrifice Vitality intimidated and acts accordingly. If the bully fails, the

Time: 1 Hour per sacrifice Vitality bullied character is unimpressed.

Mechanics The Difficulty to enchant an item is equal
to the enchant ment ds ci ridimidate (intelhragatgacr i fi ceds Vi tali
the itemds Compl exi ty a dvduenderrdgategaadthbreharactelth abtain t e md s
Complexiy must be at least equal to the added Vitalitynformaton.

Sanity, and Spirit of all sacrifices whose power itis Skill check type Flat check

imbued with. For further details, please consult the Opposed Yes, by Intimidate (interrogate), Perception

relevant enchantment description. (intuition), or Manipulation (lie)

Special If the process of enchanting an item is Reaction Yes, for the interrogated, triggered when /‘\

interrupted, itdils. interrogated 51
Cost N/A

Infusion (learn) Time: 3 AP for the interrogator; 0 AP for the

You learn Infusion spells or Infusion enchantments. interrogatedharacter

Skill check type Leveled check Mechanics The interrogated character sets the

Opposed No Difficulty for the interrogator. If the interrogator is

Reaction No successful, the target yields the desired information. If

Cost 1 Stamina the interrogator fails, the interrogated character

Time: 8 hours (see description) responds as he desires.

Mechanics The Difficulty of the first dice roll to learn

aspellorenchante nt i s equal t o Mahipulaten (foulmes t he spell 6s

circle. The total number of hours required for the skillThe Manipulation skill determines your ability in verbal
check is reduced by the result of the second dice rolldeceitful manipulation and provocation. The
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Manipulation skill is vital to characters that want to cofime: 3 AP for be insulting character; 0 AP for the

cheat, and provoke others. It is used to brag, distractJistener

insult, and lie. It is noised to flatter or convince othersMechanics The listener sets the Difficulty for the

or to intimidate them; those are the domains of the insulting character. If the insulting character is

Speechcraft skill and the Intimidate skill respectively. successful, the listener is provoked and acts accordingly.
If the distracting character fails, the listeasgonds

Manipulation (brag) adequately and is not provoked.

You make an ostentatious speech in which you magnify

your accomplishments. Manipulation (lie)

Skill check type Flat check You lie to others.

Opposed Yes, by Perception (intuition) or Skill check type Flat check

Manipulation (brag) Opposed Yes, by Perception (intuition) or

Reaction Yes, for the listener, triggered when braggedanipulation (lie)

against Reaction Yes, for the listener, triggered when lied to
Cost N/A Cost N/A

Time: Varies Time: Varies

Mechanics The listener sets the Difficulty for the Mechanics: The listener sets the Difficulty for the liar.
braggart. If the braggart is successiiligtener is If the liar is successful, the listener believes him. If the
impressed and will look upon the braggart more l'iar fails, the I|Iistener Kknow:
favorably. If the braggart fails, the listener is Special Some lies may be so blatantly untrue that no

unimpressed and may think less of the braggart. one will believe them.

Manipulation (distract) Medicine (Mind)

You distract another character or lure him to another The Medicine skill governs medical science and
location. knowledge and its application. The Medicine skill is
Skill check type Flat check important to characters that want to aid or nurse others
Opposed Yes, by Perception (intuition) or and tend to wounds skillfully. It is used to analyze, cure
Manipulation (distract) poison or disease, give first eednimate others,

Reaction Yes, for the listener, triggered when faced perform surgery, and give treatment.
with a distraction

Cost N/A Medicine (analysis)

Time: 3 AP for the distracting character; 0 AP for the You analyze a medical situation or problem. This varies
listener from diagnosing a personds
Mechanics The listear sets the Difficulty for the personf6s cause of death to

distracting character. If the distracting character is of death.
successful, the listener is distracted for at least 1 rousdkill check type Flat check
If the distracting character fails, the listener is likely t@pposed No

be even more alert. Reaction No

Cost N/A
Manipulation (insult) Time: Varies
You humiliate or provoke others into saying rash thingdechanics The Difficulty to perform a diagnosis is
or performing rash actions. equal to the level of the disease or poison that affects
Skill check type Flat check the patient, whereas the Difficulty to analyze a situation
Opposed Yes, by Perception (intuition) or depends on the omplexity of that situation. If you
Manipulation (insult) succeed, you deduce information on the subject. If

Reaction Yes, for the listener, triggered when insultedinsuccessful, you learn nothing.
Cost N/A

de:
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you have to perform first aid in unfavorable

Table 8: Medicine (analysis) tasks circumstances, such as in combat or on a moving object.
Task is... Difficulty  Example If you treat a character other than yourself, t
Simple 1-3 Check for life signs character must lie still and cannot act on his next turn.
Average 3-6 Determine cause afeath (if within 24 hrs.)
Difficult 7-12 Determine time of death (if in past 24 hrs.) Medlcme (reanlmate)
Very Difficult 13- 18 Determine cause of death (if within 1 week) You reanimate a CharaCter WhO has recently dled due to
o . S Vitality loss.

Extremely Difficult ~ 19- 24 Determine day of death (if within 1 week) i

Skill check type Flat check
Epic 25- 30 Determine case of deatifanytime)

Opposed No
Nigh Impossible 31- 36 Determine day of deathnytime) .

Reaction No
Impossible 37+ Determine exact time of death Cost 1 InteIIeCt

Time: 3 AP
Medicine (cure) Mechanics The Difficulty to reanimate a recently
You cure another character of a disease, infection, odeceased character is equal to the number of rounds
another ailment. that the character has been dead. If you succeed, the
Skill check type Flat check target returns to life with 1 Vitality, 1 Sanity, and 1
Opposed No Spirit. If unsuccessful, the target remains dead.
Reaction No Special You may receive a penalty to this skill check if
Cost 1 Intellect you have to reanimate in unfavorable circumstances,
Time: Varies (see below) such as in combat or on a moving object. The body of

Mechanics You must treat the patient for at least onethe target must be intact.

hour, although this may be longer depending on the

disease or poison. Your patient receives a mundane Medicine (surgery)

bonus equal to your skill check resuhismext You perform surgery on another character (but not

<

attempt to beat the di s egeusdfadireat gpevouswoundssandDestord Vitality. | t
Special You may receive a penalty to this skill check &kill check type Leveled check
you have to perform treatment in unfavorable Opposed No
circumstances, such as in combat or on a moving objeetaction. No
The character who receives treatmuerst lie still and  Cost 1 Intellect
cannot act. For more information on poison and Time: 8 hours (see description)
disease, see ChagéAdventuring). Mechanics The Difficulty of the first dice roll is equal

to the total Vitality lost by the patienteTbtal number
Medicine (first aid) of hours required for the skill check is reduced by the
You give first aid to a character (including yourself) amesult of the second dice roll (but never below 1). If 53
mitigate the effects of grievous wounds. you succeed, the surgical procedure is successful and all
Skill check type Flat check Vitality is restored to the patient. If you fail, the patient
Opposed No receivesd Body damage.
Reaction No Special Extensive surgery may require multiple skill
Cost 1 Intellect checks. You may receive a penalty to this skill check if
Time: 3 AP you have to perform surgery in unfavorable

Mechanics The Difficulty to perform first aid is 6. If circumstances, such as in combat or on a moving object.
you succeed, the effects of any Disability Counters The character who receives suygnust lie still and
incurred by the character as a result of Body damagean@ot act.

suppressed until he receives Bodyadaror until the

Disability Counters are removed.

Special You may receive a penalty to this skill check if



The Stage RPG

54

Core Rulebook

Medicine (treatment) craft, see ChaptBéi(Adventuring).

You treat the wear or minor wounds of another

character (but not yourself) to restore Stamina. Operate (navigate)

Skill check type Leveled check You control a vehicle or craft over an extended period
Opposed No of time to reach a destination.

Reaction No Skill check type Flat check

Cost 1 Intellect Opposed No

Time: 3 AP Reaction Yes, triggered when operating a craft or

Mechanics The Difiiculty of the first dice roll is equal vehtcle
to the total Stamina lost by the patient. The result of Cost N/A
the second dice roll equals total Stamina restored to ffiene: Varies

patient. Mechanics The Difficulty depends on the type of
Special You may receive a penalty to this skill check iraft or vehicle you control. If you succeed, you
you have to perform treatment inawdrable navigate the craft or vehicle within the limits of its

circumstances, such as in combat or on a moving objaloilities for a period of time determined by the GM

The character who receives treatment must lie still anidsually an hour or alfday). If you fail, you get lost.

cannot act on his next turn. Special You need to be in the area designated for
operation of a specific vehicle to perform this skill

Operate (Mind) check (e.g. the steering wheel, control panel, or cockpit).

The Operate skill governs your control over craft and

vehicles. The Operate skill is nadufor the control Perception (Soul)

and operation of (mechanical) objects that are not The Perception skill determines yaitity in sensory,
vehicles; that is the domain of the Science (control) social, and intuitive observation and attribution. The
skill. The Operate skill is useful to characters that waRerception skill is invaluable to characters who want to
to employ craft and vehicles. It is used to control andbe aware of their surroundings and correctly interpret

navigate. the behavior of others. It is used to detect others or
objects,consl t oneds intuition,

Operafgontrol)

You control a vehicle or craft to perform quick Perception (detect)

maneuvers, defend, or attack. You use your senses (such as sight, hearing, smell, or

Skill check type Flat check taste) to become aware of characters or objects in

Opposed No concealment or that are otherwise difficult to detect.

Reaction Yes, triggered when controlling a craft or  Skill check type Flat check

vehicle Opposed Yes, by Guile (conceal), Guile (pick pocket),

Cost N/A or Guile (sneak)

Time: 3 AP Reaction Yes, triggered by sensory input that cannot

Mechanics The Difficulty depends on the ¢éypf be detected effortlessly

craft or vehicle you control. If you succeed, you contrGlost N/A

the craft or vehicle within the limits of its abilities for Irime: 0 AP

round. If you fail, the craft or vehicle is unresponsive.Mechanics The Difficulty depends on what you are
If you fail twice in a row, you lose control and trying to detect eiif trying to detect eharacter or his
something goes wrong. actions-is set by the target. If you succeed, you are
Special: You need to be in the area designated for aware of the character or object. If you fail, the
operation of a specific vehicle to perform this skill  character or object remains undetected.

check (e.g. the steering wheel, control panel, or cockpit).

Vehicles or craft may be used to attack or respond to

attacks. For more information on cofling vehicles or
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Perception (intuition) supernatural ability to project forces and elemental

You detect when someone tries to trick, intimidate, oreffects, specifically supernatural wards against harm or
otherwise inflence you. volatile elementeffects. The Projection skill is

Skill check type Flat check important to characters that seek to inflict damage to
Opposed Yes, by Guile (bluff), Intimidate (bully), the world around them or that seek to shield themselves
Intimidate (interrogate), Manipulation (brag), and their allies from such harm. It is used to cast,
Manipulation (distract), Manipulation (insult), counter, detect, enchant, and learn spells or
Manipulation (lie), and Speechcraft (persuade) enchantmentdt can only be used for spells or

Reaction Yes, trigged when intimidated, deceived, orenchantments that are associated with the Projection
persuaded skill.

Cost N/A

Time: 0 AP Projection (cast)

Mechanics Use this skill to set the Difficulty to affect You cast a Projection spell.
you with attempts at intimidation, deceit, or persuasidakill check type Varies (see relevant spell description)
If you succeed, you are unaffected. If unsuccessful, @pposed Yes, by dodging, countering, or (in melee)

are intimidated ,etteived, or persuaded and act parrying
accordingly. Reaction Varies (see relevant spell desonipt
Cost Varies (see relevant spell description)
TableG0: Perception (detect) tasks Time: Varies (see relevant spell description)
Task is... Difficulty ~ Example Mechanics The Difficulty to cast a spell on a character
Simple 1-3 Listen in on a normal conversationin your cube O Object is set by the target if he opposes it. If he does
Average 3-6 Spot a coin on the floor in your cube not Oppose It! the DIffICUIty iS 0! altlgbllhe target
Difficult 7-12 Listen in @ a hushed conversation in your cube may still receive bonuses to the DIffICUIW to hit him due
Very Difficult 13-18 Spot a coiron the floor in your cube in low light to his Size Category’ cover, or otherwise.
» o - The Difficulty to cast a spell that does not target a
Extremely Difficult ~ 19- 24 Listen in on a hushed conversation in the next r . . .
character or object is I|igdgted
Epic 25- 30 Spot a coin in your cube in nézal darkness
Nigh Impossible 31- 36 Hear a mouse breath N .
Projection (counter)
Impossible 37+ Spot giece of codh your cube in total darkness You cownter a Projection Spe"
N Skill check type Flat check
Opposed Yes, by magical attacks
Perception (investigate) Reaction Yes, triggered when targeted with a
You thoroughly investigate an area of approximately Rrojection spell
square meter. Cost N/A /‘\
Skill check type Flat bieck Time: 1 AP 55
Opposed Yes, by Guile (conceal) Mechanics Use this skill to set the Hit Difficulty to
Reaction No
Cost N/A Table 1 Perception (investigate) tasks
Time: 3 AP Task is... Difficulty Example
Mechanics The Difficulty depends on the object that _ _ _
. . . . . Simple 1-3 Find a dagger in a full chest
you are trying to find eif trying to find a concealed A e I
i ) . Average = Ina a coin in a tull chest
object-is set by the character who concealed the obje
. . . Difficult 7-12 Find a needle in a full chest
If you succeedpou find the object. If you fail, the
. . Very Difficult 13-18 Find a daggen debris
object remains concealed.
Extremely Difficult ~ 19- 24 Find acoinin debris
Epic 25-30 Find a needli debris

Projection (Body)
The Projection Skl” determines a Character's Nigh Impossible 31-36 Find a real coin in a chest full of replicas

Impossible 37+ Find a needle in a haystack
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affect you with a Projectiopedl in melee or from a Time: 8 hours (see description)

range. If you succeed, you counter the spell. If Mechanics The Difficulty of the first dice roll to learn
unsuccessful, the spell affects you. a spell or enchantment i s equ:
Special You may only set your Hit Difficulty once,  circle. The total number of hours requiredHerskill

regardless of the skill you use to do so. You cannot selteck is reduced by the result of the second dice roll

the Hit Difficulty for a (magicaltatk or hazard made (but never below 1). If you succeed, you learn the spell

with an Ambush advantage. or enchantment. If unsuccessful, you learn nothing.
Special At the GMOds discretion,
Projection (detect) require multiple skill checljile small projects may
You detect and identify traces of magic in your cube.take less time. Most spells will require a source to learn
Skill check type Flat check from.
Opposed No
Reaction No Psionics (Body)
Cost 1 Intellect The Psionics skill governs a character's supernatural
Time: 3 AP ability to influence and read the minds of others and to

Mechanics The Difficulty to detect traces of magic i see beyond deception and through ton@bserve

equal to the circle of the effect in place. The Difficultythings as they truly are. The Psionics skill is important
to identify such traces is equal to three times the circl® characters that seek to control others and make them
of the effect in place. If you succeed, you detect the their puppets, as well as to those who seek knowledge
effect and may identify it. If unsuccessful, you learn of present and future and use that knowledge to their

nothing. own ends. It is used ¢ast, counter, detect, enchant,

Special Large stle effects may require multiple skill and learn spells or enchantments. It can only be used

checks. for spells or enchantments that are associated with the
Psionics skill.

Projection (enchant)
You enchant an item with a Projection enchantment. Psionics (cast)

Skill check type: Flat check You cast a Psionics spell.

Opposed No Skill check type Varies (see relevant spell desaniptio
Reaction No Opposed Yes, by dodging, countering, or (in melee)
Cost 1 Intellect per sacrifice Sanity parrying

Time: 1 Hour per sacrifice Sanity Reaction Varies (see relevant spell description)

Mechanics The Difficulty to enchant an item is equal Cost Varies (see relevant spell description)

to the enchant ment 6s c i rTone:e/ariest(deereleantcspell descigpgof)s Sani t vy,
itemds Complexity added Medaned TheDifficultyf tb est a dpal wrdaselcter
Complexity must be at least equal to the added Vitality; object is set by the target if he opposes it. If he does

Sanity, and Spirit of all sacrifices whose poiser not oppose it, the Difficulty is 0, although the target

imbued with. For further details, please consult the may still receive bonuses to the Difficulty to hit him due

relevant enchantment description. to his Size category, cover, or otherwise.

Special If the process of enchanting an item is The Difficulty to cast a sp#ilat does not target a

interrupted, it fails. character or object is I|listed
Projection (learn) Psionics (counter)

You learn Projection spells or Projection enchantmen¥u counter a Psionics spell.

Skill check type Leveled check Skill check type Flat check

Opposed No Opposed Yes, by magical attacks

Reaction No Reaction Yes, triggered when targeted with a Psionics

Cost 1 Intellect spell
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Codg: N/A Opposed No

Time: 1 AP Reaction No

Mechanics Use this skill to set the Hit Difficulty to  Cost 1 Intellect

affect you with a Psionics spell in melee or froma  Time: 8 hours (see description)

range. If you succeed, you counter the spell. If Mechanics The Difficulty of the first dice roll to learn
unsuccessful, the spell affects you. aspellorenchante nt i s equal to thiree
Special You may only set your Hit Difficutince, circle. The total number of hours required for the skill

regardless of the skill you use to do so. You cannot selteck is reduced by the result of the second dice roll
the Hit Difficulty for a (magical) attack or hazard madéout never below 1). If you succeed, you learn the spell

with an Ambush advantage. or enchantment. If unsuccessful, you leatmnmt
Special At the GMOds discretidgn,
Psionics (detect) require multiple skill checks, while small projects may
You detect and identify traces of magic in your cube.take less time. Most spells will require a source to learn
Skill check type Flat check from.
Opposed No
Reaction No Ranged Combat (Mind)
Cost 1 Intellect The Ranged Combat skill governs your ability with
Time: 3 AP rangednonthrown weaponry. The Ranged Combat

Mechanics The Difficulty to detect traces of magic isskill is important to characters that want to be able to
equal to the circle of the effect in place. The Difficultyattack their opponents from a (large) distance. It is used
to identify such traces is equal to three times the circl® perform attacks.

of the effect in place. If you suategou detect the

effect and may identify it. If unsuccessful, you learn Ranged Combat (attack)

nothing. You attack an object or a person with a ranged weapon.

Special Large scale effects may require multiple skill kill check type: Leveled check

checks. Opposed Yes, by dodging or (in melee) parrying
Reaction No

Psionics (enchant) Cost N/A

You enchant an item with a Psionics enchantment. Time: 1 AP

Skill check type Flat check Mechanics To hit your target with an attack, the result

Opposed No of your first dice roll must be equal to or higher than

Reaction: No your tar getlbysusHcceed, tha résfiltiofc u I/t vy .

Cost 1 Intellect per sacrifice Sanity the second dice roll equals total Body damage you deal

Time: 1 Hour per sacrifice Sanity to the target

Mechanics The Difficulty to enchant an item is equal Special You receive a penalty to this skill check if you 57

to the enchant ment 6s ci rpcelref,ortnh ea tstaaccrkisf iocuetd so fS atnhi & ywe
itembds Complexity added ifcrengeett her . The it emds

Complexitymust be at least equal to the added Vitality,

Sanity, and Spirit of all sacrifices whose power itis Science (Mind)

imbued with. For further details, please consult the The Science skill govsryour knowledge in subjects of

relevant enchantment description. (applied) formal, physical, and life sciences, such as
Special If the process of enchanting an item is mathematics, engineering, biology, physics, and
interrupted, it fés. chemistry. The Science skill is important to characters
that seek knowledge in these fields and wish to apply it.
Psionics (learn) It is used to analyze, perform chemistry, control objects,

You learn Psionics spells or Psionics enchantments. make practical designs, recall knowledge, and research
Skill check type Leveled check topics. The Science skill is not used for the crafting of
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objects or the design of works of art, whicharethe or craft a substance is equal

domains of the Crafts (craft) skillahe Creativity Complexity. The total number of hours required for the

(design) skill respectively. The Science skill is also nakill chek is reduced by the result of the second dice

used for the operation of vehicles, which is the domaimoll (but never below 1). If you succeed, you create the

of the Operate (control) skill. substance. If unsuccessful, you fail and waste half of
Characters with no skill levels in either the Academibs base materials used.

skill or the Science skill cannatder write, canonly Special At t he GM&és di scretion,

count on their fingers, and cannot use any measuringequire multiple dkichecks, while small projects may

instruments or systems of measurement. take less time. To create a substance, you must first
know its recipe. You also need base materials worth half
Science (analysis) the listed price of the substance and appropriate tools.

You analyze a situation or problem you are presented
with. This may vary from determining the properties @&cience (control)
a substance determining the structural integrity of anYou control norvehicular objects)cluding mechanical

object to studying a crime scene. objects or machines with computing power.

Skill check type Flat check Skill check type Varies (see relevant source material)
Opposed No Opposed Varies (see relevant source material)
Reaction No Reaction Varies (see relevant source material)

Cost N/A Cost Varies (see relevant source miteria

Time: Varies Time: Varies (see relevant source material)

Mechanics The Difficulty to analyze an object is Mechanics The mechanics vary depending on the
usually equal t o t hand o bdgseed butceme.aihidhecdntroBiable ebjeadtsatee gor y a
Complexity, whereas the Difficulty to analyze a situatawailable depends on the setting; more detail is provided
depends on the complexity of that situation. If you in the relevant source material.

succeed, you deduce information on the subject. If

unsuccessful, you learn nothing. Science (design)
You m&e a practical design or recipe (such as a
Table-42: Science (analysis) tasks building, a vehicle, or a chemical substance).
Taskis.. Difficulty  Example Skill check type Leveled check
Simple 1-3 Assess if a structure can carry your weight Opposed No
Average 3-6 Check simple calculations Reaction No
Difficult 7-12 Determine toxicity of a substance Cost N/A
Very Difficult 13-18 Check complex calculations Time: 8 hours (see description)
- 1P 1 Mechahics The Piﬁiculty of the first dice roll to make
- PP a.practlcladesugn is equal_to the added Complexity and
. ‘ . Size category of the design. The total number of hours
e, B = required for the skill check is reduced by the result of
MEESES s s the second dice roll (but never below 1). If you succeed,
you make your design. If unsuccessiut, gesign is
Science (chemistry) inferior or you fail to design anything at all.
You brew or craft chemical or alchemical substancesSpecial At t he GM&s di scretion,
Skill check type: Leveled check require multiple skill checks, while small projects may
Opposed No take less time. You may need tools, measuring
Reaction No instruments, and references to makesigrle
Cost N/A
Time: 8 hours (see description) Science (knowledge)

Mechanics The Difficulty of the first dice roll to brew You recall knowledge learned in the past.
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Skill check type: Flat check discuss, orate, and persuade. It is not used to lie or
Opposed No intimidate; those are the domains of the Manipulation
Reaction No skill and the Intimidate skill respectively.

Cost N/A

Time: 1 AP Speechcraft (converse)

Mechanics The Difficulty depends on the obscurity ofYyou engage another character in pleasant conversation
the information. If you succeed, you recall knowledgeo improve relations.

If unsuccessful, you recall nothing. Skill check type Flat check
Opposed No
Science (research) Reaction. No

You research a certain topic to find an answer toa Cost N/A
research question. Examples of types of research ar€ime: Varies

determining chemical properties of a weed, solving aMechanics The Di ffi culty to ilmpr o
complex equation, or studying the anatomijpcd &nd di sposi ti on i s equal to tHe t |
fauna. I f you succeed, theoutargetds
Skill check type Leveled check improves. If you fail, the target is unimpressed and may

Opposed No think less of you.

Reaction No

Cost N/A Speechcraft (discuss)

Time: 8 hours (see description) You engage in a discussion with other characters.

Mechanics The Difficulty of the first dice roll Skill check type Flat check

depends on the obscurity of the researched topic. Th®@pposed Yes, by Speechcraft (discuss)

total number of hours required for giéll check is Reaction No

reduced by the result of the second dice roll (but nev@ost N/A

below 1). If you succeed, you learn information on th&ime: Varies

subject. If unsuccessful, you learn nothing. Mechanics All participating characters roll a skill
Special At the GM&s di s cr e tcheoknThe chamacte with the loghestskill €heck aegult
require multiple skill checlsile small projects may  wins the discussion. Characters that lose a discussion

take less time. are not necessarily convinced

but have run out of valid argurten

Table 83: Science (research) tasks

r

Task is... Difficulty ~ Example SpeeCthaﬁ (Orate)
Simple 1-3 Solve a set afimpleequations You perform a speech in public to win over a crowd.
Average 3-6 Research the properties of simple flora or faun: Skill check type Flat check /\
Difficult 7-12 Break a simple code Opposed No 59
Very Difficult 13- 18 Solve a set afomplexequations Reactiont No
- A Cost N/A
Extremely Difficult ~ 19- 24 Research the properties of complex flora or fau . .
Time: Varies
Epic 25-30 Break a complex code . . i .
Mechanics The Difficulty to i mpro
Nigh Impossible 31-36 Map all properties of highly complex objects . .. . .
disposition depends on the relation with the crowd. If
| ibl 37 Understand th \ f i .
s & e you succeed, the crowd is moved and looks favorably
upon you. I f you fail, the =c
Speechcraft (Soul) improve and may even deteriorate.

The Speechcraft skill governs your ability in debating,

persuasion, and conversation. The Speechcraft skill iSpeechcraft (persuade)

important to characters that want to be verbally stronyou persuade your target of something, such as to make
and capable of convincing othetrss Used to converse, a better offer or to perform a cart act, without
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engaging in a complicated discussion on the merits oBurvivdforage, gather, hunt)

all arguments and without lying or cheating. You obtain supplies by foraging, gathering, or hunting.
Skill check type Flat check Skill check type Leveled check

Opposed Yes, by Perception (intuition) or Speechcrafbpposed No

(persuade) Reaction No

Reaction Yes, for the listener, triggeredbing Cost N/A

persuaded Time: 8 hours (see description)

Cost N/A Mechanics The Difficulty of the first dice roll to

Time: Varies acquire supplies dependstioe environment. The total

Mechanics The listener sets the Difficulty for the number of hours required for the skill check is reduced
persuading character. If the persuading character is by the result of the second dice roll (but never below 1).
successful, the listener is persuaded or seeks a If you succeed, you gather food and water for 1 person
compromise. If the persuading character fails, the  for 1 day (which will stay fresh for 7 days). If
listener isot persuaded and relations may deteriorateunsuccesful, you find nothing.

Special You must forage, gather, or hunt from an

Table @4: Speechcraft (orate) tasks encampment. If you forage, gather, or hunt on the
Task is... Difficulty ~ Example move, you incurdd penalty and movement takes
Simple 1-3 Speech for lovers, best friends, and dear family twice as |0ng-
Average 3-6 Speech for friends, family, aadir fans
Difficult 7-12 Spech for acquaintances and people who like y SUfVIVa' (handle ammal)
Very Difficult 13-18 Speech for a neutral crowd YOLI coerce an anlmal Into performlng ABECt Or
> , ~ prevent it from acting in a certain way.
Extremely Difficult ~ 19- 24 Speech for people who think you waste their tin .
Skill check type Flat check
Epic 25-30 Speech for people who dislike you
Opposed No
Nigh Impossible 31- 36 Speechdr people who hate you .
Reaction No
Impossible 37+ Speech for your nengss Cost 1 Wwill
Time: 3 AP
Survival (Soul) Mechanics The Difficulty to handle an animal is equal
The Survival skill governs your ability to surviveinthé¢ o t he ani mal ds added Wil l an:

wild, as well as your practical knowledge of nature ary@u coerce thenanal (for the time being) into

animals. The Survival skill is important to characters following your suggestions. If you fail, the animal is

that want to be skilled outdoorsmen. It is used to unimpressed and may even attack.

conceal tracks, forage, gather and hunt for supplies, Special You may receive mundane bonuses or penalties

handle animals, ride animals, track, and train animalson this skill check depending on the circumstances and
the targetds ferocity.

Survival (conceal tracks)

You hide your tracks and those of the group you are Tabé 615: Survival (forage, gather, hunt) tasks

traveling with. Task is... Difficulty ~ Example

Skill check type Flat check Simple 1-3 Rural area

Opposed Yes, by SurVival (traCk) Average 3-6 Countryside

Reactlort NO Difficult 7-12 Temperate lands

Cost N/A Very Difficult 13-18 Forest, jungle, swampsmarsh

Time: Varies i iy .
Extremely Difficult ~ 19- 24 Wet priries, steppesr plains

Mechanics Use this skill to set the Difficulty for any
character who tracks your group.

Special Moving while concealing tracks costs twice a
much time.

Epic 25-30 Glacier
Nigh Impossible 31-36 Desert

Impossible 37+ Lifeless lands



Chapter 6: Skills

Survival (ride) by the quarry. If you succeed, falow the tracks for

You ride an animal or a vehicle or craft that is drawn lay hour. If you fail, you lose the trail.

animals. Special It may not be possible to relocate the track

Skill check type Flat check after a failed skill check. Moving while tracking takes
Opposed No twice as much time. You inculd penalty on the skill
Reaction Yes, tiggered when riding or controlling an check if the tracks aoe hard soil, &2d penalty if the
animal tracks are on rock or metal3d penalty if the tracks

Cost N/A go through a body of water, and@ penalty if it has
Time: 3 AP rained or snowed. You receive a +1 mundane bonus per

Mechanics The Difficulty to control an animal is equalO characters in the group you are tracking.

to the animal s added Wi ll and Spirit. I f you suc|ceec

you control the animal within the limits of its abilities. Survivatr@in)
If you fail, the anial does what it feels like; the rider You train an animal.
may also fall off. If you fail twice in a row, the animal Skill check type Leveled check

may become hostile. Opposed No
Special For more information on controlling animals, Reaction: No
see Chaptedy (Adventuring). Cost 1 Will

Time: 8 hours (see description)
Survival (track) Mechanics The Difficulty of the first dice roll to train
You follow the tracks of other charaster an ani mal is equal to the
Skill check type Flat check The totalnumber of hours required for the skill check
Opposed Yes, by Survival (conceal tracks) is reduced by the result of the second dice roll (but
Reaction No never below 1). If you succeed, you teach the animal a
Cost N/A trick or command. If you fail, the animal learns nothing
Time: 1 hour and may even attack.

Mechanics The Difficulty is equal to the age of the Special An animal cararn a maximum number of
tracks in days if you follow concealed traeks set tricks or commands equal to it Soul level.

ani |
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Chapter 7: Powers

This chapter sets out the details of the powers that affeLevel: The level of the power.

available to characters on the Stage. The list of powefPrerequisites Any prerequisites you must meet

below does not need to be exhaustive. You can come ugefore you can learn the power.

with new powers and use those in your game (subjecy tGost If applicable, the resource cost to use the

the groupds approval) T pewerpThisvresowsce @ost & expethded evdn & loa use

however, cover most situations. the powewnnsuccessfully. If the power is an enhanced
use of a skill application that also costs resources, this

Description format entry lists thadditionatost of using the power.

Every power description starts with general informatidnMechanics Further details on using the power.

on what the power does. Additionally, ttievieng 1 Special Special rules for the use of the power.

attributes are detailed:

Tatbe 71: Academics powers

Tier Name Effect Cost Time
1 Academics Assisting bonus increased to a maximum of +2d N/A N/A
1 Organized Academics (research) time halved N/A N/A
1 Power Mind Receive a +1d special boonsanAcademics skill check 1 Intellect N/A
2 Flexible Mind Assist others even when you have 0 levels in the relevant skill N/A N/A
2 Pattern Movement Receive a mundane bonus to your Hit Difficulty while mawihgn Academics (analysis) skill check 1 Intellect 2 AP
2 Squad Movement Useamm | | yds Pattern Movement power Special Special
B Expert Academics Assisting bonus increased to a maximum of +3d N/A N/A
B Risk Minimization Absorb Body damage equal to your Academics skill level 1 Intellect 0 AP
3 Tactical Position Receive a mundane beria your Hit Difficulty while stationamjth an Academics (analysis) skill check 1 Intellect 2AP
4 Mentor Grant allies in your cube a mundane bonus on Academics skill checks during 1 round 1 Intellect 1AP
4 Tactical Analysis Your target does not réxe bonuses to his Hit Difficulty against your attacks 2 Intellect 1AP
4 Tactical Perception Use the Academics skill to perform a Perception (detect) skill check 1 Intellect N/A
B Master Academics Assisting bonus increased to a maximum of +4d N/A N/A
B Strategic Observation Receive a +1d spedianusper Intellect on your negpposed check Special 3 AP
B Subvert Armor Il gnore your tnalDefease BantpRoeysur Acadanmcs skill level 2 Intellect N/A
6 Squad Action Us e an tegic Depléysmentpowea Special Special
6 Stability Once per day, you survive an attack that would have rgduc&anity to O N/A N/A
6 Strategic Deployment Receive 1 extra AP 3 Intellect N/A
Table -2: Agility powers

Tier Name Effect Cost Time
1 Acrobats Assisting bonus increased to a maximum of +2d N/A N/A
1 Lightweight Receive a special flat bonnAgility skill cheakduring 1 round you have loiEncumbrance 1 Stamina N/A
1 Nimble Cost of movement is not doubled on Agility (balance) alitgt &gmble) skill checks N/A N/A
2 Acrobat Receive a +1d special bonnsanAgility skill check 1 Stamina N/A
2 Awareness Double themundandonusyou receive to your Hit Difficulfyom cover 1 Stamina N/A
2 Interference Attempt to dodge an attack behalf of an adjacent group member 1 Stamina 1AP



Chapter 7: Powers

3 Expert Acrobats Assisting bonus increased to a maximum of +3d N/A N/A
8 Quick Response Respond to an attack made against you with an Ambush advani2d eeaty 1 Stamina N/A
3 Slippery Soul Absorb Soul damage equal to your Agility skill level 1 Stamina 0 AP
4 Acrobatds ¢ RerollanAgility skill check 2 Stamina N/A
4 Finesse Receive a special flat bonus equal to your Agility skitilevedttack 1 Stamina N/A
4 Troupe Grant allies ingur cube a mundane bonus on Agility skill checks during 1 round 1 Stamina 1AP
5 Flank Receive a +2 mundane boounsttacks for 1 round when ysuccessfulljodge an attack N/A N/A
5 Master Acrobats Assisting bonus increased to a maximum of +4d N/A N/A
5 Retreat Move a greater distanceamAgility (dodge) attempt 1 Stamina N/A
6 Counter Attack instead of move @mAgility (dodge) attempt 2 Stamina N/A
6 Counter Strikers Use an allyds Counter power Special Special
6 Uncanny Awareness Respond to aattack made against you with an Ambush advantage normally 2 Stamina N/A
Table -3: Animation powers

Tier Name Effect Cost Time
1 Ani mator 6s Perform an Animation (detect) skill check for 0 AP 1 Stamina 0 AP
1 Animators Assisting bonus increasecatmaximum of +2d N/A N/A
1 Feathergear Ignore thetotal Encumbrancef objects you carry up to your Animation skill level N/A N/A
2 Fetish Use the Animation spells prepared in Focuses of allies N/A N/A
2 Power Sign Receive a +1d special boonsanAnimation skill check 1 Stamina N/A
2 Somatic Focus Storetwo additional Animation spells in your Focus N/A N/A
B Ani mat or s Receive a special flat bonus equal to your Animation skilhle@afts skill check 1 Stamina N/A
B Expert Animators Assisting bonus increased to a maximum of +3d N/A N/A
B Mind Sign Cast an Animation spell from your Focus without freedom of movement 1 Stamina N/A
4 Death Knell Increase the potency of a sacrifice used in an Animation enchantment N/A N/A
4 Energy Weaver Receive a special flat bonus equal to your Animation skilhleméhfusion skill check 1 Stamina N/A
4 Unity of Flesh Grant allies in your cube a mundane bonus on Animation skill checks during 1 round 1 Stamina 1AP
B Bolstering Counter Receive a sllmundane bonum your next Body skill check when you couméramationspell N/A N/A
B Master Animators Assisting bonus increased to a maximum of +4d N/A N/A
B Stunting Counter Enemies suffer-dd penalty otheir nexBody skill checlhen you cauter theirAnimation spell N/A N/A
6 Flesh Weaver Bestow the beneficial effect of the Bolstering Counter power on an ally N/A N/A
6 Quick Symbol Perform an Animation (cast) skill check for 0 AP 3 Stamina 0 AP
6 Sign of Voiding Perform an Animation (cotam) skill check for 0 AP 3 Stamina 0 AP
Table -&: Animisnpowers

Tier Name Effect Cost Time
1 Animists Assisting bonus increased to a maximum of +2d N/A N/A
1 Potent Spirit Receive a +2 mundane bonus to Will N/A N/A
1 Spirit Watcher Perform an Aninsim (detect) skill check for 0 AP 1 will 0 AP
2 Animistic Focus Store two addition&inimism spells in your Focus N/A N/A
2 Call of the Spirits Use the Animism spells prepared in Focuses of allies N/A N/A
2 Twisted Verse Receive a +1d special bonngnAnimism skill check 1 will N/A
3 Expert Animists Assisting bonus increased to a maximum of +3d N/A N/A
3 Gaze of the Animist Receive a special flat bonus equal to your Animism skahleméhtimidate skill check 1 Wil N/A
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3 Mantra Cast an Animatn spell from your Focus without freedom of movement 1 Wil N/A
4 Soul Wrencher Increase the potency of a sacrifice used in an Animism enchantment N/A N/A
4 Power of the Spirits Grant allies in your cube a mundane bonus on Animism skill checks dwrimdy 1 r 1Will 1AP
4 Void Weaver Receive a special flat bonus equal to your Animism skilhlawéipportation skill check 1 will 0 AP
gl Master Animists Assisting bonus increased to a maximum of +4d N/A N/A
5 Soul Syphon Receive a temporary 1d mundamreus to Will when you counter an Animism spell N/A N/A
B Spiritual Recoil Enemies receive 1d Soul danvelgen you counter thednimism spell N/A N/A
6 Chant of Annulment Perform an Animation (counter) skill check for 0 AP 3 Will 0 AP
6 Hum Perform arAnimation (cast) skill check for 0 AP 3 Will 0 AP
6 Soul Weaver Bestow the beneficial effect of S@ul Syphopower on an ally N/A N/A
Table B: Apportatigmowers

Tier Name Effect Cost Time
1 Apportators Assisting bonus increased to a maximum df +2 N/A N/A
1 Minor Telekinesis Telekinetically manipulate smaihttended objects in your cube 1 Will 3 AP
1 Waywatcher Perform an Apportation (detect) skill check for 0 AP 1 Will 0 AP
2 Apportator &s Storetwo addition&pportation spells in yo&ocus N/A N/A
2 Channel Receive a +1d special bonnsanApportation skill check 1 Will N/A
2 Talisman of the Void Use the Apportation spells prepared in Focuses of allies N/A N/A
B Distort Receive a special flat bonus equal to your Apportatidevekilh aGuile skill check 1 Will N/A
B Expert Apportators Assisting bonus increased to a maximum of +3d N/A N/A
B Static Channel Cast an Apportation spell from your Focus without freedom of movement 1 Will N/A
4 Power of the Void Grant allies in yolcube a mundane bonus on Apportation skill checks during 1 round 1Will 1AP
4 Psychoporter Increase the potency of a sacrifice usedAppartationenchantment N/A N/A
4 Soul Channeler Receive a special flat bonus equal toAgportationskill levéon an Animismskill check 1 Wil N/A
B Forced Blink Teleport an enemy within his cube wjran countehis Apportatiorspell N/A N/A
B Master Apportators Assisting bonus increased to a maximum of +4d N/A N/A
B Short Blink Teleport anywhere in your eulvheryou countean Apportatiorspell N/A N/A
6 Ripple Perform amApportation(cas} skill check for 0 AP 3 will 0 AP
6 Voiding Channel Perform armApportation(countey skill check for 0 AP 3 Will 0 AP
6 Void Walker Bestow the beneficial effect of Steort Blinkpower on an ally N/A N/A
Table B: Athleticoowers

Tier Name Effect Cost Time
1 At hl et eds Ignorea number of Disability Countergual toyourAthleticsskill level N/A N/A
1 Athletes Assisting bonus increased to a maxinfus2d N/A N/A
1 Far Throw Double the first range increment of thrown weapons N/A N/A
2 Athlete Receive a +1d special bonus oAtteticsskill check 1 Stamina N/A
2 Combat Mobility Us e a HigzaglSprippoveer Special Special
2 Zigzag Sprint Reeive a mundane bonus to your Hit Difficulty while mavittganAthletics(compet skill check 1 Stamina 2 AP
3 Expert Athletes Assisting bonus increased to a maximum of +3d N/A N/A
3 Parkour Expert The AP cost of movement whilimbing or swimming i® longer doubled N/A Special
3 Short Sprint Move to any position within your current cfdsed AP 1 Stamina 0 AP
4 Jump Attack Receive a special flat bonus equal toAthieticsskill levebn amelee attack 1 Stamina N/A
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4 Platoon Grant allies iyour cube a mundane bonus on Athletics skill checks during 1 round 1 Stamina 1AP
4 The Zone RerollanAthleticsskill check 2 Stamina N/A
B Master Athletes Assisting bonus increased to a maximum of +4d N/A N/A
15 Power Throw Perform an attack with tiiehletics (throw) skithat cannot be parried 2 Stamina N/A
B Running Dodge Use theAthleticsskill to perform mAgility (dodgé skill check 2 Stamina N/A
6 Barrage Add equipment bonus when assisting others with an Athletics (throw) skill check 1 Stamia N/A
6 Iron Man Once per day, you survive an attack that would have rgduckéialityto 0 N/A N/A
6 Strain Receive 1 extra AP 3 Stamina 0 AP
Table -7: Brawpowers

Tier Name Effect Cost Time
1 Bull Rush Push or trip your target for 1 AP 1 Stanmia 1AP
1 Fi ght er ds Co n Ignorea number of Disability Countegual toyourBrawlskill level N/A N/A
1 Martial Artists Assisting bonus increased to a maximum of +2d N/A N/A
2 Defensive Formation Attempt toparryan attack on behalf of an adjat group member 1 Stamina 1AP
2 Fighter Receive a +1d special bonus @naavlskill check 1 Stamina N/A
2 Stunning Attack Thetargetyou attack losesl AP until the end of his next turn 2 Stamina 2 AP
B Concussive Attack Thetargetyou attack suéfs 1d additional Mind or Soul damage 1 Stamina N/A
B Deflective Stance Parry a ranged or thrown attack 1 Stamina N/A
B Expert Martial Artists Assisting bonus increased to a maximum of +3d N/A N/A
4 Fight er ds Awa Respond to an attack made aggmsiwith an Ambush advantage @dapenalty 1 Stamina N/A
4 Fighting Band Grant allies in your cube a mundane bonus on Braw! skill checks during 1 round 1 Stamina 1AP
4 Lightning Reflexes Receive a special flat bonus equal toBrawviskill levebn anAgility skill check 1 Stamina N/A
B Master Martial Artists Assisting bonus increased to a maximum of +4d N/A N/A
B Mobility Parryfor 1 AP instead of 1 Stamina N/A 1AP
B Redirect Momentum Receive a +1 mundane bonus to an attack for every attaekryou N/A N/A
6 Offensive Formation Us e a Offersivel Syadgsower Special Special
6 Offensive Stance Perform a Brawattack skill check for 0 AP 3 Stamina 0 AP
6 Turnaround Deal 1d Body damage to an attacker if you successfully parrykhis attac 1 Stamina N/A
Table -8: Close Compatvers

Tier Name Effect Cost Time
1 Armsman Ignore theotal Encumbrancef melee weaporysu carryp to your Close Combat skill level N/A N/A
1 Infantry Assisting bonus increased to a maximum of +2d N/A N/A
1 Long Charge Move 1 additional culvehenyou charge N/A N/A
2 Brothers-in-Arms Attempt toparryan attack on behalf of an adjacent group member 1 Stamina 1AP
2 Crippling Attack Thetargetyou attack losedl AP until the end of his next turn 2 Stamina 2AP
2 Melee Expert Receive a +1d special bonus @lose Combatkill check 1 Stamina N/A
3 Deflect Projectile Parry a ranged or thrown attack 1 Stamina N/A
3 Expert Infantry Assisting bonus increased to a maximunBdf + N/A N/A
3 Wild Attack Deal 1dadditionaBody damagehenever you charge or power attack N/A N/A
4 Combat Instinct Respond to an attack made against you with an Ambush advan2deenalty 1 Stamina N/A
4 Squad Tactics Grant allies in your cube a mundane bonus on Close Caithbhesks during 1 round 1 Stamina 1AP
4 War rior 6s Sen Receive aspecial flat bonus equal toGlose Combatkill levebn anAgility skill check 1 Stamina N/A
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B Elite Infantry Assisting bonus increased to a maximumidf + N/A N/A
5 Full Defense Parryfor 1 AP instead of 1 Stamina N/A 1AP
B Lunge Perform an attack with ti@ose Combdgttack skillthat cannot be parried 3 Stamina N/A
6 Double Attack Add equipment bonus when assisting others with a Close Combat (attack) skill check 1 Stamia N/A
6 Rapid Attack Perform a Close Combfattack skill check for 0 AP 3 Stamina 0 AP
6 Whirlwind Attack Attack altargets in reach of your weapon 1 Stamina 2 AP
Table B: Craftpowers

Tier Name Effect Cost Time
1 Insight Receive a +1d speciainos on &raftsskill check 1 Intellect N/A
1 Journeyman Crafts (craft) and Crafts (repéirje halved N/A N/A
1 Craftsmen Assisting bonus increased to a maximum of +2d N/A N/A
2 Engineering Squad The time required faBraftsskill check you assistith is halved N/A N/A
2 Field Engineer Double thenundanéonusyou receive to your Hit Difficulfsom cover 1 Intellect N/A
2 Mechanic Perform a Craftgepai) or Crafts (sabotagshill check foB AP 1 Intellect 3 AP
B Expert Craftsmen Assisting bous increased to a maximum &+ N/A N/A
B Item Affinity Receivea +1 mundane bonus skillchecks performed with a certain item N/A N/A
B Strengthen Enhance an item to improve its performance or statistics over multiple rounds 1 Intellect 1AP
4 Dynamics Receive a special flat bonus equal toGaitsskill levebn adefensive skill check 1Intellect N/A
4 Engineers Grant allies in your cube a mundane bonus on Crafts skill checks during 1 round 1Intellect 1AP
4 Sapper Your target does not reeeibonuses to his Hit Difficulty against your attacks 2 Intellect 1AP
B Combat Engineer Use he Crafts skill to attack an object 2 Intellect N/A
B Master Craftsmen Assisting bonus increased to a maximumddf + N/A N/A
B Pierce Armor | gnor e  Resistandeal Defease Bointp to yourCraftsskill level 2 Intellect N/A
6 Improved Item Affinity Increase the mundane bonus you receskiltchecks with a certain item to +2 N/A N/A
6 Instant Rig Perform a Craftgepaij or Crafts (sabotagsll check foil0 AP 2 Intellect 0 AP
6 Wreck Us e a Rierce Arimgpdvser Special Special
Table -10 Creativityowers

Tier Name Effect Cost Time
1 Artist Receive a +1d special bonus @reativityskill check 1 will N/A
1 Artists Assisting borsiincreased to a maximum dfd+ N/A N/A
1 Improviser Receive no penalty when you improvise using the Creativity skill N/A N/A
2 Art Affinity Receivaa +2 mundane bonus skillchecks performed with a certain type of art N/A N/A
2 Inspiring Art Grant mitiple targets a special flat bonus on their next skill check 1 will 1AP
2 Morale Special flat bonuses you grant via certain pomagrexceegl o u r  madiniuiin bosius by 2 N/A N/A
3 Disturbia You inflict 1d Mind or Soul damage on multiple targets 2 Wl 3 AP
3 Expert Artists Assisting bonus increased to a maximunBdf + N/A N/A
3 Inspire Heroism Grant multiple targets a special flat bonus on a single skill over several rounds 1 Will 3 AP
4 Band Grant allies in your cube a mundane bonus on Cyesiillichecks during 1 round 1will 1AP
4 Pen and Sword Receive a special flat bonus equal toGmativityskill level to your attack 1 Will N/A
4 Restoring Art Restore Stamina, Intellect, or Will to your target 2 Will 3 AP
B Creative Defense Use heCreativityskill tododge or parry an attack 2 Will N/A
B Magnum Opus Restore Sanity or Spirit to a target 3 will Special
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B Master Artists Assisting bonus increased to a maximumidf + N/A N/A
6 Art of War Special flat bonuses you grant via certaiersmay exceegoura | |maxensuid bonus by N/A N/A
6 Last Stand Convert a targetos Disability Counters into 21Wil 3 AP
6 Stimulating Art Target receives 1 extra AP 2 Will 1AP

Table ‘11 Defeng@wers

Tier Name Effect Cost Time
1 Back to Back Assisting bonus increased to a maximundf + N/A N/A
1 Squire Perform a Defendeleflec} skill check fob AP 1 Stamina 0 AP
1 Trooper Ignore thetotal Encumbrancef armor you carryp to yourDefenseskill level N/A N/A
2 Defender Receive ald special bonus orDefenseskill check 1 Stamina N/A
2 Shell Receive a mundane bonus to your Hit Difficulty while statieitargDefensgblock skill check 1 Stamina 2 AP
2 Turtle Us e a Shelpdwéry 6 s Special Special
B Armor Affinity Yourar mor set 6s ma x iimcreaseddeybue Deferse dkiblevelt s i s N/A N/A
B Phalanx Assisting bonus increased to a maximun3df + N/A N/A
B Shocktrooper Deal 1dadditionaBody damagehenever you charge or power attack N/A N/A
4 Bash Receiva special flat bonus equal to yoefenseskill levebn ameleeattack 1 Stamina N/A
4 Divert Receive a special flat bonus equal toDefienseskill levebn aparry skill check 1 Stamina N/A
4 Quartermaster Grant allies in your cube a mundane bonu3efense skill checks during 1 round 1 Stamina 1AP
B Armor Expert Il gnore your tamalbDefease PantupReysuiCritsskii level 2 Stamina N/A
B Juggernaut Blockfor 1 AP instead of 1 Stamina N/A 1AP
B Shield Wall Assisting bonusicreased to a maximum ofd+ N/A N/A
6 Fortify Perform a second Defense (block) skill check in response to attingle 2 Stamina 0 AP
6 Mountain Once per day, you survive an attack that would have rgduc#fitality, Sanity, or Spirit to 0 N/A N/A
6 The Strongest Link Us e y o maximanh Deferss Roints 2 Stamina N/A

Table -12 Generglowers

Tier Name Effect Cost Time
1 Focus Your Focus can store 2 spells of any type N/A N/A
1 Porter Your Body level is treated as though it were 2 liahdetermining younaximum Encumbrance N/A N/A
1 Schooling Acquire a certain ability, such as reading and writing or operating specific craft N/A N/A
2 Battle Meditation Concentrate for the purposesmaintainingspellfor 1 APinstead of 2 AP N/A 1AP
2 Quick Draw Retrieve an object for 0 AP N/A 0 AP
2 Resilience Receive a +2 mundane bonuStamina, Intellect, WYill N/A N/A
B Cantrips Reduce the cost of the next spell you cast by 1 Stamina, 1 Intellect, or 1 Will N/A 3 AP
3 Spirit Ken Obsere a character and learn$tiamina and Vitality, Intellect and Sanity, and Will and Spirit N/A 3 AP
3 Two-Weapon Fighting Receive the bonuses twio weapons t@ single attackut also incur & penalty N/A N/A
4 Dispel Dispel or suppress a magicteaf Special 3 AP
4 Extend Spell Increase the duration aépell by 1 round Special N/A
4 Imp. Two-Weapon Fighting Receive the bonuses twfo weapons tan attack without an additional penalty 1 Stamina N/A
B Greater Focus Your Focus can storead@lditonalspells of any type N/A N/A
B Meditation Meditate for 1 hour améceive all the benefits of having rested fall night Special 1 Hour
B Resolve Recompose once more per day N/A N/A

6 Battle Mage Concentrate for the purposesmaéintainingspel for 0 AP Special 0 AP
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6 Expand Spell Double the range afspell Special N/A
6 Second Wind Recompose during an Encounter N/A 3 AP
Table 13 Guilepowers

Tier Name Effect Cost Time
1 Stalker The AP cost of movement whsieeakings no longer douétl N/A N/A
1 Thief Receive a +1d special bonus @udeskill check 1 Stamina N/A
1 Thieves Assisting bonus increased to a maximundf + N/A N/A
2 Catstep Receive a mundane bonus to your Hit Difficulty while moving with d<Beiskill check 1 Stamina 2 AP
2 Cloak and Dagger Deal 1d additional Body damadreen you attack with an Ambush advantage N/A N/A
2 Covert Movement Us e a Gatstefpdwgrod s Special Special
B Disappearing Act Hide in plain sight at-2d penalty to your Guile (sned) sheck 1 Stamina 3 AP
B Expert Thieves Assisting bonus increased to a maximun3df + N/A N/A
3 Slippery Mind AbsorbMind damage equal to ydBuileskill level 1 Stamina 0 AP
4 Assassin Deal 1d additional Body damagmeen you attack with an Ambusivantage N/A N/A
4 Covert Operatives Grant allies in your cube a mundane bonus on Guile skill checks during 1 round 1 Stamina 1AP
4 Surprise Attack Receive a special flat bonus equal toGuileskill levebn anattack 1 Stamina N/A
B Feign Use theGuileskill tododge or parry an attack 2 Stamina N/A
B Master Thieves Assisting bonus increased to a maximumddf + N/A N/A
B Vanish Hide in plain sight at-&d penalty to your Guile (sneak) skill check 1 Stamina 3 AP
6 Assassins Us e a Bloak adIDyg@er and Assaspiowes Special Special
6 Mislead Perform a Guile (bluffkill check fob AP 2 Stamina 0 AP
6 Shadow Hide in plain sight at-&d penalty to your Guile (sneak) skill check 2 Stamina 0 AP
Table -14 Infusiopowers

Tier Name Effect Cost Time
1 Energetic Receive a +2 mundane bonuStamina N/A N/A
1 I nfuser ds Se n Perform arinfusion(detect) skill check for 0 AP 1 Stamina 0 AP
1 Infusers Assisting bonus increased to a maximum of +2d N/A N/A
2 Exert Receive a +1d speciahios on arnnfusionskill check 1 Stamina N/A
2 Holy Symbol Use thdnfusionspells prepared in Focuses of allies N/A N/A
2 I nfuser ds F o c Storetwo addition&tfusionspells in your Focus N/A N/A
B Expert Infusers Assisting bonus increased to a maximfi+3d N/A N/A
B I nfuser ds To u Receive aspecial flat bonus equal tolytusionskill levebn aMedicineskill check 1 Stamina N/A
B Power Symbol Cast arinfusionspell from your Focus without freedom of movement 1 Stamina N/A
4 Bloodletter Increase the potency of a sacrifice usedlimfaionenchantment N/A N/A
4 Matter Weaver Receive a special flat bonus equal tolyfusionskill levebn anAnimationskill check 1 Stamina 0 AP
4 Power of the Body Grant allies in your cube a mundaneibam Infusion skill checks during 1 round 1 Stamina 1AP
B Feedback Enemies receive Bbdydamagevhen you counter thdirfusionspell N/A N/A
B Master Infusers Assisting bonus increased to a maximumddf + N/A N/A
B Syphon Energy Receive a temporatgt mundane bonus &aminavhen you counter dnfusionspell N/A N/A
6 Healweaver Bestow the beneficial effect of Syphon Energgower on an ally N/A N/A
6 Instant Symbol Perform arinfusion(cast) skill check for 0 AP 3 Stamina 0 AP
6 Voiding Symbol Perform arinfusion(counter) skill check for 0 AP 3 Stamina 0 AP
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Tier Name Effect Cost Time
1 Gang Assisting bonus increased to a maximundf + N/A N/A
1 Gangster Receive a +1d special bonus omémidateskill cleck 1 will N/A
1 Style Receivea +2 mundane bonus dmtimidateskillchecks performed with a certain item N/A N/A
2 Bring It On Multiple targeticur a-1d penaltypn any opposed checks made againsiyang 1 round 1 will 1AP
2 Inspire Fear Affectadditional targetsith the Bring It On or Terrorizpowers ga cost of 1 Will per target Special N/A
2 Stomp Use the Intimidate (bully) skill to disarm a target in melee 1 will 2 AP
3 Expert Gang Assisting bonus increased to a maximunBdf + N/A N/A
8 Intimidating Stance Receive a mundane bonus to your Hit Difficulty while stationary with an Intimidatsk{lbaigck 1 will 2AP
B Veiled Threats Receive a special flat bonus equal tolyoomidateskill levebn aSpeechcrafikill check 1Will N/A
4 Cal | 6M Out Your target does not receive bonuses to his Hit Difficulty against your attacks 2 Will 1AP
4 Hard Diplomacy Grant allies in your cube a mundane bonus on Intimidate skill checks during 1 round 1Will 1AP
4 Terrorize Your targetncuis aflat penaltyon any opposed checks made againsiiydng multiple rounds 2 Will 1AP
B Furious Attack Use he Intimidate skill to perform an attack 2 Will N/A
B Master Gang Assisting bonus increased to a maximumddf + N/A N/A
B Untouchable Use tle Intimidateskill tododge or parry an attack 2 Will N/A
6 Rage Deal 1d Soul damage to multiple targets 2 Will 1AP
6 War Cry Suppress Disability Counters, restore Stamina, and bestow a flat mppaisetbchecks made againsty 3 Will 2 AP
6 War Song Alliesbenefit from thaVarCrypp ower 6s ef f ect as you do Special N/A
Table 16 Manipulatiqggowers

Tier Name Effect Cost Time
1 Conmen Assisting bonus increased to a maximun2df + N/A N/A
1 Manipulator Receive a +1d special bonus dfieaipulaibn skill check 1 will N/A
1 Witty Perform a Manipulatiadistractor Manipulation (insulkill check fod AP 1 will 1AP
2 Chorus Affect additional targetdith the Discourage, Taunt, Rebuke, or Aggrapatesrs tia cost of 1 Will per tar¢ Speal N/A
2 Discourage Yourtarget incurs €d penalty odesignateskill check$or multiple rounds 1 Will 1AP
2 Rebuke Yourtarget incurs d.d penalty on his next skill check 1 Wil 0 AP
B Con Artists Assisting bonus increased to a maximunBdf + N/A N/A
B Infuriate Your target loses all his remaining AP 2 Will 2 AP
B Insult to Injury Thetargetyou attack suffers 1d additional Mind or Soul damage 1 Will N/A
4 Aggravate Your target incurs a flpenalty on his next skill check 2 Will 1AP
4 Taunt Your target does not receive bonuses to his Hit Difficulty against your attacks 2Will 1AP
4 Thugs Grant allies in your cube a mundane bonus on Manipulation skill checks during 1 round 1will 1AP
B Braggadocio Receive a +1d speciainusper Will spenon your next skill check Special 3 AP
B Con Masters Assisting bonus increased to a maximumddf + N/A N/A
B Derisive Attack Use he Manipulation skill to perform an attack 2 Will N/A
6 Embarrass Change the damage type of an attack to Mind or Soubdamag 1 Wil N/A
6 Pump-Up Alliesbenefit from thdBraggadocip ower 6s ef fect as you do Special N/A
6 RazorSharp Perform a Manipulatiqdistracy or Manipulation (insulgkill check foll AP 2 Will 0 AP
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