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Chapter 1: Welcome to the Stage

The Stage is a place where stories are told and enacted, 

a place where you can escape from the real world for a 

while to explore your wildest dreams. 

Tabletop role-playing game 

The Stage is a tabletop role-playing game. A tabletop 

role-playing game allows players to create their own 

story. Role-playing is not much different from sitting 

around a campfire and telling each other stories. 

However, instead of  taking turns to tell a story, players 

collaborate to create one together. In this story, every 

player assumes the persona of  a (fictional) character 

that they create: they play the role of  that character. 

Why rulebooks? 

Role-playing in an adventure creates questions: how do 

you decide if  a player can defeat an evil villain? How do 

you determine if  a player can clear a chasm with a 

mighty jump or if  he plummets into the dark depths 

below? 

These questions get more complicated as the game 

proceeds. Eventually, answering them might get in the 

way of  the story. Nothing ever should. So to let you 

play the game and create your story unhindered, the 

Stage provides rules to answer most of  these questions. 

As most storytelling systems worth their salt, the 

Stage grew over time and is the fruit of  several happy 

years of  development and testing. Although perfection 

is the goal, the Stage is not perfect, nor will it ever be: it 

will continue to grow and improve over time. 

The Stage in three words 

The Stage was developed with three specific goals in 

mind: 

¶ Freedom. Players are 100% free to create the 

characters that they want to play. Limitations in terms 

of  character classes, paragons, professions, 

occupations, or roles do not exist on the Stage. Your 

imagination is the limit. 

¶ Flexibility. The Stage is neutral: it will adapt to your 

story. Whether you want to tell stories of  heroic 

fantasy, black comedy, epic science fiction, dystopian 

terror, or gritty realism, the Stage welcomes you. 

¶ Tactics. The Stage features interactive tactical 

mechanics: your reactions to enemy actions make a 

difference, and defense is as important as offense. 

The cast 

On the Stage, the players are both performers and 

spectators. There are usually two or more players to a 

game. 

The players 

Every player, except the Game Master (ôGMõ; more 

about him later) plays at least one persona, a character. 

Players create their own characters by using the rules in 

Chapter 3 (Character Creation and Advancement). They 

assume the role of  that character in the game. 

The Game Master 

On the Stage, there is one player who presents the 

playing field. He controls all things that are not the 

other playersõ characters. This player is the GM. He is as 

much a storyteller as the other players are, but he 

doesnõt play for the glory of a single character, he is not 

the hero; instead, he is a world for others to be heroes 

in. 

The GMõs role 

The GM runs the game. He controls events, climate, 

people, cities, gravity, animals, and so on. Characters 

under the GMõs control are called Non-player characters 

(ôNPCsõ). 

The GM also presents the world that the story takes 

place in, which is called ôthe settingõ. He can use a 

premade setting or he can create his own. And because 

the Stage wouldnõt be very exciting without a plot, the 

GM also runs the playersõ adventure. The GM can 

create a homemade adventure--drawing maps, fleshing 

out enemies, and creating compelling locations and 

events--or he can run premade adventure modules. The 

latter may be easiest for beginners or people with less 

time on their hands. 

The GM is also a referee. And that is where this 

rulebook comes into play. He resolves discussions about 

rules and has the final say on anything that takes place 
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in the game. Of course, that doesnõt mean he shouldnõt 

listen to his players or be unfair. 

Using this book 

This book provides detailed information on how to 

handle all kinds of  situations, from fighting to 

diplomacy, from horseback riding to artisanship. Players, 

including the GM, do not need to read all of  it. 

However, it does help to have a basic grasp of  the 

mechanics and to know where to find the answers to 

questions that may come up during play. 

Beginners on the Stage 

If  youõre new to the game, but not to tabletop role-

playing games in general, we would recommend you 

peruse Chapters 2 (Characters), 3 (Character Creation 

and Advancement), and 4 (Game Mechanics). It is 

especially useful to get a feel for character attributes and 

the skill check mechanics, both of  which are explained 

in those chapters. Itõs not necessary to read the detailed 

descriptions of  skills, powers, spells, and enchantments 

in Chapters 6 (Skills), 7 (Powers), 8 (Spells), and 9 

(Enchantments). However, it might be useful to leaf  

through the tables at the beginning of  those chapters to 

get a general idea of  what kind of  powers, spells, and 

enchantments are available on the Stage. 

Chapter 5 (Adventuring) contains some general rules 

about life as an adventurer on the Stage. Players will 

need some of  those rules early on, especially those 

relating to equipment. We recommend you keep those 

rules handy for when you begin character creation. GMs 

that want a smooth start may want to have a closer look 

at Chapter 5 (Adventuring) as well, especially the rules 

on equipment, so that they can help out their players 

during character creation. 

Completely new to tabletop role-playing games? 

First of all, welcome. Weõre honored to accompany you 

on the first steps of  what may become a beautiful 

journey. If  the game is a bit abstract or even 

intimidating right now, thatõs perfectly normal. The best 

way to get a feel for how a tabletop role-playing game 

progresses is to watch some people play on YouTube or 

listen to a few podcasts of  people playing. 

Itõs also a good idea to have a chat with your GM to 

see if  there are any preparations you can make to be 

ready for your first session. If  you are the GM, make 

sure you have an adventure to run, know where to find 

the relevant rules, and start at the beginning by having 

your players create their characters. 

Whatever you do, donõt try to memorize this or any 

other book. Remember itõs a game, so itõs supposed to 

be fun; these rules serve no other purpose than to 

facilitate that. 
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Chapter 2: Characters

At the core of  every game on the Stage are the 

characters, whether player characters or NPCs. This 

chapter explains the mechanics surrounding characters. 

Those mechanics determine what a character can do 

and how good he is at it. 

A characterõs abilities depend on: 

¶ Body, Mind, and Soul levels: these are general 

statistics that determine an individualõs physical, 

mental, and spiritual resources and potency. 

¶ Skills: these determine a characterõs specific 

capabilities. Skills are important to determine if  a 

character can perform a specific action, such as an 

attack or a difficult maneuver. 

¶ Powers: these are special abilities or maneuvers--often 

applications of  a skill--that characters may learn. 

¶ Spells and enchantments: these are manifestations of  

magical ability. Spells are often instant, on-the-fly 

effects, whereas enchantments serve to instill magical 

power in an item and are more complicated to 

perform. 

Body, Mind, and Soul levels 

A characterõs Body, Mind, and Soul levels determine his 

physical, mental, and spiritual resources. Characters lose 

these resources when they suffer harm or spend these 

resources to power abilities. 

Stamina and Vitality 

A characterõs Body level determines his Stamina and 

Vitality. Stamina and Vitality are both equal to a 

characterõs Body level. For example, a character with 

Body level 6 has 6 Stamina and 6 Vitality. 

Characters lose Stamina and Vitality when they suffer 

Body damage or spend Stamina and Vitality to power 

physical abilities, such as powers, spells, and 

enchantments. If  a character has 0 Stamina left, Body 

damage is subtracted from his Vitality. When a character 

has 0 Vitality left, he is dead. 

Intellect and Sanity 

In the same way, Mind level determines a characterõs 

Intellect and Sanity: Intellect and Sanity are both equal 

to a characterõs Mind level. 

Characters lose Intellect and Sanity when they suffer 

Mind damage or spend Intellect and Sanity to power 

mental abilities. If  a character has 0 Intellect left, Mind 

damage is subtracted from his Sanity. When a character 

has 0 Sanity left, he is no longer sane. Players cannot 

control an insane character; they act as the GM dictates. 

Will and Spirit 

Finally, a characterõs Soul level determines his Will and 

Spirit. Will and Spirit are both equal to a characterõs Soul 

level. 

Characters lose Will and Spirit when they suffer Soul 

damage or spend Will and Spirit to power spiritual 

abilities. If  a character has 0 Will left, Soul damage is 

subtracted from his Spirit. When a character has 0 Spirit 

left, he becomes comatose. Comatose characters fall 

where they stand and can no longer act. 

Losing and restoring Stamina, Intellect, and Will 

Characters may lose Stamina, Intellect, and Will when 

they suffer Body, Mind, or Soul damage. Alternatively, 

characters may spend Stamina, Intellect, and Will to fuel 

skills, powers, spells, and enchantments. 

Loss of  Stamina, Intellect, and Will represents surface 

wounds, minor cuts, bruises, tiredness, stress, or a 

temporary feeling of  listlessness: all in all, nothing a 

good nightõs rest wonõt solve. 

Characters restore lost or spent Stamina, Intellect, and 

Will by resting at least 8 hours. Additionally, some skills 

(such as the Medicine skill), powers, or spells can restore 

lost Stamina, Intellect, or Will. Finally, once per day, a 

character may recompose, which allows him to restore 

Stamina, Intellect, or Will (after his choice). A player 

that recomposes must announce this to the GM. A 

character cannot recompose during an Encounter. What 

Encounters are, is explained in Chapter 4 (Game 

mechanics). 

Losing and restoring lost Vitality, Sanity, and Spirit 

If  characters are not careful, they may lose Vitality, 

Sanity, and Spirit in the same way they lose Stamina, 

Intellect, and Will: they lose it as a result of  Body, Mind, 

or Soul damage; or they spend it to fuel skills, powers, 
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spells, or enchantments. 

Loss of  Vitality, Sanity, or Spirit represents serious 

trauma with severe consequences, such as physical 

disability, catatonia, delusions, hallucinations, 

depression, or paranoia. Characters incur a Disability 

Counter for every Vitality, Sanity, or Spirit lost. For 

every Disability Counter, a character receives a 

(cumulative) penalty of  -1d on all skill checks. The 

penalty lasts until the Disability Counter is removed by 

healing the relevant damage. 

Vitality is restored through surgery or certain spells. 

Sanity is restored through neurological treatment or 

certain spells. Spirit is restored through psychiatric 

treatment or certain spells. 

Skills 

A characterõs specific capabilities are determined by his 

skills. Skills are connected to Body, Mind, or Soul, 

depending on which of  these match the use of  that skill 

the most. There are 8 Body skills, 8 Mind skills, and 8 

Soul skills. 

Body skills 

¶ The Agility skill governs reflex speed, dexterity, and 

nimbleness.  

¶ The Animation skill governs the magical creation or 

alteration of  objects and creatures. 

¶ The Athletics skill determines skill at overcoming 

physical obstacles and skill with thrown weapons. 

¶ The Brawl skill governs unarmed fighting and 

grappling. 

¶ The Close Combat skill governs armed, man-to-man 

combat. 

¶ The Defense skill determines ability with and efficient 

use of  armor. 

¶ The Guile skill governs the arts of  stealth, larceny, 

and burglary. 

¶ The Infusion skill governs the magical art of  healing 

or harming others. 

Mind skills 

¶ The Academics skill determines scholarly knowledge 

and tactical insight. 

¶ The Crafts skill governs construction, repair, and 

sabotage. 

¶ The Medicine skill determines skill in medical 

treatment and surgery. 

¶ The Operate skill governs the ability to control craft 

and vehicles. 

¶ The Projection skill governs the magical projection of  

force and elemental effects. 

¶ The Psionics skill determines magical skill in 

clairvoyance and telepathy. 

¶ The Ranged Combat skill governs the use of  ranged 

weaponry. 

¶ The Science skill governs chemistry, control of  

machines, and scientific ability. 

Soul skills 

¶ The Animism skill determines magical skill in 

evocation and destruction of  spirits. 

¶ The Apportation skill governs magical telekinesis and 

teleportation. 

¶ The Creativity skill determines creative capabilities. 

¶ The Intimidate skill determines interrogation and 

bullying abilities. 

¶ The Manipulation skill governs lying, bragging, and 

taunting. 

¶ The Perception skill determines awareness. 

¶ The Speechcraft skill governs persuasion, discussion, 

and public speaking. 

¶ The Survival skill determines animal empathy and the 

ability to survive outdoors. 

Making the Stage easier 

By now, youõll have found that characters that do not have a 

high Body level will not have much Stamina or Vitality. The 

same goes for Mind level and Soul level. A character with a 

Body level of  1 is therefore likely to die whenever he is hit in 

combat. Not all players and GMs will enjoy this unforgiving 

aspect of  the Stage, while others will find it fun. 

If  a group finds the Stage too unforgiving or wants an easier 

experience, we recommend to increase Stamina, Vitality, 

Intellect, Sanity, Will, and Spirit. You may consider to give 

every character a base number of  these resources equal to 

their Size category (7 for human-sized characters), or you 

could double or triple the resources they receive from Body, 

Mind, and Soul level. Do what you must to get the Stage to 

work for you. 
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Skill applications 

All skills have different applications. An application is a 

specific use of a skill that falls under that skillõs domain. 

In table 2-1 you will find a list of  the skills and their 

applications. 

When the rules refer to a specific application of  a 

skill, that application is stated behind the skillõs name in 

brackets, e.g. òAgility (dodge)ó or òClose Combat 

(attack)ó, where òdodgeó is an application of  the Agility 

skill and òattackó is an application of  the Close Combat 

skill. Everything a character can do is an application of  

a skill. Whether a skill is used successfully depends on a 

characterõs level of ability and chance. 

Dice 

Chance is important in the game: it can make or break 

characters, just as it can do in real life. To most players, 

chance is part of  the excitement and fun of  games. 

Chance is represented on the Stage by the use of  one or 

more six-sided dice, abbreviated to òdó. On the Stage, 

players roll dice to determine the success of  their 

actions. The higher the result of  a dice roll, the better. 

Because players will often roll more than one die, we 

place a number in front of the abbreviation òdó to 

indicate the number of dice: ò1dó means one six-sided 

die; ò2dó means two six-sided dice; ò3dó means three 

six-sided dice, and so on. 

Skill level 

Every character has a certain level of  ability in every 

skill: a skill level. Characters can have skill levels ranging 

from 0 to 6. Skill levels may increase over time as 

characters gain experience. For more information on 

character advancement, see Chapter 3 (Character 

Creation and Advancement). 

Skill level 0 means that a character is untrained in that 

skill. Skill level 1 means that a character has a basic 

understanding of  that skill. Skill level 2 represents a fair 

understanding of  a skill and is most common among 

characters that use that skill reasonably often. Skill level 

3 represents a professional understanding of  a skill and 

is common among characters that make their profession 

out of  the application of  that skill. Skill level 4 in a 

certain skill indicates that the character is specialized in 

that skill and has spent a great amount of  his time 

practicing and applying it. When characters have skill 

level 5 in a skill, they are highly specialized in it. Skill 

level 6 is near perfection; only the most dedicated and 

talented manage to bring their skills to this level. A skill 

level above 6 is non-human. 

Skill checks 

When characters use a skill, they may need to perform a 

skill check. A skill check always consists of  rolling a 

number of dice equal to the characterõs skill level in the 

relevant skill, taking into account bonuses and penalties 

(the ôdice poolõ). The outcome of  the roll is compared 

to a target number set by the GM or the opposition (the 

ôDifficultyõ). If the result exceeds or equals the 

Difficulty, the character succeeds. If  it is lower, he fails. 

Characters with higher skill levels roll more Dice and 

will--on average--get better skill check results than 

characters with lower skill levels. 

Powers 

Characters may also learn special abilities, maneuvers, or 

extraordinary feats called powers. Powers are usually 

linked to a skill; characters unlock access to most 

powers by increasing their skill levels. The powers and 

their mechanics are explained in Chapter 7 (Powers).
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Table 2-1: Skills and skill applications 

Body skills Mind skills  Soul skills 

Skill Applications Skill Applications Skill Applications 

Agility ¶ Balance 

¶ Dodge 

¶ Initiative 

¶ Tumble 

Academics ¶ Analysis 

¶ Knowledge 

¶ Research 

Animism ¶ Cast 

¶ Counter 

¶ Detect 

¶ Enchant 

¶ Learn 

Animation ¶ Cast 

¶ Counter 

¶ Detect 

¶ Enchant 

¶ Learn 

Crafts ¶ Craft 

¶ Repair 

¶ Sabotage 

Apportation ¶ Cast 

¶ Counter 

¶ Detect 

¶ Enchant 

¶ Learn 

Athletics ¶ Climb 

¶ Compete 

¶ Jump 

¶ Land 

¶ Lift  

¶ Pursue 

¶ Swim 

¶ Throw 

Medicine ¶ Analysis 

¶ Cure 

¶ First Aid 

¶ Reanimate 

¶ Surgery 

¶ Treatment 

Creativity ¶ Compose 

¶ Design 

¶ Perform 

Brawl ¶ Attack 

¶ Grapple 

¶ Parry 

Operate ¶ Control 

¶ Navigate 

Intimidate ¶ Bully 

¶ Interrogate 

Close Combat ¶ Attack 

¶ Parry 

Projection ¶ Cast 

¶ Counter 

¶ Detect 

¶ Enchant 

¶ Learn 

Manipulation ¶ Brag 

¶ Distract 

¶ Insult 

¶ Lie 

Defense ¶ Block 

¶ Deflect 

Psionics ¶ Cast 

¶ Counter 

¶ Detect 

¶ Enchant 

¶ Learn 

Perception ¶ Detect 

¶ Intuition 

¶ Investigate 

Guile ¶ Bluff 

¶ Conceal 

¶ Disable 

¶ Pick Pocket 

¶ Sneak 

Ranged Combat ¶ Attack Speechcraft ¶ Converse 

¶ Discuss 

¶ Orate 

¶ Persuade 

Infusion ¶ Cast 

¶ Counter 

¶ Detect 

¶ Enchant 

¶ Learn 

Science ¶ Analysis 

¶ Chemistry 

¶ Control 

¶ Design 

¶ Knowledge 

¶ Research 

Survival ¶ Conceal Tracks 

¶ Forage, Gather, Hunt 

¶ Handle Animal 

¶ Ride 

¶ Track 

¶ Train 
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Chapter 3: Character Creation and Advancement

Creating a character is one of  the first things players do 

when they get on the Stage. As the game progresses, 

characters will learn new abilities and improve old 

abilities. This chapter deals with character creation and 

advancement. 

Note that the rules in this chapter are the standard 

rules for dealing with character creation and 

advancement. Players and GMs are free to come up 

with other ways to deal with character creation (such as 

premade characters) and character advancement (such 

as story-driven advancement). 

Character creation 

First, players should decide who they want their 

characters to be. There is no need to write a complete 

background story (unless you want to or your GM asks 

it of  you), but every character needs a background. The 

game mechanics have been so designed to make 

character creation easy and simple once a player knows 

what kind of  character he wants to play. 

Step 1: Character Points 

At the start of  a game, the GM distributes Character 

Points to the players. The GM decides how many 

Character Points he distributes. For characters that start 

out at the bottom, 400 to 500 Character Points is 

standard. GMs that want characters to be more 

experienced at the beginning of  the adventure may give 

500 to 1,000 Character Points. Characters with 1,000 to 

1,500 Character Points are extremely experienced; 

characters with 1,500+ Character Points are nearly 

inhumanly capable. You will use these Character Points 

in steps 4 and 6 to purchase skill levels and powers. 

Step 2: Character details 

Once you know how many Character Points you get, 

the next step is to work out the details of  your 

character, such as race, gender, culture, length, weight, 

eye color, hair color, and so on. The available options 

depend on the setting in which the adventure takes 

place; players should consult their GMs for more 

information. 

Step 3: Bonuses and penalties 

Race, ethnicity, or culture may grant bonuses or 

penalties to skills or other special effects. Before players 

distribute their Character Points, they should consider 

the effects of  these bonuses and penalties. If  a certain 

culture receives a +1d bonus to the Ranged Combat 

skill, the character may want to spend less Character 

Points in acquiring skill levels in that skill since he is 

already quite capable. 

Note that bonuses or penalties to a skill do not 

increase or decrease the skill level; they merely add or 

remove dice to the dice pool or a number to the skill 

check result. There is more information on the 

operation of  bonuses and penalties in Chapter 4 (Game 

Mechanics). For now, write these bonuses and penalties 

down, so you can add them to the relevant skills later. 

Step 4: Acquiring skill levels 

Players use Character Points to purchase skill levels. The 

formula for calculating Character Point cost of  a skill 

level is (skill level x 20) + 20. As such, the first skill level 

in a skill costs 40 Character Points; the second level 

costs 60 Character Points; the third level costs 80 

Character Points; the fourth level costs 100 Character 

Points; the fifth level costs 120 Character Points; and 

the sixth level costs 140 Character Points. 

Players can choose freely how many skill levels they 

purchase in any skill. However, characters must have at 

least one skill level in a Body skill, a Mind skill, and a 

Soul skill. 

Step 5: Body, Mind, and Soul level 

A characterõs Body level is equal to his total number of 

skill levels in Body skills; a characterõs Mind level is 

equal to his total number of  skill levels in Mind skills; 

and a characterõs Soul level is equal to his total number 

of  skill levels in Soul skills. In their turn, Body, Mind, 

and Soul level determine Stamina, Vitality, Intellect, 

Sanity, Will, and Spirit as described in Chapter 2 

(Characters). 
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Step 6: Powers 

Finally, players may purchase powers with Character 

Points. A power costs 20 Character Points per power 

level. As such, a level 1 power costs 20 Character Points; 

a level 2 power costs 40 Character Points; a level 3 

power costs 60 Character Points, and so on. Unless a 

powerõs description states otherwise, every power can be 

acquired only once. 

To purchase a power, characters must meet that 

powerõs prerequisites. Since the prerequisites of  a power 

often require a character to have a certain skill level, 

Body level, Mind level, or Soul level, players may find it 

to their advantage to plan out in advance which powers 

they want and what prerequisites they should meet to 

acquire them. 

Step 7: Finish 

Once a player has worked out the character details; used 

allotted Character Points to purchase skill levels; 

determined his characterõs Body, Mind, and Soul level; 

and used Character Points to purchase powers, the 

character is ready to begin his adventures. Whether or 

not starting equipment is available depends on the 

setting and the GMõs plan. 

Advancement 

As a characterõs adventures progress, his skills will 

improve. He will learn new abilities and powers and 

grow more powerful. 

Character Point reward 

As the adventure proceeds, the GM awards Character 

Points to the players that they can use to purchase new 

skill levels, powers, and more. Every GM will do this in 

his own way. Some GMs may ask players what they have 

learned in a session of  play and award Character Points 

accordingly, others may reward a number of  Character 

Points per challenge overcome or simply off  the top of  

their heads. These Character Points can be used in 

accordance with steps 4, 5, and 6 above to purchase 

more skill levels and powers. Character Points do not 

need to be spent immediately: players may save up for 

certain goals. 

Character death 

Not all adventurers make it; some die. That is the risk 

of their occupation, and itõs a risk players should accept 

before they get on the Stage, too. 

A graceful death 

Character death can be a bummer. Players that lose a 

character they have invested a lot of  time and effort in 

may not always respond well to the loss, especially if  

they feel the death was unfair or too harsh. But 

sometimes the dice just fall that way. Remember that 

this is one of  the reasons these games are fun: if  

characters were immortal and nothing could ever go 

wrong, the game wouldnõt be very exciting. 

GMs that deal in death do well to try to handle the 

situation with care. A description of  a heroic or 

magnificent death can go a long way towards helping a 

player accept his characterõs demise. Awareness of the 

playersõ real-life character can help, too. Some players 

will be cross for a while after experiencing character 

death and may need a timeout; others will smile, shrug it 

off, and embrace the opportunity to get on Stage with 

another persona. 

Life after death 

In most campaigns, character death shouldnõt mean that 

the player can no longer play. Players get to make a new 

character and take them to the Stage. However, there 

will often be a penalty to dying, which can manifest 

itself  in, for example, limiting the new characterõs 

starting equipment, or awarding fewer Character Points 

to the new character. 

A few words of  caution though. 

It is usually not fun if  a new character has a serious 

disadvantage by having to start ôall overõ (i.e. with the 

starting amount of  Character Points) while the other 

characters have already played several sessions and 

gained many Character Points. Consider having new 

characters start just a few Characters points short of  the 

groupõs average. 

GMs may also consider not penalizing characters that 

died in a display of  role-playing. If  a player brings role-

playing to a level where he chooses or chances character 

death over doing something that would keep the 

character safe but is inconsistent with its personality, 

then penalizing him might discourage such role-play in 

the future.
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  Example: Building a character 

David will play in a new game of  the Stage in the world of  

Verden, a place of  early medieval fantasy. David would like 

to play a stealthy character, a thief  and a burglar of  

questionable morality whose first and foremost concern is gold. 

Before the first session, David fleshes out his character and 

writes a background story. The thiefõs name will be Arlef. 

Step 1: Character Points 

During their first session together, the GM distributes 440 

Character Points to every player, including David. 

Step 2: Character details 

David has to decide his characterõs details. He already decided 

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

Mind ability, which allows him to acquire powers at a lower 

cost. David also gets to pick a sub-race for Arlef; he chooses 

Sorfolk. Finally, he gets to pick a background. David decides 

Arlef  started life as a humble Commoner and now tries to 

steal his way up the social ladder. 

Step 3: Bonuses and penalties 

David takes into account any bonuses or penalties Arlef  

might receive due to his background. Arlef  receives a +2 

mundane bonus to Intellect from being Sorfolk and a +2 

mundane bonus to Will from being a Commoner. 

Step 4: Acquiring skill levels 

David gets to use his 440 Character Points to purchase skill 

levels. To be a successful thief, Arlef  needs at least a fair 

understanding of  how to sneak around, pickpocket people, 

and how to get into locked places; this is all the domain of  

the Guile skill. David decides Guile skill level 2 will do for 

now. Buying two skill levels in Guile costs him 100 

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

level). 

Second, Arlef  needs to be nimble and able to get out of  

harmõs way; heõs not a fighter and heõs going to rely on dodging 

and running for cover whenever heõs in a fight. David decides 

Arlef  needs Agility skill level 2, which costs him another 

100 Character Points. Since Arlef  needs at least 1 skill level 

in a Mind and Soul skill as well, David gets 1 level in the 

Ranged Combat skill (for 40 Character Points) and 1 level 

in the Manipulation skill (for another 40 Character Points). 

That way, Arlef  can try to fight or talk his way out of  a 

scrap. David has spent 280 Character Points so far; he has 

160 left and decides to save those for purchasing powers. 

Step 5: Body, Mind, and Soul level 

Time to calculate Body, Mind, and Soul level. Since Arlef  

has 4 skill levels in Body skills (2 in the Guile skill and 2 

in the Agility skill), his Body level is 4 and he has 4 

Stamina and 4 Vitality. Arlef  has 1 skill level in Mind 

skills (Ranged Combat), so his Mind level is 1; Arlef  has 1 

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

receives 2 extra Intellect, which makes a total of  3 Intellect. 

Arlef  has 1 skill level in a Soul skill (Manipulation). As 

such, he has Soul level 1, which means he gets 1 Will and 1 

Spirit. Since he is a Commoner, he receives 2 extra Will, 

which makes a total of  3 Will. 

Step 6: Powers 

Now, David gets to choose Arlefõs powers. David is 

interested mainly in the Guile powers and the Agility powers; 

they seem to match his concept for Arlef  perfectly. For level 1 

powers, he chooses Thief, Stalker, Nimble, and Lightweight. 

Normally, a level 1 power costs 20 Character Points to 

acquire. However, since Arlef  has the Quick Mind ability, 

powers cost 10 Character Points less. So these powers cost 

him only 40 Character Points. For level 2 powers, David 

chooses Catstep, Cloak and Dagger, Awareness, and 

Acrobat. Each of  these powers costs him 30 Character 

Points (instead of  the usual 40) for a total of  120 

Character Points. David has now spent all of  his Character 

Points. 

Step 7: Finish 

Time to finish up. Arlef  has Agility skill level 2, Guile skill 

level 2, Ranged Combat skill level 1, and Manipulation skill 

level 1. He has Body level 4, Mind level 1, and Soul level 1. 

He has 4 Stamina and 4 Vitality; 3 Intellect and 1 Sanity; 

and 3 Will and 1 Spirit. Arlef  has the Thief, Stalker, 

Nimble, Lightweight, Catstep, Cloak and dagger, 

Awareness, and Acrobat powers. 

David is ready to play. The GM informs him that Arlef, 

quite appropriately, begins the game imprisoned in the keepõs 

dungeon, and that he has no possessions except for the rags on 

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, spells, 

enchantments, and other game concepts work. This 

chapter deals with: 

¶ Skill checks: determine if  your character performs a 

task successfully; 

¶ Powers: special abilities that often come at a cost to 

use; 

¶ Encounters: when the game shifts to turn-based play 

to deal with combat and other tense situations; 

¶ Action points: a resource you need to perform actions 

during Encounters; 

¶ Combat: how to kill (or be killed); 

¶ Special attacks: from sniping to knocking a target 

unconscious; 

¶ Magic: manipulate the world through spells and 

enchantments; and 

¶ Movement and terrain: tactical movement and use of  

your surroundings. 

Skill checks 

There are two types of  skill checks on the Stage: 

¶ The flat check: a skill check where you roll all the dice 

in your dice pool and compare the outcome to the 

Difficulty. If  your result is equal to or higher than the 

Difficulty, you succeed.  

¶ The leveled check: a skill check where you need to 

perform two dice rolls. The first dice roll is to beat 

the Difficulty, and the second dice roll (which you 

only get to perform if  you succeed at the first roll) is 

to see how effective your action is, e.g. how much 

damage you deal or how long it takes you to perform 

a task. However, you only get one dice pool, so youõll 

have to distribute your dice between those two dice 

rolls. 

When to perform skill checks 

Characters do not need to perform a skill check for 

everything they do: a GM shouldnõt ask his players to 

perform an Athletics skill check whenever they want to 

run somewhere or a Speechcraft skill check whenever 

they want to say something. That may change if  they 

have to run somewhere while being chased by a bear or 

if  they have to say something to convince a bandit not 

to kill them. In general, players should roll skill checks 

when failure and success have material consequences. 

The GM always has the final call on when a skill check 

needs to be performed. 

Performing a skill check 

Every skill check consists of  3 steps: 

¶ Determining dice pool and Difficulty; 

¶ Rolling the dice; 

¶ Determining the outcome; 

Step 1: Dice pool and Difficulty 

The two vital parameters of a skill check are the playerõs 

dice pool (i.e. how many dice may he roll?) and the 

Difficulty (i.e. what number does the result of  his dice 

roll have to equal or exceed). 

A character receives one die in his dice pool per 

relevant skill level. A Character may also receive 

bonuses or penalties to his dice pool due to equipment, 

spells, powers, or circumstance (see the box ôBonuses 

and penaltiesõ below). 

The Difficulty of  a skill check is a numerical value 

(e.g. 3 or 7). Nearly all skill checks have a Difficulty. The 

higher the Difficulty, the harder the skill check. You can 

determine the Difficulty of a skill check by using the 

guidelines per skill in Chapter 6 (Skills). Some skill 

checks can be opposed, which means that another 

character may try to thwart the skill check. In that case, 

the opposing character sets the Difficulty for the skill 

check (see the box ôOpposed checksõ below). 

A player doesnõt usually get to know the Difficulty, 

but the GM may decide to reveal it or give a hint. 

Flat check or leveled check 

An example of  a flat check is jumping over a chasm: you 

either clear it or fall. An example of  a leveled check is 

attacking someone: even if  you hit your target, you still need 

to see how effective the attack was. Chapter 6 (Skills) lists 

which skill checks are flat checks and leveled checks. 
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Step 2: Rolling the dice 

Once a player knows the number of  dice in his dice 

pool, his relevant bonuses or penalties, and the GM 

knows the Difficulty the player has to beat, the next 

step is rolling the dice. 

If  the skill check is a flat check, then the player rolls 

his entire dice pool at once. If  the skill check is a leveled 

check, heõll have to distribute his dice pool: a part will 

go towards beating the Difficulty and the rest will go 

towards working out the effect. Players can check if  

their skill check is a leveled check by consulting the 

relevant skill description in Chapter 6 (Skills). 

If  the outcome of  the dice roll is equal to or higher 

than the Difficulty, the character succeeds. If  the 

outcome is lower than the Difficulty, the character fails 

and the skill check ends here in failure. 

Step 3: Determining the outcome 

If  the character beats the Difficulty, he gets to 

determine the outcome of  his skill check. If  he 

performed a flat check, the result is a success. If  he 

performed a leveled check, he now gets to roll the dice 

allocated to the second dice roll. If  no dice were 

allocated to the second dice roll, always treat the second 

dice roll as if  it had a result of  1. The result of  the 

second dice roll affects the outcome of  a skill check in 

the way described in the skill descriptions in Chapter 6 

(Skills).

Bonuses and penalties 

There are two types of  bonuses and penalties on the Stage: 

those that add or subtract dice from the dice pool (a ôdice 

bonusõ) and those that add or subtract a number from the 

result of  the skill check (a ôflat bonusõ). A dice bonus or 

penalty is given as e.g. ò+1dó, ò-2dó, or ò+2dó. A flat 

bonus or penalty is given as e.g. ò-1ó, ò+2ó, or ò-3ó. 

Characters can gain bonuses from mundane sources, such as 

weapons, tools, circumstances, and knowledge or synergy. 

Bonuses acquired through such mundane means are called 

ômundane bonusesõ. Mundane bonuses stack with each other 

and have no maximum. Characters can also gain bonuses 

from special sources (ôspecial bonusesõ), such as through magic 

or force of  personality. Most bonuses granted by powers, 

spells, and enchantments are special bonuses. Special bonuses 

are limited in the following ways: 

¶Special dice bonuses do not stack with each other. If  a 

character receives multiple special dice bonuses, the highest 

applies; 

¶Special flat bonuses to a Mind skill, Intellect, or Sanity 

can stack, but their total cannot exceed the recipientõs 

Mind level; and 

¶Special flat bonuses to a Soul skill, Will, or Spirit can 

stack, but their total cannot exceed the recipientõs Soul 

level. 

Please note that penalties can stack infinitely; therefore, no 

distinction is made between mundane and special penalties. 

Dice distribution 

When players distribute their dice, they should pay special 

attention to bonuses and penalties. Bonuses and penalties can 

only be allocated to a dice roll once. Some bonuses and 

penalties do not allow a player to choose and must be 

allocated to either the first or the second dice roll. 

Players may allocate 0 dice to the second dice roll, but must 

always allocate at least 1 die to the first dice roll. Of  course, 

if  a character fails at the first dice roll, he doesnõt get to make 

the second; distributing dice is a delicate balancing act. 

Opposed checks 

Characters will often find that an adversary tries to impede 

their progress on skill checks or achieve the opposite. Skill 

checks where two (or more) characters face off  against each 

other are called opposed checks. When dealing with opposed 

checks, there is always an aggressor: the character who tries to 

achieve something (e.g. to convince the other of  his point or to 

attack the other), and a defender: the character who tries to 

prevent that or even achieve the opposite. 

On opposed checks, the Difficulty is not a number set by the 

GM, but a number set by the defender with a skill check. 

However, the defender may only attempt to set the Difficulty 

for the aggressorõs skill check once. If there are multiple ways 

to respond to an aggressor, the defender does well to choose 

carefully. 

Chapter 6 (Skills) lists if  a skill check can be opposed and 

if  so, how, and who sets the Difficulty for whom. 
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Letõs look at the skill check step by step again. 

Step 1: Dice pool and Difficulty 

First, we need to know Brynhõs dice pool and the Difficulty 

for this skill check. Brynh has Crafts skill level 3; he gets 3 

dice in his dice pool. The GM tells Melinda that Brynh gets 

a penalty of  -2 because heõs using improvised tools. Brynhõs 

dice pool is 3d-2. 

Before Melinda gets to roll the dice, the GM determines the 

Difficulty for the skill check. The Crafts (sabotage) skill 

description in Chapter 6 (Skills) says that the Difficulty to 

sabotage an object is equal to its added Size category and 

Complexity. The GM looks up the lockõs Complexity and 

Size category in the sourcebook. He adds them together and 

gets a Difficulty of 10. He doesnõt tell Melinda the 

Difficulty. 

Step 2: Rolling the dice 

Melinda now gets to roll her dice. The Crafts (sabotage) skill 

description in Chapter 6 (Skills) says that this is a leveled 

check. That means Melinda will need to perform two separate 

dice rolls: one to determine if  Brynh succeeds and another to 

determine how effective his attempt is. She only gets one dice 

pool though, so she needs to decide how to distribute her dice 

among the first and second dice rolls. Melinda thinks the 

Difficulty for the first dice roll will be pretty high, but is 

confident sheõll manage with two dice. So she allocates two dice 

to the first dice roll and one die to the second dice roll. The 

GM decides that the penalty for using improvised tools 

applies to the first dice roll. 

Melinda rolls the two dice she had allocated to the first dice 

roll and gets a result of  11. She then subtracts the -2 penalty 

and gets a final result of  9, which is lower than the 

Difficulty; she fails. 

Step 3: Determining the outcome 

Now that Melinda has failed, she doesnõt get to roll the die 

allocated to the second dice roll. Brynh tinkers on the lock for 

an hour, but achieves nothing. Lucky for him, Arlef  will 

soon pass by Brynhõs cellé 

Example: Opposed check 

To get to Brynhõs cell, Arlef will have to sneak past a guard. 

To try to do that, David will need to perform a Guile 

Example: Flat check 

Arlef  is going to try to pick the lock on his cell door. He 

needs to perform a Guile (disable) skill check to see if heõs 

successful. David looks up the Guile (disable) skill 

description in Chapter 6 (Skills) and sees this skill check 

takes 3 AP to perform. 

Letõs look at the skill check step by step. 

Step 1: Dice pool and Difficulty 

The first step is to determine Arlefõs dice pool and the 

Difficulty he needs to beat. Arlefõs Guile skill level is 2. He 

gets 1 die in his dice pool per skill level. He receives no 

bonuses or penalties. As such, Arlef  has a dice pool of  2d. 

Before David gets to roll his dice, the GM determines the 

Difficulty he must beat. The GM looks up the Guile 

(disable) skill description in Chapter 6 (Skills), which says 

that the Difficulty to pick a lock is equal to the lockõs 

Complexity. The GM looks up the lockõs Complexity in the 

sourcebook of  the setting they are playing in and finds out it 

is 8. The GM doesnõt tell David the Difficulty. 

Step 2: Rolling the dice 

David now gets to roll his dice to try to beat the Difficulty. 

The GM has seen in Chapter 6 (Skills) that this is a flat 

check, which means that David doesnõt have to distribute his 

dice. David rolls his two dice and gets a result of  8, which is 

equal to the Difficulty. Since he has to get a result equal to or 

higher than the Difficulty to succeed, he is successful. 

Step 3: Determining the outcome 

Arlefõs skill check was a success: the lock springs open and 

freedom awaits. 

Example: Leveled check 

The cell next to Arlefõs is occupied by Melindaõs character, 

Brynh, a blacksmith who has lost everything to bandits and 

was incarcerated as a vagrant. Brynh doesnõt have any skill 

levels in the Guile skill, but he is a competent craftsman. He 

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

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

heõll succeed. Melinda looks up the Crafts (sabotage) skill 

description in Chapter 6 (Skills) and finds out that the skill 

check takes an hour to perform. 
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Skill level 0 or empty Dice pool 

Characters always get at least 1 die in their dice pool, 

even if  they have 0 skill levels in a skill or penalties have 

reduced their dice pool to 0 or lower. Additionally, the 

minimum result of  any skill check is always at least 1 

and cannot be negative. 

When a character performs a skill check with a skill 

he has 0 skill levels in and 1 or more dice rolled to beat 

the Difficulty get a result of  1, he botches the roll. A 

botch means something goes wrong. The GM decides 

what happens, but it should not be more disastrous than 

incurring a Disability Counter or destruction of  the tool 

or weapon used in the skill check. Character death as a 

direct result of  a botch is usually not considered fair. 

Assisting 

At the GMõs discretion, characters may assist adjacent 

characters with skill checks. A character may assist 

another character on any skill check if  he has at least 

skill level 1 in that skill. A character who is assisted by 

another receives a mundane bonus of  +1d on his skill 

check. Assisting takes as much time as the action that 

the character is assisting with and is a Reaction that is 

triggered by the other character performing a skill check 

(see ôAction pointsõ for more information about 

Reactions). 

Retrying skill checks 

Characters may wish to try again when their skill checks 

fail. Whether or not this is possible should be 

determined on a case-by-case basis. For example, it 

should be possible to attack an enemy again, but 

persuading someone with the same arguments after 

failing on the first attempt, should be either very 

difficult or impossible. 

Powers 

Powers are special abilities that usually relate to skills. 

The use of  some powers comes at a cost: they draw 

upon the energy of  a character and cost Stamina, 

Intellect, or Will (or--if  the character has no Stamina, 

Intellect, or Will left--Vitality, Sanity, or Spirit). 

Reusing and combining powers 

Unless a powerõs description states otherwise, powers 

can be used as often as a character wants to. Powers that 

modify the same type of  skill check, such as an attack, 

may also be combined. However, please note that the 

rules on stacking and combining bonuses as set out in 

the box on page 18 apply. 

Using a power 

Characters that use a power must announce doing so to 

the GM. If  this power may influence any skill check or 

its outcome or consequences, they must announce that 

they use the power before the relevant skill check is 

performed. 

(sneak) skill check. David looks up the skill description in 

Chapter 6 (Skills) and notes that movement costs twice as 

many AP while sneaking. 

Step 1: Dice pool and Difficulty 

As always, we first need to know Arlefõs dice pool and the 

Difficulty. Arlef  has Guile skill level 2. Since visibility in 

the dungeon is poor, the GM determines Arlef  receives a 

+1d mundane bonus to his skill check. As such, Arlef  has 

a dice pool of  3d. 

The Guile (sneak) skill description in Chapter 6 (Skills) 

says that sneaking past another character is an opposed 

check; it is opposed by a Perception (detect) skill check. In the 

case of  the Guile (sneak) skill, the sneaking character--

Arlef--sets the Difficulty for the otherõs Perception (detect) 

skill check. 

Step 2: Rolling the dice 

David and the GM now get to roll the dice for Arlef  and the 

guard respectively. The GM and David have seen in Chapter 

6 (Skills) that both the Guile (sneak) and the Perception 

(detect) skill checks are flat checks, which means they donõt 

have to distribute dice. 

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

the Difficulty to detect him is 10. The GM now performs a 

Perception (detect) skill check for the guard and gets a result 

of  3. Arlef  beats his opposition; his Guile (sneak) skill 

check is a success. 

Step 3: Determining the outcome 

Arlef  manages to sneak past the guard unnoticed and makes 

it to Brynhõs cell. He takes out his lockpick and gets to 

worké 
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Encounters 

Whenever there is no immediate threat, the game 

usually progresses smoothly without the need to 

measure out every second and define how long every 

action takes. When players rest and resupply in a city, it 

usually wonõt matter much if the playersõ actions take 

place chronologically or not. Sometimes--often in 

situations where there is a certain urgency or risk, time 

is an important factor and every second counts. The 

textbook example is a combat situation, but other 

situations (e.g. ransom negotiations or trying to 

maneuver a ship past jagged cliffs) may be equally 

urgent or stressful. The game deals with such situations 

by shifting to turn-based play. When this happens, itõs 

called an ôEncounterõ. 

Beginning and ending of  Encounters 

Encounters begin and end at the sole discretion of  the 

GM. Usually, the beginning and ending of  an 

Encounter is predictable: once the urgent situation 

commences (e.g. the combatants draw weapons or the 

ship comes upon a series of  cliffs), the Encounter 

begins; once the urgency is gone (e.g. the adversaries are 

all dead or wounded or the ship enters clear and open 

waters), the Encounter ends. 

Rounds and turns 

Every Encounter consists of  as many rounds as are 

required to end the Encounter. Every round, each 

character who participates in the Encounter gets a turn 

to act. A round represents about 12 seconds of  time in 

the game. Charactersõ turns, while played out 

consecutively, are considered to take place 

simultaneously. 

Groups 

An important part of  the Stage revolves around 

teamwork, especially during Encounters. Characters that 

want to survive will have to adapt to each other and 

cooperate. This is easier when characters act together. 

As such, allied characters take their turns consecutively 

in a round; they follow up on each other. A group of  

allies (however temporary or permanent their alliance 

may be) in an Encounter is called a group. Characters 

with no allies form a group on their own. 

Order of  acting (characters) 

Within a group, turns take place in an order determined 

by the groupõs members. The membersõ order of turns 

may differ per Encounter, since players may wish to 

adapt their strategy to a certain situation. The GM 

should ask players before the start of  the first round of  

an Encounter what their order of  turns will be. Once 

the Encounter has begun, the order in which characters 

take their turns cannot be changed. 

Order of  acting (groups) 

Once all groups have determined in what order their 

members will take their turns, it is time to determine in 

what order the groups will act (also known as resolving 

initiative). There are three types of  situations that call 

for a different way to resolve initiative: 

¶ All groups initiate hostilities at the same time; or 

¶ One group initiates hostilities; or 

¶ One group ambushes the other(s).  

Groups initiate hostilities at the same time 

When groups initiate hostilities at the same time, 

initiative is determined by an Agility (initiative) skill 

check made by the first character in every groupõs order 

of  turns. Other members of  a group cannot influence 

the groupõs initiative. The group with the highest Agility 

(initiative) skill check result acts first, followed by the 

second highest, and so on, until the round is over and 

the next round begins, which will be worked out in the 

same order. If  two or more groups have the same 

Agility (initiative) skill check result, those groups will 

make another Agility (initiative) skill check between 

them to determine who shall go first. 

One-sided initiation of  hostilities 

When groups are mutually aware of  each other, but one 

decides to initiate hostilities, initiative is also determined 

through an Agility (initiative) skill check made by the 

first member of  every group. However, the skill check 

result of  the group that initiates combat is maximized. 

Note that if  only one member of  a group decides to 

initiate hostilities, that member is automatically the first 

one to act in his groupõs order of turns. So, the lone 

wolf  that decides to shoot first determines initiative for 

his entire group, regardless of  whether or not the other 

members of  the group consent with his acting first. 



The Stage RPG 

Core Rulebook 

 

 22 

Ambushes 

When characters sneak up on their targets undetected, 

they have an Ambush advantage over all adversaries that 

are unaware of  them. If  an entire group obtains an 

Ambush advantage over an enemy group, the 

ambushing group automatically wins the Agility 

(initiative) skill check. The first character in that groupõs 

order of  turns must still roll an Agility (initiative) skill 

check, but his result will be treated as at least 1 higher 

than the skill check result(s) of  the ambushed group(s), 

regardless of  the actual outcome of  the dice roll. 

An Ambush advantage also limits the defensive 

options for the ambushed characters. For more 

information on that mechanic, see ôAmbush advantageõ 

below. 

Action points 

During turn-based play (and thus during Encounters) 

time is measured in Action Points (ôAPõ). Every 

character receives a number of  AP to spend on actions; 

every action has its own AP cost. 

The core rule: 3 AP 

Every character gets 3 AP per turn. When a characterõs 

turn ends (so not at the end of a round), a characterõs 

AP are reset to 3, whether he has spent his previous 

turnõs AP completely or not. 

Actions cost 0, 1, 2, or 3 AP to perform. Most actions 

will be performed during a characterõs own turn. There 

are two exceptions: Reactions and Interruptions. 

Reaction 

A Reaction can be performed in response to an event 

regardless of  whose turn it is. Examples of  Reactions 

are responding to an attack by dodging it, parrying it, or 

blocking it with armor. A character who spends all his 

AP on Reactions during the turns of  other characters 

has none left when his own turn begins (since AP reset 

to 3 at the end of  his turn). 

A character can only perform a Reaction when 

prompted as set out in the descriptions listed in 

Chapters 6 (Skills), 7 (Powers), and 8 (Spells). The player 

must announce to the GM that he performs the 

Reaction. If  a Reaction may influence any skill check, 

the player must announce that they perform the 

Reaction before the relevant skill check is performed. 

Interruptions 

An Interruption is an action a character can take during 

anyoneõs turn (including his own) and at any given time. 

Some powers and spells are Interruptions; they may be 

used to quickly influence a situation. 

Example: Order of  acting 

Arlef  and Brynh find a way out of  the dungeon. The only 

problem is that the door that leads out into the open is 

guarded. David, Arlefõs player, and Melinda, Brynhõs player, 

decide thereõs only one way to get past the guardé 

When David announces that Arlef  will shoot the guard with 

a bow and arrow he stole from the dungeonõs armory, the 

GM decides an Encounter begins and asks David and 

Melinda what their acting order will be. They decide Arlef  

goes first. 

Since the guard hasnõt heard or seen Arlef or Brynh, the 

GM decides that this is a situation where one group (Arlef  

and Brynh) ambushes the other (the guard at the door). The 

GM calls for Agility (initiative) skill checks. 

Both groups perform an Agility (initiative) skill check; Arlef  

for his and Brynhõs group and the guard for his own group. 

Arlefõs dice pool is 2d; the guardõs is 1d. Arlef rolls and gets 

a 3. The guard rolls and gets a 5. Had the guard been aware 

of  Arlef  or Brynh skulking in the shadows behind him, 

then this would have been an Encounter where hostilities were 

initiated at the same. In that case, the guard would have acted 

first because he has a higher Agility (initiative) skill check 

result, followed by Arlef  and Brynh. 

However, since Arlefõs group has an Ambush advantage, 

their result is always considered to be at least 1 higher than 

that of groups that are unaware of Arlefõs group. As such, 

Arlefõs skill check result becomes 6 and he still gets to act 

first, followed by Brynh, followed by the guard. 

If  the guard had spotted Arlef  or Brynh, but for some 

reason had not attacked (maybe Brynh and Arlef  found 

guard costumes and disguised themselves), then this would 

have been an Encounter with one-sided initiation of  

hostilities. Arlefõs skill check result would have been 

maximized (to 12) and would have beaten the guardõs. 

However, if  the guard had a higher Perception skill level, he 

would still have a chance to beat that result, whereas he will 

never be able to beat Arlefõs result when Arlef  and Brynh 

have an Ambush advantage. 
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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 perform 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 or 

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 their turn. 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 or he 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 always a leveled 

check. As with all leveled checks, the attacker needs to 

get a result on his first dice roll that is equal to or higher 

than the targetõs ôHit Difficultyõ (see below). If he 

succeeds, he may perform his second dice roll. The 

result of  that roll equals the damage the attacker deals 

to his target. 

Hit Difficulty 

A targetõs Hit Difficulty varies depending on his 

response to an attack: 

¶ If  a target does not (or cannot) try to dodge or parry 

an attack, his Hit Difficulty = 0 + any bonuses. 

Characters receive bonuses from e.g. cover, Size 

category (see the box ôSize category and Hit 

Difficultyõ below), or spells and powers that protect 

them. 

¶ If  a target tries to dodge or parry an attack, he needs 

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

Brawl (parry), or Close Combat (parry) skill as a 

Reaction to the attack, in which case Hit Difficulty = 

skill check result + any bonuses. 

A targetõs Hit Difficulty can never be lower than 1. 

Example: Order of  acting 

Arlef  and Brynh find a way out of  the dungeon. The only 

problem is that the door that leads out into the open is 

guarded. David, Arlefõs player, and Melinda, Brynhõs player, 

decide thereõs only one way to get past the guardé 

When David announces that Arlef  will shoot the guard with 

a bow and arrow he stole from the dungeonõs armory, the 

GM decides an Encounter begins and asks David and 

Melinda what their acting order will be. They decide Arlef  

goes first. 

Since the guard hasnõt heard or seen Arlef or Brynh, the 

GM decides that this is a situation where one group (Arlef  

and Brynh) ambushes the other (the guard at the door). The 

GM calls for Agility (initiative) skill checks. 

Both groups perform an Agility (initiative) skill check; Arlef  

for his and Brynhõs group and the guard for his own group. 

Arlefõs dice pool is 2d; the guardõs is 1d. Arlef rolls and gets 

a 3. The guard rolls and gets a 5. Had the guard been aware 

of  Arlef  or Brynh skulking in the shadows behind him, 

then this would have been an Encounter where hostilities were 

initiated at the same. In that case, the guard would have acted 

first because he has a higher Agility (initiative) skill check 

result, followed by Arlef  and Brynh. 

However, since Arlefõs group has an Ambush advantage, 

their result is always considered to be at least 1 higher than 

that of groups that are unaware of Arlefõs group. As such, 

Arlefõs skill check result becomes 6 and he still gets to act 

first, followed by Brynh, followed by the guard. 

If  the guard had spotted Arlef  or Brynh, but for some 

reason had not attacked (maybe Brynh and Arlef  found 

guard costumes and disguised themselves), then this would 

have been an Encounter with one-sided initiation of  

hostilities. Arlefõs skill check result would have been 

maximized (to 12) and would have beaten the guardõs. 

However, if  the guard had a higher Perception skill level, he 

would still have a chance to beat that result, whereas he will 

never be able to beat Arlefõs result when Arlef  and Brynh 

have an Ambush advantage. 
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Offensive skills 

Characters can attack with five offensive skill 

applications: 

¶ Close Combat (attack);  

¶ Ranged Combat (attack); 

¶ Brawl (attack); 

¶ Brawl (grapple); and 

¶ Athletics (throw). 

The Brawl (attack) and Close Combat (attack) skills 

both cover melee combat, the former unarmed and the 

latter using weaponry. The Ranged Combat (attack) and 

Athletics (throw) skills govern attacks from a distance, 

the former using ranged weaponry and the latter using 

thrown weaponry. The Brawl (grapple) skill governs 

wrestling, holding, or crushing opponents. 

Performing a regular attack costs 1 AP. Grappling 

costs 3 AP. Grappling and performing regular attacks 

does not consume resources such as Stamina. 

Defensive skills 

Characters can defend against attacks with five 

defensive skill applications: 

¶ Brawl (parry); 

¶ Close Combat (parry); 

¶ Agility (dodge); 

¶ Defense (block); and 

¶ Defense (deflect). 

The Brawl (parry) and the Close Combat (parry) skills 

both govern deflecting, thwarting, and evading attacks 

in melee combat (which includes attacks made in melee 

range with ranged or thrown weaponry), the former 

unarmed and the latter using weaponry. The Agility 

(dodge) skill governs dodging, disengaging, and 

repositioning. The Defense (block) and Defense 

(deflect) skills govern using armor to absorb damage, 

the former for oneself  and the latter for the benefit of  

others. 

All defensive actions are Reactions. Parrying and 

blocking costs 1 Stamina and 0 AP: defenders can parry 

or block as often as they like, but they use resources 

when they do so. Dodging costs 1 AP: defenders 

expend valuable AP when dodging, but dodging does 

not consume other resources and allows the defender to 

disengage and reposition. Character cannot dodge and 

parry an attack (you can only set the Difficulty for an 

opponentõs skill check once), but characters who failed 

to dodge or parry may still try to block damage using 

the Defense skill. 

Armor and the Defense skill 

Characters that wear armor may use the Defense (block) 

skill to generate Defense Points that absorb damage. 

The number of  Defense Points a character generates is 

equal to his Defense (block) skill check result. However, 

the maximum number of  Defense Points a character 

may generate is limited by his armor set. Some armor 

also has Resistance, which absorbs an amount of  Body 

damage on every attack, even when the wearer does not 

perform a Defense (block) skill check in response to 

that attack. 

Body damage is reduced by the armorõs Resistance 

and then subtracted from (in this order): 

¶ Defense Points; 

¶ Stamina; and 

¶ Vitality. 

Some types of  armor may generate Defense Points 

that block Mind damage or Soul damage. Resistance, 

however, has no effect on Mind or Soul damage.

Table 4-1: Size bonuses and penalties to Hit Difficulty 

Size category Bonus/penalty to Hit Difficulty  

4 +6 

5 +5 

6 +4 

7 +3 

8 +2 

9 +1 

10 0 

11 -1 

12 -2 

Size category and Hit Difficulty 

A targetõs Size category affects his Hit Difficulty: the larger a 

character is, the easier it is to hit him; the smaller a character 

is, the more difficult it is to hit him. To represent this, small 

characters receive a flat mundane bonus to their Hit 

Difficulty, while large characters receive a flat penalty to their 

Hit Difficulty. Please refer to table 4-1 below for details. 
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Example I: Ranged Combat 

After they dispatch of  the guardsman with a single arrow, 

Arlef  and Brynh leave the dungeon. However, once outside, 

another guard--1 cube away--spots them. The GM decides a 

new Encounter begins and asks David and Melinda what 

their acting order will be. They decide Arlef  goes first again. 

Arlef  performs an Agility (initiative) skill check and gets a 

result of  7. The guard gets a result of  5. This means Arlef  

gets to act first. 

Arlef  shoots the guard with his bow. To try to hit and 

damage him, David will need to perform a Ranged Combat 

(attack) skill check. Arlef  looks at the Ranged Combat 

(attack) skill description in Chapter 6 (Skills) and sees this 

action costs him 1 AP. 

Attacks follow the same pattern as other skill checks. Letõs 

work this one out step by step. 

Step 1: Dice pool and Difficulty 

First, we need to know Arlefõs dice pool and the guardõs Hit 

Difficulty. Arlef  has Ranged Combat skill level 1. 

Additionally, the bow he uses gives him a +1d mundane 

bonus to this skill check. The guard is in range of  the bow 

and Arlef  has a clear shot, so he gets no penalties. His total 

dice pool is 2d. 

Now, we need to know the Hit Difficulty. The Ranged 

Combat (attack) skill description in Chapter 6 (Skills) says 

that attacking another character can be an opposed check: the 

guard could set the Hit Difficulty by dodging, which is an 

Agility (dodge) skill check. However, the GM decides that 

the guard will not dodge the attack and rely on his armor to 

block Arlefõs arrow instead. That means the skill check is 

not opposed. The guardõs Hit Difficulty is 0 + any bonuses 

he receives. He gets a bonus of  +3 to his Hit Difficulty for 

his Size category (see the box ôSize category and Hit 

Difficultyõ on page 24). The guardõs Hit Difficulty is 3. 

Step 2: Rolling the dice 

David now gets to roll his dice. The Ranged Combat (attack) 

skill description in Chapter 6 (Skills) says that this is a 

leveled check. That means David will need to perform two 

separate dice rolls: one to beat the Hit Difficulty and another 

to determine how much damage he deals. David only gets one 

dice pool, so he needs to distribute his dice. David allocates 1 

die to the first dice roll and another to the second. 

David performs the first dice roll. He gets a result of  3, 

which is equal to the guardõs Hit Difficulty and therefore 

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 to determine 

the outcome. As per the Ranged Combat (attack) skill 

description in Chapter 6 (Skills), the result of  this dice roll 

equals the Body damage Arlef deals to the guard. Arlef  gets 

a 5; he deals 5 Body damage. 

Example II: Armor and the Defense skill 

As we said earlier, the guard will try to block this damage 

with his armor. The GM will need to perform a Defense 

(block) skill check for the guard to do so. The Defense (block) 

skill description in Chapter 6 (Skills) says that using the 

Defense (block) skill costs 0 AP and 1 Stamina. 

Letõs look at this skill check step by step again. 

Step 1: Dice pool and Difficulty 

First, we need to know the dice pool and the Difficulty. The 

guard has Defense skill level 2 and receives no further 

bonuses or penalties. His dice pool is 2d. 

Defense (block) skill checks do not have a Difficulty. Instead, 

the guard generates a number of  Defense Points equal to his 

skill check result, not to exceed the maximum Defense Points 

of  his armor set. The GM looks up the maximum Defense 

Points of the guard in the settingõs creature compendium and 

determines itõs 9. 

Step 2: Rolling the dice 

The GM now gets to roll the dice for the guard. Since this is 

not a leveled check, the guard rolls all the dice at once and 

gets a result of  3, which means the guard generates 3 Defense 

Points. 

Step 3: Determining the outcome 

Arlef  deals 5 Body damage. This Body damage is first 

reduced by the armor setõs Resistance (1) and then by the 

Defense Points generated by the guard (3). After that, 1 

Body damage remains, which is subtracted from the guardõs 

Stamina. The guard has 5 Stamina, so he now has 4 left. 

However, using the Defense (block) skill also costs 1 

Stamina, so the guardõs Stamina is down to 3. The GM 
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doesnõt share these details with the players. 

Example III: Melee Combat and parrying 

With his remaining 2 AP, Arlef  fires two more arrows at 

the guard. Both are blocked by the guardõs armor. However, 

using the Defense (block) skill twice costs the guard 2 

Stamina, which brings him down to 1. When Arlefõs turn 

ends, his AP reset to 3. 

Now itõs Brynhõs turn. Brynh charges the guard with the 

spear he took from the dungeon. To try to hit and damage the 

guard, Melinda needs to perform a Close Combat (attack) 

skill check. Since Brynh charges, this attack costs 2 AP. 

Letõs work out the attack step by step again. 

Step 1: Dice pool and Difficulty 

First, we need to know Brynhõs dice pool. He has Close 

Combat skill level 1. Additionally, the spear he wields gives 

him a +1d mundane bonus. Finally, since he charges, he 

receives a number of  mundane bonus dice to his skill check 

equal to his speed score. Brynhõs speed score is 1. Brynhõs 

total dice pool is 3d. 

Before Melinda gets to roll the dice, the GM determines the 

Hit Difficulty. The Close Combat (attack) skill description 

in Chapter 6 (Skills) says that attacking another character 

can be an opposed check: the guard could set the Hit 

Difficulty by dodging--which is an Agility (dodge) skill check-

-or parrying--which is a Brawl (parry) or Close Combat 

(parry) skill check. 

The GM decides that the guard tries to parry Brynhõs attack. 

He looks up the Close Combat (parry) skill description in 

Chapter 6 (Skills) and sees that parrying costs 1 Stamina 

and 0 AP. 

Step 2: Rolling the dice 

Melinda and the GM now get to roll the dice for Brynh and 

the guard respectively. The Close Combat (attack) skill 

description in Chapter 6 (Skills) says that this is a leveled 

check: Melinda will need to perform two separate dice rolls 

and distribute her dice between them. Melinda allocates 2 dice 

to the first dice roll and another to the second. 

The GM performs a Close Combat (parry) skill check for 

the guard and gets a result of  6. We then add the guardõs 

bonus from his Size category and get a Hit Difficulty of 9. 

The GM doesnõt tell this result to Melinda. Melinda then 

performs her first dice roll and gets a result of  6, which is 

lower than the Hit Difficulty: Brynh fails to hit the guard. 

Step 3: Determining the outcome 

The guard has successfully parried Brynhõs wild charge. 

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

Stamina. 

Example IV: Melee Combat and dodging 

Brynh has 1 AP left. He attacks the guard again with his 

spear. Melinda needs to perform another Close Combat 

(attack) skill check. This costs Brynh his final 1 AP. 

Letõs do it step by step once more. 

Step 1: Dice Pool and Difficulty 

Brynh has Close Combat skill level 1. The spear he wields 

gives him a +1d mundane bonus. There are no further 

bonuses or penalties. Brynhõs total dice pool is 2d. 

As we saw earlier, a Close Combat (attack) skill check can 

be an opposed check: the guard could set the Hit Difficulty by 

dodging--which is an Agility (dodge) skill check--or parrying--

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

check. This time, the guard tries to dodge. The Agility (dodge) 

skill description in Chapter 6 (Skills) says that dodging costs 

1 AP but no Stamina. Since the guard has no Stamina left, 

this is the only defense that will not strain him (remember: 

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

Vitality, and losing Vitality results in Disability Counters). 

Step 2: Rolling the dice 

Melinda and the GM now get to roll the dice for Brynh and 

the guard respectively. The Close Combat (attack) skill 

description in Chapter 6 (Skills) says that this is a leveled 

check: Melinda will need to perform two separate dice rolls 

and distribute her dice between them. Melinda allocates 1 die 

to the first dice roll and another to the second. 

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

guard and gets a result of  1. We then add the guardõs bonus 

from his Size category (+3) and get a Hit Difficulty of 4. 

The GM doesnõt share this result with Melinda. Melinda 

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

is lower than the Hit Difficulty: she fails to hit the guard 

again. 
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Special attacks 

Some powers grant characters the ability to perform 

special attacks. These powers are described in Chapter 7 

(Powers) and may cost any amount of  resources. 

Additionally, there are some special attacks that all 

characters may perform.  

Snipe 

Snipe is a special attack with the Ranged Combat 

(attack) or Athletics (throw) skill. It is an extra accurate 

attack. Sniping costs 2 AP. Characters that snipe receive 

a mundane bonus of  +1d on their Ranged Combat 

(attack) skill check or their Athletics (throw) skill check. 

Power attack/charge 

Power attack or charge is a special attack with the Close 

Combat (attack) or Brawl (attack) skill. It is a furious 

assault that benefits from extra momentum. Power 

attacking or charging costs 2 AP. A character who 

performs a power attack or charge receives a number of  

bonus dice equal to his speed score to his Close Combat 

(attack) or Brawl (attack) skill check. However, the 

number of bonus dice cannot exceed the characterõs 

skill level in the skill he uses to attack. This is a 

mundane bonus. Additionally, that character may move 

a number of  cubes equal to his speed score to reach his 

target; such movement must occur in a straight line and 

characters may not charge over terrain that reduces their 

speed. For more information on speed score and cubes 

see òMovementó below. 

Disarm 

Disarm is a special attack with the Close Combat 

(attack) or Brawl (attack) skill. It is an attack that 

disarms opponents. Disarming costs 2 AP. A disarming 

attack does not deal Body damage. The disarming 

character performs a flat check with the Close Combat 

(attack) or Brawl (attack) skills against an armed 

defender. Bonuses granted by weapons do not apply to 

this attack, unless stated otherwise. The defender may 

defend against this attack as normal and receives a 

mundane bonus of +1d to represent the defenderõs 

advantage. If  the skill check succeeds, the defender is 

disarmed. If  the attacker used the Brawl skill to disarm 

his target, he now holds the defenderõs weapon. 

Trip/push 

Trip or push is a special attack with the Brawl (attack) 

skill. It is an attack meant to trip or push characters. 

Tripping or pushing costs 2 AP. Characters that attempt 

to trip or push another do not deal Body damage. The 

attacker performs a flat check with the Brawl (attack) 

skill against the defender. Bonuses granted by weapons 

do not apply to this attack, unless stated otherwise. The 

defender may defend against this attack as normal and 

receives a mundane bonus of  +1d to represent the 

defenderõs advantage. If the skill check succeeds, the 

defender is either thrown to the ground or pushed to 

any position within a one-cube radius (after the 

attackerõs choice). 

Ambush advantage 

Characters may obtain an Ambush advantage. The most 

common way to get an Ambush advantage is by 

remaining hidden from oneõs adversaries, usually 

through the use of  the Guile (sneak) skill. For more 

information on the Guile (sneak) skill, see Chapter 6 

(Skills). 

When a character has an Ambush advantage, his melee 

attacks, ranged or thrown attacks (within the first range 

increment of  his weapon), and his spells cannot be 

countered, parried, or dodged with any skill. Damage 

dealt by such attacks may still be blocked with armor. 

After the attack, the attacker loses his Ambush 

advantage. 

Non-lethal attack 

Characters may perform a non-lethal attack. Non-lethal 

Step 3: Determining the outcome 

The guard successfully dodges Brynh spear lunge. Doing so 

has cost him 1 AP. As part of  using the Agility (dodge) 

skill, the guard may now move freely within his cube. The 

guard decides to reposition himself  so that Brynh will stand 

between him and Arlef, just in case Arlef  wants to fire any 

more arrows. 

 

It is now the guardõs turn. He has 2 AP left (remember, he 

used the Agility (dodge) skill, which cost him 1 AP). The 

GM decides the guard is aware he is outmatched, so he flies. 

Arlef  and Brynh see him run into a small stone building 

and decide to follow him. 
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attacks cost 1 AP when made with the Brawl skill or 2 

AP when made with any other skill. Unless stated 

otherwise, attackers do not receive any bonuses from 

their weapons to non-lethal attacks and non-lethal 

attacks cannot be made with ranged or thrown weapons. 

Body damage from non-lethal attacks is never 

subtracted from the targetõs Vitality. If a character with 

0 Stamina receives Body damage from a non-lethal 

attack, he is knocked out. A knocked-out character is 

unconscious for 1d hours. 

Magic 

Magic is a component of  the Stage that can be removed 

or added as appropriate to the setting that the game 

takes place in. Magic adds an extra dimension to the 

Stage that allows for more wondrous things. Magic 

revolves around spells and enchantments. 

Spells and enchantments 

Casting a spell is usually a matter of  seconds. As such, 

spells are effective during Encounters. Enchantments 

imbue items with magical properties. Enchanting an 

item takes a while and is best done out of  Encounters. 

There are seven types of  spells and enchantments: 

¶ Animation spells and enchantments allow spellcasters 

to alter objects or characters or even create objects 

from nothing. 

¶ Animism spells and enchantments grant spellcasters 

the power to evoke and summon spirits and creatures 

and to influence the spiritual powers of  others. 

¶ Apportation spells and enchantments relate to the 

magical arts of  teleportation and telekinesis. 

¶ Infusion spells and enchantments allow spellcasters to 

harness healing and harmful energies. 

¶ Projection spells and enchantments allow spellcasters 

to project wards or elemental effects. 

¶ Psionics spells and enchantments relate to the magical 

arts of  telepathy and clairvoyance. 

¶ Compound spells and enchantments combine the 

effects of  any two of the types of  magic listed above. 

Learning spells and enchantments 

Characters may learn or research spells or enchantments 

if  their skill level in the relevant skill is equal to or 

higher than that spell or enchantmentõs circle. For 

example, a spellcaster with Animism skill level 2 can 

learn Animism spells of  the first and second circles, and 

a spellcaster with Psionics skill level 5 can learn Psionics 

enchantments of  the first, second, third, fourth, and 

fifth circles.  

Casting spells 

Spellcasters cast spells with the Animation (cast), 

Animism (cast), Apportation (cast), Infusion (cast), 

Projection (cast), or Psionics (cast) skills. A skill can 

only be used to cast spells that are associated with it, e.g. 

you can only cast a Psionics spell with the Psionics 

(cast) skill and not, for instance, with the Animism (cast) 

skill. Compound spells are cast with either of  the skills 

they are associated with (after the spellcasterõs choice). 

Casting a spell can be a flat check or a leveled check. 

If  a spell may be resisted by its target, casting that spell 

is also an opposed check. What type of  check is 

required is listed in the relevant spellõs description in 

Chapter 8 (Spells). 

Targeting spells 

All spells that target characters or objects generate 

volatile magical energy that emanates from the 

spellcasterõs body. The spellcaster must direct this 

energy at the target, which requires considerable effort 

and skill, even if  the spellcaster targets himself. 

Spells cast at targets in melee generate a pulse of  

magical energy that the spellcaster may direct to lash out 

at any target that stands adjacent to him. This pulse of  

energy can be countered, dodged, or parried. As such, 

the target may set the Difficulty for the spellcasterõs skill 

check with: 

¶ The counter application of  the relevant skill; 

¶ The Agility (dodge) skill; 

¶ The Brawl (parry) skill; or 

¶ The Close Combat (parry) skill. 

Spells cast at targets over a range generate a projectile 

that the spellcaster may fire at his target. This projectile 

can be countered or dodged. As such, the target may set 

Freedom of  movement 

Spellcasters need control over at least one arm, one leg, and 

one eye to cast spells or perform enchantments. They must also 

be able to speak and see their targets in order to cast spells or 

perform enchantments. 
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the Difficulty for the spellcasterõs skill check with: 

¶ The counter application of  the relevant skill; or 

¶ The Agility (dodge) skill. 

¶ The range of  a spell is listed in its description in 

Chapter 8 (Spells). 

Spell visibility 

Most spells are seen or felt by the target: they are aware 

that something is trying to affect them, although they 

may not always know what it is. These spells are labeled 

in their descriptions as ôvisibleõ. Spells that are not 

necessarily seen or felt by the target are labeled as 

ôinvisibleõ. Please note that despite such a label, a target 

may still see another character cast a spell and deduce 

what that character is doing. 

the skill check is not opposed. The guardõs Hit Difficulty is 0 

+ any bonuses he receives. He gets a bonus of  +3 to his Hit 

Difficulty for his Size category (see the box ôSize category and 

Hit Difficultyõ on page 24). His Hit Difficulty is 3. 

Step 2: Rolling the dice 

The GM now gets to roll the dice to see if  the priest succeeds. 

The Healing Touch spell description in Chapter 8 (Spells) 

says that casting the spell is a flat check. That means that the 

GM doesnõt have to distribute the dice. The GM gets a result 

of  5, which is higher than the guardõs Hit Difficulty. The 

spell connects with the guard. 

Step 3: Determining the outcome 

The priest has successfully cast his Healing Touch spell on the 

guard. The spellõs description in Chapter 8 (Spells) states that 

the spells restores 1d Stamina to the target. The GM rolls 1d 

and gets a result of  6: the priest restores 6 Stamina to the 

guard. However, since the guard has a maximum of  5 

Stamina, the priest restores 5 Stamina. 

The priest makes a series of  intricate gestures and a soothing 

light shines from his hands. He then directs this energy at the 

guard standing next to him. Arlef and Brynh look on as the 

guardõs energy renews. He smiles at Arlef, spear at the ready. 

Example: Ranged spell 

Arlef  and Brynh engage in melee combat with the guard. 

Even though the guard has had all of  his Stamina restored, 

he is still outnumbered; he manages to land a hit on Brynh, 

but Arlef  and Brynhõs retaliation leaves him grievously 

wounded and nearly incapacitated. 

When the priestõs turn comes around again, the GM decides 

that he goes for an offensive spell. The priest casts a Flare 

spell: a Projection spell that lets him create a flare of  

elemental energy that strikes out over a distance. According to 

the spellõs description in Chapter 8 (Spells), the Flare spell 

costs 2 AP and 2 Intellect to cast and the priest can target 

anyone within a 5-cube radius of  him. Both Arlef  and 

Brynh are within that range. The GM decides the priest will 

cast the spell at Brynh. To see if  the spell succeeds, the GM 

needs to perform a Projection (cast) skill check for the priest. 

We will work out the skill check step by step. 

 

Example: Melee spell 

Arlef  and Brynh have followed the guard into a small stone 

building. Inside, they find the guard together with an older, 

armed man who wears holy symbols that indicate he is a 

priest. A new Encounter beginsé 

Arlef  performs an Agility (initiative) skill check and gets a 

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 Infusion 

spell. The spell description in Chapter 8 (Spells) says it costs 

2 AP and 1 Stamina to cast the spell and that it can only be 

cast at a target in melee range. Since the guard is standing 

next to the priest, the priest can target the guard. To see if  

the spell succeeds, the GM will need to perform an Infusion 

(cast) skill check for the priest. 

We will work out the skill check step by step. 

Step 1: Dice pool and Difficulty 

First, we determine the priestõs dice pool. He has Infusion 

skill level 1 and receives no further bonuses or penalties. His 

total dice pool is 1d. 

We also need to know the Hit Difficulty. The Infusion (cast) 

skill description in Chapter 6 (Skills) says that the priestõs 

skill check can be opposed by the target: the guard could set 

his Hit Difficulty by dodging, parrying, or countering the 

spell. However, the GM decides that the guard wants to get 

hit by the spell because he wants to get healed. That means 
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Focus 

Casting a spell through a Focus enhances that spell: it 

may become easier to cast or more effective. Characters 

may learn how to use a Focus by acquiring the relevant 

power. A Focus allows a spellcaster to prepare several 

spells that he may then cast with an enhanced effect. A 

Focus allows a spellcaster to prepare only a limited 

number of  spells, so spellcasters will need to carefully 

consider which spells they prepare. For more 

information on Focuses, please refer to the power 

descriptions in Chapter 7 (Powers). To learn the 

different effects a Focus can have on spells, refer to the 

relevant spell description in Chapter 8 (Spells). 

Enchanting items 

Spellcasters can enchant items with the Animation 

(enchant), Animism (enchant), Apportation (enchant), 

Infusion (enchant), Projection (enchant), or Psionics 

(enchant) skills. A skill can only be used to perform 

enchantments associated with that skill, e.g. you can 

only perform a Psionics enchantment with the Psionics 

(enchant) skill and not, for instance, with the Animism 

(enchant) skill. Performing an enchantment is always a 

flat check. The Difficulty for that skill check is listed in 

the relevant enchantment description in Chapter 9 

(Enchantments). 

Sacrifices 

When a spellcaster performs an enchantment, he 

imbues an item with powerful energy. This energy 

always comes from a sacrifice. The enchantment 

consumes part or all of the sacrificeõs Vitality, Sanity, or 

Spirit. The sacrifice is killed or destroyed in this process. 

More powerful enchantments will require more Vitality, 

Sanity, or Spirit. If  the spellcaster fails his skill check to 

perform an enchantment, the sacrifice is still killed or 

destroyed, but the item does not become enchanted. 

Enchantment types 

There are two types of  enchantments: 

¶ Passive enchantments: the itemõs enchantment is 

permanent; 

¶ Active enchantments: the itemõs enchantment must be 

consciously activated by the character who wields it. 

Using enchanted items 

The requirements to use enchanted items vary 

Step 1: Dice pool and Difficulty 

As always, we first determine the priestõs dice pool. He has 

Projection skill level 2 and receives no further bonuses or 

penalties. His total dice pool is 2d. 

The Projection (cast) skill description in Chapter 6 (Skills) 

says that the priestõs skill check can be opposed by the target: 

Brynh could set the Hit Difficulty by dodging or countering 

the elemental projectile. Melinda decides that Brynh will 

attempt to dodge the attack, which means that she will set the 

Hit Difficulty for the priestõs skill check with an Agility 

(dodge) skill check. This will cost her 1 AP. 

Step 2: Rolling the dice 

The GM and Melinda now get to roll the dice to see if  the 

priest hits Brynh with his spell. The Flare spell description in 

Chapter 8 (Spells) says that casting the spell is a flat check. 

The same goes for the Agility (dodge) skill. That means no 

one has to distribute dice.  

Melinda performs an Agility (dodge) skill check for Brynh 

and gets a result of  2. We then add Brynhõs bonus from his 

Size category and get a Hit Difficulty of  5. The GM then 

rolls the dice for the priest and gets a result of  6, which is 

higher than the Difficulty: his elemental projectile hits Brynh. 

Step 3: Determining the outcome 

The priest has successfully cast his Flare spell at Brynh. The 

spellõs description in Chapter 8 (Spells) states that the spell 

deals 1d Body damage to the target. The priest also needs to 

choose which type of  elemental damage the spell deals: fire, 

lightning, or cold. The GM chooses fire, which changes the 

damage type to Body damage (fire) and adds a +1 mundane 

bonus to Body damage dealt by the spell. 

The GM rolls 1d, gets a result of  3, and then adds the +1 

bonus: the priest deals 4 Body damage (fire) to Brynh. Brynh 

had only 1 Stamina left after the guardõs attack, so his 

Stamina is depleted; the remaining 3 Body damage (fire) is 

subtracted from his Vitality. Brynh has 4 Vitality, so he has 

only 1 Vitality left; heõs nearly dead. He also incurs 3 

Disability Counters. As part of  using the Agility (dodge) 

skill, Brynh may now move freely within his cube. He decides 

to cower in the corner, out of reach of the guardõs spear. 
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depending on the type of  enchantment: 

¶ Items that are enchanted with Vitality can only be 

used by a character whose Body level equals or 

exceeds the total Vitality that all items he wields were 

enchanted with; 

¶ Items that are enchanted with Sanity can only be used 

by a character whose Mind level equals or exceeds the 

total Sanity that all items he wields were enchanted 

with; 

¶ Items that are enchanted with Spirit can only be used 

by a character whose Soul level equals or exceeds the 

total Spirit that all items he wields were enchanted 

with. 

These requirements are cumulative, and if  a character 

cannot control a single enchanted item that he wields, 

he can control none. 

Combining enchantments 

An item may be enchanted multiple times, even with the 

same enchantment. However, please note that the rules 

on stacking and combining bonuses as set out in the 

box on page 18 apply and that the requirements to use 

an item with multiple enchantments stack. 

Movement and terrain 

Movement is important in and out of  combat. 

Characters need movement and speed to get an edge in 

the field, and terrain may influence movement. 

Tactical movement 

The Stage uses a grid to measure tactical movement. 

The standard grid, suitable for small scale tactical use 

such as infantry combat, consists of  cubes of  

approximately 10 by 10 by 10 meters (ca. 30 by 30 by 30 

feet). Every character has a speed score. Speed 

determines the maximum number of  cubes a character 

can move outward from his current cube, including 

diagonal movement, at the cost of  1 AP. A speed score 

of  1 means that a character can move up to 1 cube 

outward of  his current cube; a speed score of  2 means a 

character can move up to 2 cubes outward from his 

current cube; and so on. 

A human-sized character will nearly always have a 

speed score of  1. That means he can spend 1 AP to 

move to any position within a one-cube radius from his 

current cube. As such, at the cost of  1 AP, that 

character can move to another position within his 

current cube or move to any horizontally, vertically (if  

he can fly or burrow), or diagonally adjacent cube. 

Characters can move multiple times per round if  they 

want to and have sufficient AP. 

Impediments 

There are circumstances or terrain types that impede 

movement. Additionally, different methods of  

movement, such as swimming or climbing, may also 

influence speed. As a core rule, movement over difficult 

terrain or in a slower mode costs double AP. 

Cover 

When available, characters may seek cover against the 

attacks of  their enemies to gain a tactical advantage. 

Cover adds a mundane bonus a characterõs Hit 

Difficulty. There are three types of  cover: 

¶ Cover of  between a quarter and up to one half  of  the 

body, which grants a +3 mundane bonus; 

¶ Cover of  between one half  and three quarters of  the 

body, which grants a +6 mundane bonus; 

¶ Cover of  more than three quarters (but not full cover) 

of  the body, which grants a +9 mundane bonus; or 

¶ Full cover of  the body, in which case the covering 

object must be destroyed, bypassed, or pierced before 

the character can be attacked. 

High ground 

Attacking from considerably higher ground (at least 1 

meter) grants two advantages: 

¶ The first range increment of  a ranged or thrown 

weapon is doubled; and 

¶ The attacker receives a mundane bonus of  +1 on any 

attack. 

Crouching and prone 

Crouching or going prone costs 1 AP. Getting up from 

a crouching or prone position costs 1 AP. A crouching 

character is considered to have up to one half  cover. 

Crouching characters receive a penalty of  -1d to Close 

Combat and Brawl skill checks. A character in prone 

position is considered to have between one half  and 

three quarters cover and receives a penalty of  -2d to 

Close Combat and Brawl skill checks. Moving while 

crouching or prone costs double AP.
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Chapter 5: Adventuring

Adventuring presents players with a lot of  challenges. 

This chapter explores several important aspects of  

adventuring life and the dangers and opportunities it 

may present. 

Equipment 

For most adventurers, good equipment is the difference 

between life and death--for better or for worse, as too 

much of  it weighs the adventurer down, while too little 

of  it leaves him with inadequate tools. What equipment 

is available depends on the setting that the game takes 

place in. The mechanics and properties of  equipment 

are described below. 

Size category 

All equipment has a Size category: a numerical value of  

1 or higher. Size category is especially important for 

weapons as it determines how the weapon is wielded in 

combat. Weapons with Size category 1 through 5 can be 

wielded with one hand by human-sized characters. 

Weapons with Size category 6 and 7 can be wielded with 

two hands by human-sized characters. Weapons with 

Size category 8 or higher cannot be wielded by human-

sized characters without aid. For every Size category 

that a creature is larger or smaller than a human these 

boundaries shift up or down by 1 Size category. 

Integrity Points 

Items have a number of  Integrity Points that dictate 

their durability. Body damage dealt to an object is 

subtracted from that objectõs Integrity Points. When an 

objectõs Integrity Points are reduced to 0, the item is 

destroyed. 

Please note that items can only be successfully 

damaged by a material that is equal or superior to the 

material from which the item itself  is made: wooden 

items can be destroyed by wood or better (including 

bone and unarmed attacks); stone items can be 

destroyed by stone or better (so not by wood, bone, or 

unarmed attacks); bronze, copper or iron items can be 

destroyed by bronze, copper, iron, or better (not by 

stone or worse); steel items can be destroyed by steel or 

better (not by bronze, copper, iron, or worse); and so 

on. 

Resistance 

Items may have a Resistance score. When an object with 

Resistance is successfully attacked, Body damage dealt 

to the object is always reduced by a number equal to the 

objectõs Resistance score. Any remaining Body damage 

is subtracted from the itemõs Integrity Points. Some 

characters may also have Resistance, while some armors 

may grant their wearer Resistance. 

Bonus 

Some items grant a bonus to certain skill checks. For 

more information on the operation of  bonuses, see the 

box ôBonuses and penaltiesõ on page 18. When 

performing a leveled check, a bonus may be freely 

distributed to either the first or the second dice roll, 

unless when stated otherwise. 

Complexity 

Most items have a Complexity score. An itemõs 

Complexity represents the intricacy of  its design and 

the level of  skill required to produce or repair the item. 

It plays a role in determining the Difficulty to craft or 

repair the object and in determining the maximum 

potency of  enchantments that may affect it. 

Encumbrance 

Nearly all objects have an Encumbrance score. An 

objectõs Encumbrance is determined by its weight, 

bulkiness, and size. A human-sized character can 

comfortably carry objects with total Encumbrance equal 

to his Body level (a ôlight loadõ). He may carry more, but 

receives a -1 penalty on all skill checks for every 

Encumbrance of his load above his Body level, up to a 

maximum of twice his Body level (a ôheavy loadõ). If he 

would carry even more, he receives a -1d penalty for 

every Encumbrance of  his load above twice his Body 

level, up to a maximum of  three times his Body level 

(his ômaximum loadõ). A human-sized character can 

never carry objects with total Encumbrance above three 

times his Body level. 
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Weapon and armor properties 

Weapons and armor have some properties in addition to 

those listed above that dictate how they operate in 

combat: 

¶ Large or otherwise bulky weapons may have an attack 

rating. The attack rating determines the maximum 

number of  attacks that can be made with the weapon 

in a single round. 

¶ Thrown or ranged weapons have a range increment 

measured in cubes. Attacks made beyond of  a 

weaponõs first range increment suffer a -1d penalty for 

every range increment they pass beyond the first. 

¶ Armor has a maximum number of  Defense Points it 

can generate. Please note that the maximum Defense 

Points of  different armor components are cumulative. 

¶ Unlike all other items, some armor has a Resistance 

score that is transferred to the wearer. 

Retrieving and storing equipment 

Characters may want to keep their equipment, especially 

weapons, handy. Most weaponry comes with a storage 

system such as a sheath or a holster. Retrieving an 

object from a storage system that grants easy access (e.g. 

a holster, sheath, or belt) and preparing it for use costs 1 

AP. Storing an object in a storage system that grants 

easy access also costs 1 AP. Retrieving and storing 

objects that are not stored in an easy access storage 

system (such as a backpack) costs 2 AP. Dropping items 

costs 0 AP. 

Exploration and travel 

Travel and exploration are important parts of  

adventuring: characters may see much of  the world--or 

even of  multiple worlds--during their adventures. While 

the rewards are plenty, exploration and travel present 

risks of  their own. 

Movement and exhaustion 

Out of  Encounters, characters may move at three 

different speeds: 

¶ Characters may walk unhurriedly (but purposefully), 

which represents their basic speed of  movement. 

Characters may walk in this way for 8 hours plus 1 

hour per Athletics skill level per day. After that, 

characters receive 1 Body damage per hour of  

walking. 

¶ Characters may run, which doubles their speed. 

Characters may keep this up for a number of  hours 

equal to their Athletics skill level (but at least 1) per 

day. After that, characters receive 1 Body damage per 

hour of  running. 

¶ Characters may sprint, which triples their speed. 

Characters may sprint for 10 minutes per Athletics 

skill level per day. After that, characters receive 1 

Body damage per 10 minutes of  sprinting. 

The distance a character can cover in any set amount 

of  time depends on his speed score. Please refer to table 

5-2 below for more details. 

Characters may also employ mounts, craft, or vehicles. 

Most mounts and vehicles are quicker than regular 

characters, but they may have difficulties with certain 

types of  terrain. 

Eating and drinking 

Characters need food and drink to survive. A regular 

container with enough liquids for 1 day has 1 

Encumbrance; compact rations that provide the 

required intake for 1 day have 0.5 Encumbrance. As 

such, food and drink for one day have 1.5 

Encumbrance. 

Characters can survive without drinking for two days. 

After that, they receive 1 Body damage per hour 

without drinking. Any lost Stamina and Vitality cannot 

Table 5-1: Size category and Encumbrance capacity 

Size category Capacity increase/decrease* 

 Light load Heavy load Maximum load 

4 -6 -12 -18 

5 -4 -8 -12 

6 -2 -4 -6 

7 0 0 0 

8 +2 +4 +6 

9 +4 +8 +12 

10 +6 +12 +18 

*) Encumbrance capacity cannot drop below 1. 

Size category and Encumbrance 

Larger characters can carry more items, while smaller 

characters can carry fewer items. Please refer to table 5-1 

below for details on carrying capacity. 

 



The Stage RPG 

Core Rulebook 

 

 34 

be restored until they drink their required daily amount 

of  liquids. 

Characters can survive without food for two days. 

After that, they receive 1 Body damage per day without 

food. Any lost Stamina and Vitality cannot be restored 

until they eat their required daily amount of  food. 

The times listed above may vary depending on the 

environment that the character is in. Please refer to the 

environment descriptions below. 

Resting 

Living creatures need to rest to recover their strength. 

Most creatures must rest 8 hours per day. Less rest (at 

least 4 hours per day) is no problem for a number of  

days equal to a characterõs Body level. After that, a 

character incurs 1 Body damage and 1 Mind damage per 

additional hour he is awake until he rests at least 8 

hours. Please note that a rest shorter than 8 hours does 

not restore lost Stamina, Intellect, or Will. 

A character can stay awake for 24 hours and a number 

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

incurs 1 Body damage and 1 Mind damage per 

additional hour he is awake. 

Environment 

Environments can pose as significant and lethal a threat 

as any armed opposition. 

Cold 

Cold climates and psychroplanets have a temperature 

that is too low for most unprotected terrestrial life. 

Generally speaking, this will constitute a temperature of  

between 0°C (32 F) and -50°C (-58 F). This climate is 

prevalent during winter times, in polar areas, and on 

cold planets. Characters in cold climates and on 

psychroplanets must wear special protective clothing or 

suffer 1 Body damage per ten minutes of  exposure. 

This damage cannot be absorbed by Resistance or 

Defense Points. 

Unprotected characters in cold climates lose 

consciousness when they have 0 Stamina left. Stamina 

and Vitality lost due to cold cannot be restored until the 

character finds shelter from the cold. 

Extreme cold 

Extremely cold climates and hyperpsychroplanets are 

too cold for terrestrial life. In general, they will have a 

temperature below -50°C (-58 F). This climate is not 

Table 5-2: 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 75 m 4.5 km 36 km 150 m 9 km 72 km 225 m 13.5 km 108 km 

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

3 225 m 13.5 km 108 km 450 m 27 km 216 km 675 m 40.5 km 324 km 

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

5 375 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 

15 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 4,500 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 18,000 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 
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prevalent on planets with temperate climates 

(mesoplanets). Characters in extremely cold climates 

and on hyperpsychroplanets must wear special 

protective clothing or suffer 1 Body damage per round 

of  exposure. This damage cannot be absorbed by 

Resistance or Defense Points. 

Unprotected characters in extremely cold climates 

lose consciousness when they have 0 Stamina left. 

Stamina and Vitality lost due to cold cannot be restored 

until the character finds shelter from the cold. 

Heat 

Hot climates and thermoplanets are too hot for most 

terrestrial life. Generally speaking, this will constitute a 

temperature of  between 50°C (122 F) and 100°C (212 

F). This climate is prevalent in deserts and on hot 

planets. Characters in hot climates and on 

thermoplanets must wear special protective clothing or 

suffer 1 Body damage and 1 Mind damage per ten 

minutes of  exposure. This damage cannot be absorbed 

by Resistance or Defense Points. 

Unprotected characters in hot climates lose 

consciousness when they have 0 Stamina or Intellect 

left. Stamina, Vitality, Intellect, and Sanity lost due to 

heat cannot be restored until the character finds shelter 

from the heat. A characterõs carrying capacity is halved 

in hot climates and his required water intake is doubled. 

Extreme heat 

Extremely hot climates and hyperthermoplanets are 

intolerably hot. In general, they will have a temperature 

above 100°C (212 F). This climate is not prevalent on 

planets with temperate climates (mesoplanets). 

Characters in extremely hot climates and on 

hyperthermoplanets must wear special protective 

clothing or suffer 1 Body damage and 1 Mind damage 

per round of  exposure. This damage cannot be 

absorbed by Resistance or Defense Points. 

Unprotected characters in extremely hot climates lose 

consciousness when they have 0 Stamina or Intellect 

left. Stamina, Vitality, Intellect, and Sanity lost due to 

heat cannot be restored until the character finds shelter 

from the heat. A characterõs carrying capacity is halved 

in extremely hot climates and his required water intake 

is doubled. 

Low density radiation 

Low density radiation environments are suffused with 

radiation that may be harmful to life, although exposure 

may be without consequence. If  characters do not wear 

protective clothing in a low density radiation area, there 

is a 1 in 6 chance per day of  exposure that they become 

afflicted with radiation sickness. The effects of  radiation 

sickness are described in ôPoison and diseaseõ. 

High density radiation 

High density radiation environments are suffused with 

doses of  radiation that are always harmful to life and 

nearly always lethal. If  characters do not wear protective 

clothing in a high density radiation area, they suffer 1 

Body damage per minute of  exposure. They are also 

afflicted with radiation sickness. The effects of  radiation 

sickness are described in ôPoison and diseaseõ. 

Unprotected characters in highly irradiated 

environments lose consciousness when they have 0 

Stamina left. Stamina and Vitality lost due to radiation 

cannot be restored until the character finds shelter from 

the radiation. 

Gravity 

There are six variations of  gravity on the Stage: 

In very high gravity environments, the total 

Encumbrance of  items that characters can carry is 

divided by 10. The distance a character can cover while 

jumping is also divided by 10, and movement costs 

three times as much time or AP. Finally, falling damage 

is multiplied by 10. 

In high gravity environments, the total Encumbrance 

of  items that characters can carry is halved. The 

distance a character can cover while jumping is also 

halved, and movement costs twice as much time or AP. 

Finally, falling damage is doubled. 

Encumbrance, movement speed, jumping distance, 

and falling damage are unaffected in normal gravity 

environments. 

In low gravity environments, the total Encumbrance 

of  items that characters can carry is doubled. The 

distance a character can cover while jumping is also 

doubled. Finally, falling damage is halved. 

In very low gravity environments, the total 

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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damage is divided by 10. 

In zero gravity environments, characters do not suffer 

penalties for carrying too many items and are not drawn 

towards any surface. 

Vision and light 

For most actions, characters need to be able to see. In 

darkness, this means they will need light. Actions that 

require visibility to perform have a 50% chance of  

failing when performed in darkness. Additionally, 

moving in darkness costs twice as much time or AP. 

Swimming and drowning 

Characters that want to perform actions in liquid, such 

as swimming, diving, or attacking, need to perform an 

Athletics (swim) skill check for every such action they 

want to perform while in liquid. The Difficulty depends 

on the liquid they are in, as well as the current. Please 

refer to Chapter 6 (Skills) for more information. Moving 

in water costs twice as much AP or time. 

Characters that fail an Athletics (swim) skill check 

twice in a row go under (if  they are not already 

underwater). Characters can hold their breath for a 

number of  rounds equal to their Body level. If  they 

spend any more time under water than they can hold 

their breath for, they lose consciousness and start 

drowning. Drowning characters receive 1 Body damage 

on their turn while drowning. This Body damage 

bypasses Defense Points and Resistance. 

Falling 

There are many ways to fall: characters may fail an 

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

may step into a pit trap; they may be cast down a cliff; 

or they may be the target of  (self-) defenestration. As a 

core rule, a character suffers 1d Body damage if  he falls 

a distance of  one-half  cube up to one cube. For every 

cube that a character falls beyond the first, the dice pool 

of  Body damage he receives is doubled. Characters may 

subtract their Athletics (land) skill check result from the 

total Body damage dealt by the fall. Body damage 

received as a result of  falling bypasses Defense Points 

and Resistance. A soft surface or any objects that break 

the fall may reduce the effective distance fallen. 

Mounts and vehicles  

Mounts and vehicles are means of  transportation or 

support in combat. Which mounts and vehicles are 

available to characters depends on the setting that their 

adventures take place in. 

Mount and vehicle properties 

Mounts and vehicles have several properties that 

determine how effective they are at certain tasks: 

¶ Living mounts have skill levels, Stamina and Vitality, 

as well as Will and Spirit. If  they are not mindless 

animals, they may also have Intellect and Sanity. They 

may also have Resistance. 

¶ Non-living mounts and craft have Integrity Points. 

They may also have Resistance. 

¶ All mounts and craft have a Size category. With living 

mounts, Size category (together with Body level) 

influences how much the mount can carry. Please 

note that characters can only ride mounts whose Size 

category is equal to or higher than their own Size 

category and that characters can only operate vehicles 

or craft of  which the Size category is no smaller than 

1 below their own Size category. 

¶ All mounts and craft have a speed score, which 

determines their maximum speed. Some mounts and 

craft (most often airborne ones) have a minimum 

speed that dictates the minimum number of  cubes 

they must move every round. Mounts and craft may 

also have an acceleration speed that determines how 

quickly they can achieve their maximum speed. 

¶ Some mounts or vehicles may be particularly difficult 

to control and may have control prerequisites, such as 

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

practice hours. 

Controlling mounts and vehicles 

Characters control mounts with the Survival (ride) skill 

application. Characters control craft and vehicles with 

the Operate (control) application. Controlling a mount 

or craft costs 3 AP. If  the skill check is successful, the 

character controls how the mount or craft spends its 

turn. The mount or craft always acts on the controlling 

characterõs turn. If a character fails a Survival (ride) skill 

check, the animal does what it feels like, which may 

include trying to get rid of  its rider. If  he fails twice in a 

row, the animal may become hostile. If  a character fails 

an Operate (control) skill check, the craft or vehicle is 

unresponsive. If  he fails twice in a row, he loses control 

and something goes wrong. 
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Mounts and craft can usually be controlled by skilled 

characters without a skill check in situations where there 

are no threats or obstacles. However, when a controlling 

characterõs skills are tested he must perform skill checks 

to see if  he succeeds. As a rule of  thumb, special 

maneuvers or stressful situations require skill checks. 

The Difficulty for a Survival (ride) skill check is equal 

to the mountõs Will and Spirit. The Difficulty for an 

Operate (control) skill check depends on the specific 

vehicle or craftõs description. 

Attacking 

Mounts and vehicles may have offensive capabilities. If  

so, they can attack. When a mount attacks (e.g. a war 

horseõs bite), the mountõs relevant skill is used. When an 

operator uses a vehicleõs weapon to attack (a tankõs 

turret), the operatorõs Operate (control) skill is used. 

Defending 

Mounts and vehicles have defensive capabilities. They 

may dodge attacks as other characters may. Additionally, 

mounts may parry attacks and be trained to use armor. 

These defensive capabilities may be used to defend 

against attacks that target the mount or craft and attacks 

that target its rider or operator. 

A mountõs dice pool for the Agility (dodge), Brawl 

(parry), Close Combat (parry), or Defense skills may 

never contain more dice (barring bonuses) than its rider 

has Survival skill levels. 

When a craft attempts to dodge an attack, it is 

considered to have an Agility skill level equal to the 

operatorõs Operate skill level. 

 Poison and disease 

Swords and bullets are not the only way a character can 

meet his end. There are plagues and poisons that can 

bring down the mightiest of  heroes or reduce them to 

babbling madmen. 

Infection 

Diseases and poisons can infect characters in a number 

of  ways. Most poisons affect characters via open 

wounds or by ingestion. Some poisons are gaseous and 

affect characters when inhaled. Diseases usually infect 

characters through open wounds, but may also be 

airborne or affect patients through radiation. 

Incubation period 

Diseases and poisons have an incubation period, which 

can be anything from 1 round to several months. The 

incubation period determines the first moment a disease 

or poison attacks a characterõs immune system. Patients 

rarely show symptoms during the incubation period. 

Poison and disease mechanics 

Once the incubation period has passed, the disease or 

poison begins its attack. Every disease or poison has a 

level--a number upwards of  1--and a manifestation 

interval--anywhere from 1 round to 1 year.  

After the incubation period and once during every 

manifestation period, the poison or disease attacks the 

carrier. This attack is a flat check: the GM rolls a 

number of dice equal to the poison or diseaseõs level; if 

that dice roll is equal to or higher than the Difficulty, the 

carrier suffers the poison or diseaseõs effect. The 

Difficulty depends on the specific poison or disease, but 

is usually equal to the characterõs Stamina and Vitality, 

Intellect and Sanity, or Will and Spirit. Please see table 

5-3 for some examples of  poisons and diseases. 

 

Table 5-3: 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 5-10 Wound 3d Hours 1 Day Will and Spirit 1d Soul damage, 1d Mind damage, 1 Disability Counter 

Mind Fever 5-10 Wound 6d Hours 1 Day Intellect and Sanity 1d Mind damage, 1 Disability Counter 

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

Radiation Sickness 5-10 Radiation 6d Hours 1 Day Stamina and Vitality 1d Body damage, 1d Mind damage, 1 Disability Counter 

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 Stamina and Vitality 1d Body damage 
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Effect 

If  the poison or disease affects the carrier, an effect will 

manifest. For example, the carrier may incur a Disability 

Counter or suffer Body, Mind, or Soul damage. Poisons 

and diseases may have multiple effects. 

Unless stated otherwise, damage dealt by poison and 

disease bypasses Resistance and Defense Points. Please 

note that Disability Counters incurred via poison or 

disease are not incurred through Body, Mind, or Soul 

damage and therefore cannot be removed by most skills, 

powers, or spells. Once a character is cured, all the 

effects of  the disease or poison disappear over a period 

of time equal to the disease or poisonõs incubation 

period. 

Curing poison and disease 

In order to cure a poison or disease, a character must 

withstand its effects successfully and consecutively for a 

number of times equal to the poison or diseaseõs level. 

Characters may receive treatment via the Medicine 

(cure) skill or may be aided by spells. 

 Traps and other hazards 

There are more hazards to adventuring still. Characters 

may find themselves at the wrong end of  an avalanche, 

right under a cave-in, impaled on a spike trap, or at the 

bottom of  a well-concealed pit trap. 

Trap mechanics 

Traps and hazards attack one or more characters when 

they are triggered. Characters may attempt to spot a trap 

or hazard before they are triggered with the Perception 

(detect) skill. Every trap or hazard will have its own 

listed Difficulty for this skill check. 

Traps and hazards are commonly triggered by 

pressure plates, tripwires, manipulation of  a lever or 

other object, or intense activity in the trap or hazardõs 

vicinity (such as combat, running, or a large group of  

characters passing). 

If  the trap or hazard is triggered, it attacks. Some 

traps or hazards attack only the character who triggered 

them, while others may target many more. The trap or 

hazardõs attack works just like any other attack with the 

exception that a trap or hazardõs dice pool cannot be 

distributed by the GM: the distribution of  dice is 

predetermined as per the trapõs description. Unless 

stated otherwise, traps and hazards count as either a 

melee or ranged. Targets may defend against such 

attacks as normal. Please see table 5-4 for some 

examples of  traps and hazards. 

Disarming traps 

Characters that are aware of  a trap (and sometimes a 

hazard) may attempt to disarm it with the Crafts 

(sabotage) or Guile (disable) skill. Please note that 

sabotaged traps are damaged, whereas disabled traps are 

still intact and may be armed again.

   

Table 5-4: Traps and hazards 

Trap/Hazard  Detect Difficulty  Trigger Targets Attack type Attack Encumbrance Size category Integrity Points Complexity 

Arrow trap 4 Pressure Single character Ranged 0/1d/1d 3 5 2 5 

Cave-In*  3 Activity All in cube Melee 0/2d/2d N/A  N/A  N/A  N/A  

Landmine 6 Pressure Single character Melee  0/3d/2d 1 4 5 20 

*) This hazard cannot be disarmed. 
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Chapter 6: Skills

This chapter contains detailed descriptions of  skills and 

their various applications. The list of  skills below is not 

necessarily exhaustive: you can come up with new skills 

or skill applications and--if  your group agrees--use 

those on the Stage. When doing so, we recommend 

considering the effect of  the new skill or skill 

application on powers, spells, and enchantments. 

Description details 

Every skill description contains general information on 

what the skill is used for. Additionally, the various skill 

applications of  a skill are described and their following 

attributes are given: 

¶ Skill check type: What type of  skill check is 

required: a flat check (roll once) or a leveled check 

(roll twice). 

¶ Opposed: If  the skill check may be opposed and, if  

so, how. 

¶ Time: How much time it takes to perform the skill 

check. Whether or not this time needs to be spent in 

one sitting or may be broken up is up to the GM. 

¶ Reaction: If  the skill check is a Reaction and if  so, 

what triggers it. 

¶ Cost: The resource cost of  the skill check. Please 

note that these resources are expended whether or 

not the skill check is successful. 

¶ Mechanics: Further details on using the skill, 

including Difficulty and consequences of  success or 

failure. 

¶ Special: Special rules for the use of  this skill. 

 

Academics (Mind) 

The Academics skill governs your knowledge of  the 

social sciences and humanities, such as history, law, 

archaeology, mythology, 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. 

Characters with no skill levels in either the Academics 

skill or the Science skill cannot read or write, can only 

count on their fingers, and cannot use any measuring 

instruments. 

Academics (analysis) 

You analyze a situation or problem that you are 

presented with. This can vary from assessing a personõs 

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 characterõs added Mind and 

Sanity, whereas the Difficulty to analyze a situation 

depends on the complexity of  that situation. If  you 

Table 6-1: Difficulties 

Task is... Difficulty  

Simple 1 - 3 

Average 3 - 6 

Diff icult  7 - 12 

Very Difficult  13 - 18 

Extremely Difficult  19 - 24 

Epic 25 - 30 

Nigh Impossible 31 - 36 

Impossible 37 + 

Difficulties, bonuses, and penalties 

Many skill checks have Difficulties that are not set in stone 

and that vary according to the circumstances. GMs should 

come up with Difficulties for these skill checks by themselves. 

For some guidance, please refer to table 6-1 below and the 

additional guidelines in the skill descriptions below. 

GMs may also decide to give their players a bonus or penalty 

if  they believe there is some (un)favorable circumstance that 

influences the outcome. Of  course, this should be the exception 

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. 

 



The Stage RPG 

Core Rulebook 

 

 40 

succeed, you deduce information on the subject. If  

unsuccessful, you learn nothing. 

Academics (knowledge) 

You recall knowledge learned in the past. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: The Difficulty depends on the obscurity of  

the information. If  you succeed, you recall knowledge. 

If  unsuccessful, you recall nothing. 

Academics (research) 

You research a topic to answer a research question. 

Examples of  types of  research are an archaeological or 

historical study, a translation, or a study in mythology. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

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 (but never 

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

subject. If  unsuccessful, you learn nothing. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. 

Agility (Body) 

The Agility skill 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 

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 

Opposed: No 

Reaction: Yes, triggered when on a slippery or narrow 

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 the action. 

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  AP at a -1d 

penalty. 

Agility (dodge) 

You dodge an attack or another hazard. 

Skill check type: Flat check 

Opposed: Yes, by (magical) attacks or hazards 

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 Difficulty. If  

Table 6-2: Academics (analysis) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Understand a dialect in a language you are fluent in 

Average 3 - 6 Discern simple logical fallacies in a paper 

Difficult  7 - 12 Roughly estimate the value of  an object 

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

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 creatureõs behavioral pattern 

Impossible 37 + Analyze an unknown language 

Table 6-3: Academics (research) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Research well-known 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 several pages from 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 the nature of  magic 
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your opponent does not beat your Hit Difficulty, you 

avoid the attack or hazard. If unsuccessful, you donõt. If 

you attempt to dodge, you may--as part of  your 

Reaction--move freely within the cube you are in. You 

may do so even if  your attempt to dodge is unsuccessful 

so long as the attack does not incapacitate you. 

Special: You may only set your Hit Difficulty once, 

regardless of  the 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 

penalty) to your Hit Difficulty depending on your Size 

category. Please refer to table 4-1 on page 24 for more 

information. 

Agility (initiative) 

You respond to the initiation of  an Encounter on 

behalf  of  your group and act quickly. 

Skill check type: Flat check 

Opposed: No 

Reaction: Yes, triggered when an Encounter begins 

Cost: N/A  

Time: 0 AP 

Mechanics: The group with the highest skill check 

result acts first, followed by the second highest, and so 

on.  

Special: Only the first character in a groupõs order of 

turns may determine the initiative for his group. 

Characters may not retry an Agility (initiative) skill 

check. 

Agility (tumble) 

You combine movement with somersaults, cartwheels, 

handsprings, and other acrobatic maneuvers to reduce 

the chance of  getting hit while you move. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Stamina 

Time: 2 or 3 AP 

Mechanics: Use this skill to set the Difficulty for 

attacks or hazards to hit you until the end of  your next 

turn. 

Special: Moving in this way costs twice as many AP and 

you must spend at least 2 AP moving to use this skill. 

You may still parry, counter, or dodge to increase your 

Hit Difficulty even further. 

Animation (Body) 

The Animation skill governs your supernatural ability to 

shape and alter the things around you, whether living, 

dead, or inanimate. You can also use it to create objects 

from nothing. The Animation skill is important for 

characters that seek to control their surroundings, 

change the physique of  their allies and foes, and call 

forth objects from thin air. It is used to cast, counter, 

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

only be used for spells or enchantments that are 

associated with the Animation skill. 

Animation (cast) 

You cast an Animation spell. 

Skill check type: Varies (see relevant spell description) 

Opposed: Yes, by dodging, countering, or (in melee) 

parrying 

Reaction: Varies (see relevant spell description) 

Cost: Varies (see relevant spell description) 

Time: Varies (see relevant spell description) 

Mechanics: The Difficulty to cast a spell on a character 

or object is set by the target if  he opposes it. If  he does 

not oppose it, the Difficulty is 0, although the target 

may still receive bonuses to the Difficulty to hit him due 

to his Size category, cover, or otherwise. 

The Difficulty to cast a spell that does not target a 

character or object is listed in the spellõs description. 

Animation (counter) 

You counter an Animation spell. 

Skill check type: Flat check 

Opposed: Yes, by magical attacks 

Reaction: Yes, triggered when targeted with an 

Animation spell 

Cost: N/A  

Table 6-4: Agility (balance) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Walk on a slimy or gory surface 

Average 3 - 6 Walk on ice or a ledge as wide as you are 

Difficult  7 - 12 Walk on a ledge half  as wide as you are 

Very Difficult  13 - 18 Walk on a ledge one-quarter as wide as you are 

Extremely Difficult  19 - 24 Walk on a ledge one-tenth as wide as you are 

Epic 25 - 30 Walk on a cord 

Nigh Impossible 31 - 36 Walk on a slippery cord 

Impossible 37 + Walk on a slippery cord in a storm 
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Time: 1 AP 

Mechanics: Use this skill to set the Hit Difficulty to 

affect you with an Animation spell in melee or from a 

range. If  you succeed, you counter the spell. If  

unsuccessful, the spell affects you. 

Special: You may only set your Hit Difficulty once, 

regardless of  the skill you use to do so. You cannot set 

the Hit Difficulty for a (magical) attack or hazard made 

with an Ambush advantage. 

Animation (detect) 

You detect and identify traces of  magic in your cube. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Stamina 

Time: 3 AP 

Mechanics: The Difficulty to detect traces of  magic is 

equal to the circle of  the effect in place. The Difficulty 

to identify such traces is equal to three times the circle 

of  the effect in place. If  you succeed, you detect the 

effect and may identify it. If  unsuccessful, you learn 

nothing. 

Special: Large scale effects may require multiple skill 

checks. 

Animation (enchant) 

You enchant an item with an Animation enchantment. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Stamina per sacrifice Vitality 

Time: 1 Hour per sacrifice Vitality 

Mechanics: The Difficulty to enchant an item is equal 

to the enchantmentõs circle, the sacrificeõs Vitality, and 

the itemõs Complexity added together. The itemõs 

Complexity must be at least equal to the added Vitality, 

Sanity, and Spirit of  all sacrifices whose power it is 

imbued with. For further details, please consult the 

relevant enchantment description. 

Special: If  the process of  enchanting an item is 

interrupted, it fails. 

Animation (learn) 

You learn Animation spells or Animation enchantments. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Stamina 

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to learn 

a spell or enchantment is equal to three times the spellõs 

circle. The total number of  hours required for the skill 

check is reduced by the result of  the second dice roll 

(but never below 1). If  you succeed, you learn the spell 

or enchantment. If  unsuccessful, you learn nothing. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. Most spells will require a source to learn 

from. 

Animism (Soul) 

The Animism skill determines a character's supernatural 

ability to banish spirits and to call spirits to his aid from 

beyond, or to destroy the spirits of  others. The 

Animism skill is important for characters that would 

destroy the spirits of  others and be able to banish 

creatures and call allies from beyond. It is used to cast, 

counter, detect, enchant, and learn spells or 

enchantments. It can only be used for spells or 

enchantments that are associated with the Animism 

skill. 

Animism (cast) 

You cast an Animism spell. 

Skill check type: Varies (see relevant spell description) 

Opposed: Yes, by dodging, countering, or (in melee) 

parrying 

Reaction: Varies (see relevant spell description) 

Cost: Varies (see relevant spell description) 

Time: Varies (see relevant spell description) 

Mechanics: The Difficulty to cast a spell on a character 

or object is set by the target if  he opposes it. If  he does 

not oppose it, the Difficulty is 0, although the target 

may still receive bonuses to the Difficulty to hit him due 

to his Size category, cover, or otherwise. 

The Difficulty to cast a spell that does not target a 

character or object is listed in the spellõs description. 

Animism (counter) 

You counter an Animism spell. 

Skill check type: Flat check 

Opposed: Yes, by magical attacks 

Reaction: Yes, triggered when targeted with an 
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Animism spell 

Cost: N/A  

Time: 1 AP 

Mechanics: Use this skill to set the Hit Difficulty to 

affect you with an Animism spell in melee or from a 

range. If  you succeed, you counter the spell. If 

unsuccessful, the spell affects you. 

Special: You may only set your Hit Difficulty once, 

regardless of  the skill you use to do so. You cannot set 

the Hit Difficulty for a (magical) attack or hazard made 

with an Ambush advantage. 

Animism (detect) 

You detect and identify traces of  magic in your cube. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Will 

Time: 3 AP 

Mechanics: The Difficulty to detect traces of  magic is 

equal to the circle of  the effect in place. The Difficulty 

to identify such traces is equal to three times the circle 

of  the effect in place. If  you succeed, you detect the 

effect and may identify it. If  unsuccessful, you learn 

nothing. 

Special: Large scale effects may require multiple skill 

checks. 

Animism (enchant) 

You enchant an item with an Animism enchantment. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Will per sacrifice Spirit 

Time: 1 Hour per sacrifice Spirit 

Mechanics: The Difficulty to enchant an item is equal 

to the enchantmentõs circle, the sacrificeõs Spirit, and the 

itemõs Complexity added together. The itemõs 

Complexity must be at least equal to the added Vitality, 

Sanity, and Spirit of  all sacrifices whose power it is 

imbued with. For further details, please consult the 

relevant enchantment description. 

Special: If  the process of  enchanting an item is 

interrupted, it fails. 

Animism (learn) 

You learn Animism spells or Animism enchantments. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Will 

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to learn 

a spell or enchantment is equal to three times the spellõs 

circle. The total number of  hours required for the skill 

check is reduced by the result of  the second dice roll 

(but never below 1). If  you succeed, you learn the spell 

or enchantment. If  unsuccessful, you learn nothing. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. Most spells will require a source to learn 

from. 

Apportation (Body) 

The Apportation skill governs a character's supernatural 

ability to move and manipulate characters and objects at 

a distance through teleportation and telekinesis. The 

Apportation skill is important for characters that seek 

methods of  transportation beyond the mundane and 

that seek to manipulate others and objects from great 

distances. It is used to cast, counter, detect, enchant, and 

learn spells or enchantments. It can only be used for 

spells or enchantments that are associated with the 

Apportation skill. 

Apportation (cast) 

You cast an Apportation spell. 

Skill check type: Varies (see relevant spell description) 

Opposed: Yes, by dodging, countering, or (in melee) 

parrying 

Reaction: Varies (see relevant spell description) 

Cost: Varies (see relevant spell description) 

Time: Varies (see relevant spell description) 

Mechanics: The Difficulty to cast a spell on a character 

or object is set by the target if  he opposes it. If  he does 

not oppose it, the Difficulty is 0, although the target 

may still receive bonuses to the Difficulty to hit him due 

to his Size category, cover, or otherwise. 

The Difficulty to cast a spell that does not target a 

character or object is listed in the spellõs description. 

Apportation (counter) 

You counter an Apportation spell. 

Skill check type: Flat check 
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Opposed: Yes, by magical attacks 

Reaction: Yes, triggered when targeted with an 

Apportation spell 

Cost: N/A  

Time: 1 AP 

Mechanics: Use this skill to set the Hit Difficulty to 

affect you with an Apportation spell in melee or from a 

range. If  you succeed, you counter the spell. If  

unsuccessful, the spell affects you. 

Special: You may only set your Hit Difficulty once, 

regardless of  the skill you use to do so. You cannot set 

the Hit Difficulty for a (magical) attack or hazard made 

with an Ambush advantage. 

Apportation (detect) 

You detect and identify traces of  magic in your cube. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Will 

Time: 3 AP 

Mechanics: The Difficulty to detect traces of  magic is 

equal to the circle of  the effect in place. The Difficulty 

to identify such traces is equal to three times the circle 

of  the effect in place. If  you succeed, you detect the 

effect and may identify it. If  unsuccessful, you learn 

nothing. 

Special: Large scale effects may require multiple skill 

checks. 

Apportation (enchant) 

You enchant an item with an Apportation enchantment. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Will per sacrifice Spirit 

Time: 1 Hour per sacrifice Spirit 

Mechanics: The Difficulty to enchant an item is equal 

to the enchantmentõs circle, the sacrificeõs Spirit, and the 

itemõs Complexity added together. The itemõs 

Complexity must be at least equal to the added Vitality, 

Sanity, and Spirit of  all sacrifices whose power it is 

imbued with. For further details, please consult the 

relevant enchantment description. 

Special: If  the process of  enchanting an item is 

interrupted, it fails. 

Apportation (learn) 

You learn Apportation spells or Apportation 

enchantments. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Will 

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to learn 

a spell or enchantment is equal to three times the spellõs 

circle. The total number of  hours required for the skill 

check is reduced by the result of  the second dice roll 

(but never below 1). If  you succeed, you learn the spell 

or enchantment. If  unsuccessful, you learn nothing. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. Most spells will require a source to learn 

from. 

Athletics (Body) 

The Athletics skill determines your athletic ability. The 

Athletics skill is important for characters that want to be 

quick, have physical endurance, and wield thrown 

weapons. It is used to climb, compete with others, jump, 

land, lift objects, pursue, run, swim, and throw. 

Athletics (climb) 

You hold on to an uneven or inclined surface (including 

ropes and ladders) or move by climbing that surface. 

Skill check type: Flat check 

Opposed: No 

Reaction: Yes, triggered when climbing 

Cost: N/A  

Time: 0 AP 

Mechanics: You must perform a skill check for every 

Table 6-5: Athletics (climb) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Climb a surface with tailored foot- and handholds 

Average 3 - 6 Climb knotted rope or riggings 

Difficult  7 - 12 Climb a tree or an unknotted rope 

Very Difficult  13 - 18 Climb a vertical rough surface 

Extremely Difficult  19 - 24 Climb a rough surface at 89-75° 

Epic 25 - 30 Climb a rough surface at 74-50° 

Nigh Impossible 31 - 36 Climb a rough surface at 49-25° 

Impossible 37 + Climb a completely smooth surface 
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action you wish to perform while climbing. The 

Difficulty depends on the type of  surface. 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 fall. 

Special: Moving while climbing costs twice as many AP, 

or the regular number of  AP at a -1d penalty. 

Athletics (compete) 

You compete with other characters in athletic events. 

Skill check type: Flat check 

Opposed: Yes, by Athletics (compete) 

Reaction: No 

Cost: N/A  

Time: Varies 

Mechanics: All participating characters roll a skill 

check. The character with the highest skill check result 

is first in the competition, followed 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 Encumbrance of  your equipment + 3 

for every meter beyond the first. The Difficulty for a 

vertical jump is equal to the total Encumbrance of  your 

equipment + 3 for every third meter beyond the first 

third meter. If  you succeed, you clear the jump. If  

unsuccessful, you do not. 

Special: You receive a +1d mundane bonus when 

performing a running jump. A running jump costs 2 AP. 

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 

Mechanics: The total damage you receive from a fall is 

reduced by your skill check result. 

Athletics (lift) 

You lift or push an object. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: The Difficulty is equal to the objectõs 

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 another character or shake pursuers. 

Skill check type: Flat check 

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 character 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 

characterõs advantage. 

Athletics (swim) 

You stay above water or swim in any liquid. 

Skill check type: Flat check 

Opposed: No 

Reaction: Yes, triggered when in liquid 

Cost: N/A  

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  liquid and 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. 

Special: Moving while swimming costs twice as many 

AP, or the regular number of  AP at a -1d penalty. 
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Athletics (throw) 

You throw a weapon or an improvised weapon at an 

object or a person. 

Skill check type: Leveled check  

Opposed: Yes, by dodging or (in melee) parrying 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: To hit your target with an attack, the result 

of  your first dice roll must be equal to or higher than 

your targetõs Hit Difficulty. If  you succeed, the result of  

the second dice roll equals total Body damage you deal 

to the target. 

Special: You receive a penalty to this skill check if  you 

perform attacks out of the weaponõs first range 

increment. 

Brawl (Body) 

The Brawl skill governs your ability to use your body as 

a weapon. The Brawl skill is important for characters 

that want to master the art of  unarmed fighting. It is 

used to grapple, make unarmed attacks against objects 

or characters, and to parry attacks. 

Brawl (attack) 

You make an unarmed attack with your body against an 

object or a person. 

Skill check type: Leveled check 

Opposed: Yes, by dodging or parrying 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: To hit your target with an attack, the result 

of  your first dice roll must be equal to or higher than 

your targetõs Hit Difficulty. If you succeed, the result of 

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, by dodging 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 

targetõs Hit Difficulty. If you succeed, the result of the 

second dice roll equals total Body 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 his opponent into any cube within a one-

cube radius. 

Brawl (parry) 

You parry an attack while unarmed. 

Skill check type: Flat check 

Opposed: Yes, by (magical) attacks or hazards 

Reaction: Yes, triggered when targeted with a (magical) 

attack in melee 

Cost: 1 Stamina 

Time: 0 AP 

Mechanics: Use this skill to set your Hit Difficulty in 

melee. If  your opponent does not beat your Hit 

Difficulty, you avoid the attack or hazard. If  

unsuccessful, you do not. 

Special: You may only set your Hit Difficulty once, 

regardless of  the 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 

penalty) to your Hit Difficulty depending on your Size 

category. Please refer to table 4-1 on page 24 for more 

information. 

Close Combat (Body) 

The Close Combat skill governs your ability in melee 

combat with melee weapons. Close Combat is 

important for characters that fight in melee and engage 

Table 6-6: 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 sea or river with strong current  

Extremely Difficult  19 - 24 Rapids 

Epic 25 - 30 Stormy river, shore, or lake 

Nigh Impossible 31 - 36 Stormy sea 

Impossible 37 + Sea in a hurricane 
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in man-to-man combat. It is used to perform armed 

attacks and to parry attacks. 

Close Combat (attack) 

You make an attack with a melee weapon against an 

object or a person. 

Skill check type: Leveled check 

Opposed: Yes, by dodging or parrying 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: To hit your target with an attack, the result 

of  your first dice roll must be equal to or higher than 

your targetõs Hit Difficulty. If you succeed, the result of 

the second dice roll equals total Body damage you deal 

to the target. 

Close Combat (parry) 

You use a melee weapon to parry an attack. 

Skill check type: Flat check 

Opposed: Yes, by (magical) attacks or hazards 

Reaction: Yes, triggered when targeted with a (magical) 

attack in melee 

Cost: 1 Stamina 

Time: 0 AP 

Mechanics: Use this skill to set your Hit Difficulty in 

melee. If  your opponent does not beat your Hit 

Difficulty, you avoid the attack or hazard. If  

unsuccessful, you do not. 

Special: You may only set your Hit Difficulty once, 

regardless of  the 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 

penalty) to your Hit Difficulty depending on your Size 

category. Please refer to table 4-1 on page 24 for more 

information. 

Crafts (Mind) 

The Crafts skill determines your skill in crafting, 

repairing, and sabotaging various objects. The Crafts 

skill does not govern design and invention of  new 

objects, which is the domain of  the Science (design) or 

Creativity (design) skill. The Crafts skill is important for 

characters that want to be able to repair and/or craft 

equipment and sabotage that of  their opponents. It is 

used for crafting, repairing, and sabotaging objects. 

Crafts (craft) 

You craft an object. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to craft 

an object is equal to the objectõs added Size category 

and Complexity. The total number of  hours required 

for the skill check is reduced by the result of  the second 

dice roll (but never below 1). If  you succeed, you craft 

the object. If  unsuccessful, you fail and waste half  of  

the base materials used. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. To craft an object, you need to be familiar 

with its design. You also need base materials worth half  

the listed price of  the object and appropriate tools. 

Crafts (repair) 

You repair a damaged object. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to 

repair an object is equal to the objectõs added Size 

category and Complexity. The total number of  hours 

required for the skill check is reduced by the result of  

the second dice roll (but never below 1). If  you succeed, 

you repair the object and restore its Integrity Points. If  

unsuccessful, the object is still damaged. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. To repair an object, you may need to be 

familiar with its design. You may also need base 

materials worth one tenth of  the listed price of  the 

object and appropriate tools. 

Crafts (sabotage) 

You sabotage an object. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  
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Time: 1 hour 

Mechanics: The Difficulty of  the first dice roll to 

sabotage an object is equal to the objectõs added Size 

category and Complexity. The result of  the second dice 

roll equals total Body damage you deal to the target. 

This Body damage bypasses Defense Points and 

Resistance. 

Special: The GM may rule that some objects cannot be 

sabotaged. 

Creativity (Soul) 

The Creativity skill governs your creative abilities. The 

Creativity skill is not used to craft objects or to design 

and invent practical objects, which are the domains of  

the Crafts (craft) skill and the Science (design) skill 

respectively. The Creativity skill is important to 

characters that want to be artists and influence others 

through their work. It is used to compose or design art 

and to perform or display art. 

Creativity (compose) 

You compose a work of  literature or performing art, 

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

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to 

compose art depends on the complexity of  the work. 

The total number of  hours required for the skill check 

is reduced by the result of  the second dice roll (but 

never below 1). If  you succeed, you compose your 

work. If  unsuccessful, you compose an inferior work or 

nothing at all. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time.  

Creativity (design) 

You design a work of  visual art (such as paintings or 

sculptures) or improve upon a practical design to give it 

an additional decorative value (such as ceramic art, 

furniture and ornamental sculptures). 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to 

design a work is equal to the added Complexity and (if  

applicable) Size category of  the design. The total 

number of  hours required for the skill check is reduced 

by the result of  the second dice roll (but never below 1). 

If  you succeed, you design your work. If  unsuccessful, 

you design an inferior work or nothing at all. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. 

Creativity (perform) 

You perform or display a work of  art. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: Varies 

Mechanics: The Difficulty to perform a work of  art 

depends on the disposition of  the crowd. If you 

succeed, the crowd is moved by your performance and 

Table 6-7: Creativity (compose) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Write a simple rhyme 

Average 3 - 6 Write 1,000 words of  pulpy prose 

Difficult  7 - 12 Write a simple jingle or tune 

Very Difficult  13 - 18 Write a ballad or sonnet 

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

Epic 25 - 30 Write a classic opera or play 

Nigh Impossible 31 - 36 Write 1,000 words of  world-shaking literature 

Impossible 37 + Write an unforgettable, world-changing song 

Table 6-8: Creativity (perform) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Perform for lovers, best friends, and dear family 

Average 3 - 6 Perform for friends, family, and fans of  your work 

Difficult  7 - 12 Perform for acquaintances and people who like you 

Very Difficult  13 - 18 Perform for a neutral crowd 

Extremely Difficult  19 - 24 Perform for people who think you waste their time 

Epic 25 - 30 Perform for people who dislike you 

Nigh Impossible 31 - 36 Perform for people who hate you 

Impossible 37 + Perform for your nemeses 
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may even pay you. If  you fail, the crowd will ignore you 

or may even become hostile. 

Special: If  you improvise an act, you incur a -1d 

penalty. 

Defense (Body) 

The Defense skill determines your ability to successfully 

use armor in combat. The Defense skill is important for 

characters that want to proficiently use armor in 

combat. It is used to block or deflect attacks. 

Defense (block) 

You block an attack with your armor. 

Skill check type: Flat check 

Opposed: No 

Reaction: Yes, triggered when damage is received 

Cost: 1 Stamina 

Time: 0 AP 

Mechanics: You generate a number of  Defense Points 

equal to the result of  your dice roll. Defense Points are 

capped at a maximum that depends on your armor set. 

You subtract damage you receive from Defense Points 

before it flows down to you. Resistance, if  any, is always 

subtracted from Body damage first and before you 

decide if  you perform a Defense (block) skill. 

Special: You may only perform one Defense (block) 

skill check in response to an attack or hazard. You may 

use the Defense (block) skill to block damage dealt by a 

(magical) attack or hazard that you failed to dodge or 

parry or that was made with an Ambush advantage. 

Defense (deflect) 

You intercept and block an attack or other damage-

dealing effect directed at an adjacent character. 

Skill check type: Flat check 

Opposed: No 

Reaction: Yes, triggered when an adjacent ally receives 

damage 

Cost: 1 Stamina 

Time: 1 AP 

Mechanics: You generate a number of  Defense Points 

equal to the result of  your dice roll. Defense Points are 

capped at a maximum that depends on your armor. 

Damage dealt to the protected character is subtracted 

from these Defense Points (and, if  applicable, your 

Resistance) before it flows down to the original target. 

Special: You may only perform a single Defense 

(deflect) skill check in response to a single attack or 

hazard. You may not use the Defense (deflect) skill to 

block damage dealt by a (magical) attack or hazard made 

with an Ambush advantage. You may use the Defense 

(deflect) skill to block damage dealt by a (magical) attack 

or hazard that the original target failed to dodge or 

parry. 

Guile (Body) 

The Guile skill determines your capability in physical 

deception, theft, and burglary. The Guile skill is 

important for characters that want to be good at 

sneaking, stealing, dirty fighting, and covert operations. 

It is used to bluff, conceal, disable devices, pick pockets, 

and sneak. 

Guile (bluff) 

You feign a maneuver to mislead an adversary or 

impersonate another character. 

Skill check type: Flat check 

Opposed: Yes, by Perception (intuition) 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: The Difficulty is set by the target. If  you 

succeed, the target falls for your bluff; if  the bluff  is a 

combat maneuver, the target loses 1 AP. If  you fail, the 

target does not fall for your bluff  and does not lose AP. 

Guile (conceal) 

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

Skill check type: Flat check 

Opposed: Yes, by Perception (investigate) or 

Perception (detect) 

Reaction: No 

Cost: N/A  

Time: 3 AP 

Mechanics: Use this skill to set the Difficulty for 

another character to find the object. 

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

skill check if  the object is of  Size category 4 or smaller 

and a -1d penalty per Size category of  the object above 

5. This bonus or penalty may alter depending on the 

circumstances. 
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Guile (disable) 

You disable or open a mechanical device, such as a trap 

or a lock, without damaging it. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 3 AP 

Mechanics: The Difficulty to open a lock or disarm a 

trap is equal to the Complexity of  the lock or trap. If  

you succeed, you open the lock or disarm the trap. The 

lock or trap is not damaged by this. If  you fail, the 

device is unaffected. Traps have a 50% chance of  

springing on an unsuccessful attempt to disarm them. 

Special: At the GMõs discretion, complex devices may 

require multiple skill checks. To disable a device, you 

need appropriate tools. 

Guile (pick pocket) 

You lift an object from another characterõs body. 

Skill check type: Flat check 

Opposed: Yes, by Perception (detect) 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: Use this skill to set the Difficulty for 

another character to observe your theft. If  you succeed, 

your theft goes unobserved. If  unsuccessful, you are 

spotted 

Special: You may incur a -1d penalty on this skill check 

per Size category of  the object above 3. This penalty 

may alter depending on the circumstances. You can lift 

objects of  up to two size categories below your own. 

Guile (sneak) 

You move stealthily and silently in order to remain 

unseen and unheard. 

Skill check type: Flat check 

Opposed: Yes, by Perception (detect) 

Reaction: No 

Cost: N/A  

Time: N/A  

Mechanics: Use this skill to set the Difficulty for 

another character to spot or hear you. If  you succeed, 

you are not observed or heard. If  you fail, you are 

located. 

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

skill check if  there is bad visibility and a +1 mundane 

bonus per cube you are removed from the observing 

character. You may incur a -1d penalty to this skill check 

if  there is good visibility. You cannot hide in plain sight. 

Moving while sneaking costs twice as many AP. 

Infusion (Body) 

The Infusion skill governs a character's supernatural 

ability to manipulate life forces, specifically to infuse 

other beings with energy that heals or harms them. The 

Infusion skill is important to characters who would be 

healers or who seek to harm others through 

manipulation of  life energy. It is used to cast, counter, 

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

only be used for spells or enchantments that are 

associated with the Infusion skill. 

Infusion (cast) 

You cast an Infusion spell. 

Skill check type: Varies (see relevant spell description) 

Opposed: Yes, by dodging, countering, or (in melee) 

parrying 

Reaction: Varies (see relevant spell description) 

Cost: Varies (see relevant spell description) 

Time: Varies (see relevant spell description) 

Mechanics: The Difficulty to cast a spell on a character 

or object is set by the target if  he opposes it. If  he does 

not oppose it, the Difficulty is 0, although the target 

may still receive bonuses to the Difficulty to hit him due 

to his Size category, cover, or otherwise. 

The Difficulty to cast a spell that does not target a 

character or object is listed in the spellõs description. 

Infusion (counter) 

You counter an Infusion spell. 

Skill check type: Flat check 

Opposed: Yes, by magical attacks 

Reaction: Yes, triggered when targeted with an 

Infusion spell 

Cost: N/A  

Time: 1 AP 

Mechanics: Use this skill to set the Hit Difficulty to 

affect you with an Infusion spell in melee or from a 

range. If  you succeed, you counter the spell. If  

unsuccessful, the spell affects you. 

Special: You may only set your Hit Difficulty once, 

regardless of  the skill you use to do so. You cannot set 
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the Hit Difficulty for a (magical) attack or hazard made 

with an Ambush advantage. 

Infusion (detect) 

You detect and identify traces of  magic in your cube. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Stamina 

Time: 3 AP 

Mechanics: The Difficulty to detect traces of  magic is 

equal to the circle of  the effect in place. The Difficulty 

to identify such traces is equal to three times the circle 

of  the effect in place. If  you succeed, you detect the 

effect and may identify it. If  unsuccessful, you learn 

nothing. 

Special: Large scale effects may require multiple skill 

checks. 

Infusion (enchant) 

You enchant an item with an Infusion enchantment. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Stamina per sacrifice Vitality 

Time: 1 Hour per sacrifice Vitality 

Mechanics: The Difficulty to enchant an item is equal 

to the enchantmentõs circle, the sacrificeõs Vitality, and 

the itemõs Complexity added together. The itemõs 

Complexity must be at least equal to the added Vitality, 

Sanity, and Spirit of  all sacrifices whose power it is 

imbued with. For further details, please consult the 

relevant enchantment description. 

Special: If  the process of  enchanting an item is 

interrupted, it fails. 

Infusion (learn) 

You learn Infusion spells or Infusion enchantments. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Stamina 

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to learn 

a spell or enchantment is equal to three times the spellõs 

circle. The total number of  hours required for the skill 

check is reduced by the result of  the second dice roll 

(but never below 1). If  you succeed, you learn the spell 

or enchantment. If  unsuccessful, you learn nothing. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. Most spells will require a source to learn 

from. 

Intimidate (Soul) 

The Intimidate skill governs your ability to influence 

others through threatening (body) language. The 

Intimidate skill is important for characters that want to 

be able to bully others around and generally make a 

threatening display. It is used to bully or interrogate. 

Intimidate (bully) 

You bully another character until he submits. 

Skill check type: Flat check 

Opposed: Yes, by Intimidate (bully) or Perception 

(intuition) 

Reaction: Yes, for the bullied, triggered when bullied 

Cost: N/A  

Time: 3 AP for the bully; 0 AP for the bullied character 

Mechanics: The bullied character sets the Difficulty for 

the bully. If  the bully is successful, the target is 

intimidated and acts accordingly. If  the bully fails, the 

bullied character is unimpressed. 

Intimidate (interrogate) 

You interrogate another character to obtain 

information. 

Skill check type: Flat check 

Opposed: Yes, by Intimidate (interrogate), Perception 

(intuition), or Manipulation (lie) 

Reaction: Yes, for the interrogated, triggered when 

interrogated 

Cost: N/A  

Time: 3 AP for the interrogator; 0 AP for the 

interrogated character 

Mechanics: The interrogated character sets the 

Difficulty for the interrogator. If  the interrogator is 

successful, the target yields the desired information. If  

the interrogator fails, the interrogated character 

responds as he desires. 

Manipulation (Soul) 

The Manipulation skill determines your ability in verbal 

deceitful manipulation and provocation. The 
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Manipulation skill is vital to characters that want to con, 

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

insult, and lie. It is not used to flatter or convince others 

or to intimidate them; those are the domains of  the 

Speechcraft skill and the Intimidate skill respectively. 

Manipulation (brag) 

You make an ostentatious speech in which you magnify 

your accomplishments. 

Skill check type: Flat check 

Opposed: Yes, by Perception (intuition) or 

Manipulation (brag) 

Reaction: Yes, for the listener, triggered when bragged 

against 

Cost: N/A  

Time: Varies 

Mechanics: The listener sets the Difficulty for the 

braggart. If  the braggart is successful, the listener is 

impressed and will look upon the braggart more 

favorably. If  the braggart fails, the listener is 

unimpressed and may think less of  the braggart. 

Manipulation (distract) 

You distract another character or lure him to another 

location. 

Skill check type: Flat check 

Opposed: Yes, by Perception (intuition) or 

Manipulation (distract) 

Reaction: Yes, for the listener, triggered when faced 

with a distraction 

Cost: N/A  

Time: 3 AP for the distracting character; 0 AP for the 

listener 

Mechanics: The listener sets the Difficulty for the 

distracting character. If  the distracting character is 

successful, the listener is distracted for at least 1 round. 

If  the distracting character fails, the listener is likely to 

be even more alert. 

Manipulation (insult) 

You humiliate or provoke others into saying rash things 

or performing rash actions. 

Skill check type: Flat check 

Opposed: Yes, by Perception (intuition) or 

Manipulation (insult) 

Reaction: Yes, for the listener, triggered when insulted 

Cost: N/A  

Time: 3 AP for the insulting character; 0 AP for the 

listener 

Mechanics: The listener sets the Difficulty for the 

insulting character. If  the insulting character is 

successful, the listener is provoked and acts accordingly. 

If  the distracting character fails, the listener responds 

adequately and is not provoked. 

Manipulation (lie) 

You lie to others. 

Skill check type: Flat check 

Opposed: Yes, by Perception (intuition) or 

Manipulation (lie) 

Reaction: Yes, for the listener, triggered when lied to 

Cost: N/A  

Time: Varies 

Mechanics: The listener sets the Difficulty for the liar. 

If  the liar is successful, the listener believes him. If  the 

liar fails, the listener knows heõs being lied against. 

Special: Some lies may be so blatantly untrue that no 

one will believe them. 

Medicine (Mind)  

The Medicine skill governs medical science and 

knowledge and its application. The Medicine skill is 

important to characters that want to aid or nurse others 

and tend to wounds skillfully. It is used to analyze, cure 

poison or disease, give first aid, reanimate others, 

perform surgery, and give treatment. 

Medicine (analysis) 

You analyze a medical situation or problem. This varies 

from diagnosing a personõs illness or determining a 

personõs cause of death to determining a subjectõs time 

of  death. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: Varies 

Mechanics: The Difficulty to perform a diagnosis is 

equal to the level of  the disease or poison that affects 

the patient, whereas the Difficulty to analyze a situation 

depends on the complexity of  that situation. If  you 

succeed, you deduce information on the subject. If  

unsuccessful, you learn nothing. 
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Medicine (cure) 

You cure another character of  a disease, infection, or 

another ailment. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: Varies (see below) 

Mechanics: You must treat the patient for at least one 

hour, although this may be longer depending on the 

disease or poison. Your patient receives a mundane 

bonus equal to your skill check result on his next 

attempt to beat the disease or poisonõs Difficulty.  

Special: You may receive a penalty to this skill check if  

you have to perform treatment in unfavorable 

circumstances, such as in combat or on a moving object. 

The character who receives treatment must lie still and 

cannot act. For more information on poison and 

disease, see Chapter 5 (Adventuring). 

Medicine (first aid) 

You give first aid to a character (including yourself) and 

mitigate the effects of  grievous wounds. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: 3 AP 

Mechanics: The Difficulty to perform first aid is 6. If  

you succeed, the effects of  any Disability Counters 

incurred by the character as a result of  Body damage are 

suppressed until he receives Body damage or until the 

Disability Counters are removed. 

Special: You may receive a penalty to this skill check if  

you have to perform first aid in unfavorable 

circumstances, such as in combat or on a moving object. 

If  you treat a character other than yourself, that 

character must lie still and cannot act on his next turn. 

Medicine (reanimate) 

You reanimate a character who has recently died due to 

Vitality loss. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: 3 AP 

Mechanics: The Difficulty to reanimate a recently 

deceased character is equal to the number of  rounds 

that the character has been dead. If  you succeed, the 

target returns to life with 1 Vitality, 1 Sanity, and 1 

Spirit. If  unsuccessful, the target remains dead. 

Special: You may receive a penalty to this skill check if  

you have to reanimate in unfavorable circumstances, 

such as in combat or on a moving object. The body of  

the target must be intact. 

Medicine (surgery) 

You perform surgery on another character (but not 

yourself) to treat grievous wounds and restore Vitality. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll is equal 

to the total Vitality lost by the patient. The total number 

of  hours required for the skill check is reduced by the 

result of  the second dice roll (but never below 1). If  

you succeed, the surgical procedure is successful and all 

Vitality is restored to the patient. If  you fail, the patient 

receives 1d Body damage. 

Special: Extensive surgery may require multiple skill 

checks. You may receive a penalty to this skill check if  

you have to perform surgery in unfavorable 

circumstances, such as in combat or on a moving object. 

The character who receives surgery must lie still and 

cannot act. 

Table 6-9: Medicine (analysis) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Check for life signs  

Average 3 - 6 Determine cause of death (if  within 24 hrs.) 

Difficult  7 - 12 Determine time of  death (if  in past 24 hrs.) 

Very Difficult  13 - 18 Determine cause of  death (if  within 1 week) 

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

Epic 25 - 30 Determine cause of  death (anytime) 

Nigh Impossible 31 - 36 Determine day of  death (anytime) 

Impossible 37 + Determine exact time of  death 
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Medicine (treatment) 

You treat the wear or minor wounds of  another 

character (but not yourself) to restore Stamina. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: 3 AP 

Mechanics: The Difficulty of  the first dice roll is equal 

to the total Stamina lost by the patient. The result of  

the second dice roll equals total Stamina restored to the 

patient. 

Special: You may receive a penalty to this skill check if  

you have to perform treatment in unfavorable 

circumstances, such as in combat or on a moving object. 

The character who receives treatment must lie still and 

cannot act on his next turn. 

Operate (Mind) 

The Operate skill governs your control over craft and 

vehicles. The Operate skill is not used for the control 

and operation of  (mechanical) objects that are not 

vehicles; that is the domain of  the Science (control) 

skill. The Operate skill is useful to characters that want 

to employ craft and vehicles. It is used to control and 

navigate. 

Operate (control) 

You control a vehicle or craft to perform quick 

maneuvers, defend, or attack. 

Skill check type: Flat check 

Opposed: No 

Reaction: Yes, triggered when controlling a craft or 

vehicle 

Cost: N/A  

Time: 3 AP 

Mechanics: The Difficulty depends on the type of  

craft or vehicle you control. If  you succeed, you control 

the craft or vehicle within the limits of  its abilities for 1 

round. If  you fail, the craft or vehicle is unresponsive. 

If  you fail twice in a row, you lose control and 

something goes wrong. 

Special: You need to be in the area designated for 

operation of  a specific vehicle to perform this skill 

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 controlling vehicles or 

craft, see Chapter 5 (Adventuring). 

Operate (navigate) 

You control a vehicle or craft over an extended period 

of  time to reach a destination. 

Skill check type: Flat check 

Opposed: No 

Reaction: Yes, triggered when operating a craft or 

vehicle 

Cost: N/A  

Time: Varies 

Mechanics: The Difficulty depends on the type of  

craft or vehicle you control. If  you succeed, you 

navigate the craft or vehicle within the limits of  its 

abilities for a period of  time determined by the GM 

(usually an hour or a full day). If  you fail, you get lost. 

Special: You need to be in the area designated for 

operation of  a specific vehicle to perform this skill 

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

Perception (Soul) 

The Perception skill determines your ability in sensory, 

social, and intuitive observation and attribution. The 

Perception skill is invaluable to characters who want to 

be aware of  their surroundings and correctly interpret 

the behavior of  others. It is used to detect others or 

objects, consult oneõs intuition, and investigate. 

Perception (detect) 

You use your senses (such as sight, hearing, smell, or 

taste) to become aware of  characters or objects in 

concealment or that are otherwise difficult to detect. 

Skill check type: Flat check 

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

or Guile (sneak) 

Reaction: Yes, triggered by sensory input that cannot 

be detected effortlessly 

Cost: N/A  

Time: 0 AP 

Mechanics: The Difficulty depends on what you are 

trying to detect or--if  trying to detect a character or his 

actions--is set by the target. If  you succeed, you are 

aware of  the character or object. If  you fail, the 

character or object remains undetected. 
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Perception (intuition) 

You detect when someone tries to trick, intimidate, or 

otherwise influence you. 

Skill check type: Flat check 

Opposed: Yes, by Guile (bluff), Intimidate (bully), 

Intimidate (interrogate), Manipulation (brag), 

Manipulation (distract), Manipulation (insult), 

Manipulation (lie), and Speechcraft (persuade) 

Reaction: Yes, triggered when intimidated, deceived, or 

persuaded 

Cost: N/A  

Time: 0 AP 

Mechanics: Use this skill to set the Difficulty to affect 

you with attempts at intimidation, deceit, or persuasion. 

If  you succeed, you are unaffected. If  unsuccessful, you 

are intimidated, deceived, or persuaded and act 

accordingly. 

Perception (investigate) 

You thoroughly investigate an area of  approximately 1 

square meter. 

Skill check type: Flat check 

Opposed: Yes, by Guile (conceal) 

Reaction: No 

Cost: N/A  

Time: 3 AP 

Mechanics: The Difficulty depends on the object that 

you are trying to find or--if  trying to find a concealed 

object--is set by the character who concealed the object. 

If  you succeed, you find the object. If  you fail, the 

object remains concealed. 

Projection (Body) 

The Projection skill determines a character's 

supernatural ability to project forces and elemental 

effects, specifically supernatural wards against harm or 

volatile elemental effects. The Projection skill is 

important to characters that seek to inflict damage to 

the world around them or that seek to shield themselves 

and their allies from such harm. It is used to cast, 

counter, detect, enchant, and learn spells or 

enchantments. It can only be used for spells or 

enchantments that are associated with the Projection 

skill. 

Projection (cast) 

You cast a Projection spell. 

Skill check type: Varies (see relevant spell description) 

Opposed: Yes, by dodging, countering, or (in melee) 

parrying 

Reaction: Varies (see relevant spell description) 

Cost: Varies (see relevant spell description) 

Time: Varies (see relevant spell description) 

Mechanics: The Difficulty to cast a spell on a character 

or object is set by the target if  he opposes it. If  he does 

not oppose it, the Difficulty is 0, although the target 

may still receive bonuses to the Difficulty to hit him due 

to his Size category, cover, or otherwise. 

The Difficulty to cast a spell that does not target a 

character or object is listed in the spellõs description. 

Projection (counter) 

You counter a Projection spell. 

Skill check type: Flat check 

Opposed: Yes, by magical attacks 

Reaction: Yes, triggered when targeted with a 

Projection spell 

Cost: N/A  

Time: 1 AP 

Mechanics: Use this skill to set the Hit Difficulty to 

Table 6-10: Perception (detect) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Listen in on a normal conversation in your cube 

Average 3 - 6 Spot a coin on the floor in your cube 

Difficult  7 - 12 Listen in on a hushed conversation in your cube  

Very Difficult  13 - 18 Spot a coin on the floor in your cube in low light 

Extremely Difficult  19 - 24 Listen in on a hushed conversation in the next room 

Epic 25 - 30 Spot a coin in your cube in near-total darkness 

Nigh Impossible 31 - 36 Hear a mouse breathe 

Impossible 37 + Spot a piece of  coal in your cube in total darkness 

Per cube distance +1  

Table 6-11 Perception (investigate) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Find a dagger in a full chest 

Average 3 - 6 Find a coin in a full chest 

Difficult  7 - 12 Find a needle in a full chest 

Very Difficult  13 - 18 Find a dagger in debris 

Extremely Difficult  19 - 24 Find a coin in debris 

Epic 25 - 30 Find a needle in debris 

Nigh Impossible 31 - 36 Find a real coin in a chest full of  replicas 

Impossible 37 + Find a needle in a haystack 



The Stage RPG 

Core Rulebook 

 

 56 

affect you with a Projection spell in melee or from a 

range. If  you succeed, you counter the spell. If  

unsuccessful, the spell affects you. 

Special: You may only set your Hit Difficulty once, 

regardless of  the skill you use to do so. You cannot set 

the Hit Difficulty for a (magical) attack or hazard made 

with an Ambush advantage. 

Projection (detect) 

You detect and identify traces of  magic in your cube. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: 3 AP 

Mechanics: The Difficulty to detect traces of  magic is 

equal to the circle of  the effect in place. The Difficulty 

to identify such traces is equal to three times the circle 

of  the effect in place. If  you succeed, you detect the 

effect and may identify it. If  unsuccessful, you learn 

nothing. 

Special: Large scale effects may require multiple skill 

checks. 

Projection (enchant) 

You enchant an item with a Projection enchantment. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect per sacrifice Sanity 

Time: 1 Hour per sacrifice Sanity 

Mechanics: The Difficulty to enchant an item is equal 

to the enchantmentõs circle, the sacrificeõs Sanity, and the 

itemõs Complexity added together. The itemõs 

Complexity must be at least equal to the added Vitality, 

Sanity, and Spirit of  all sacrifices whose power it is 

imbued with. For further details, please consult the 

relevant enchantment description. 

Special: If  the process of  enchanting an item is 

interrupted, it fails. 

Projection (learn) 

You learn Projection spells or Projection enchantments. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to learn 

a spell or enchantment is equal to three times the spellõs 

circle. The total number of  hours required for the skill 

check is reduced by the result of  the second dice roll 

(but never below 1). If  you succeed, you learn the spell 

or enchantment. If  unsuccessful, you learn nothing. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. Most spells will require a source to learn 

from. 

Psionics (Body) 

The Psionics skill governs a character's supernatural 

ability to influence and read the minds of  others and to 

see beyond deception and through time to observe 

things as they truly are. The Psionics skill is important 

to characters that seek to control others and make them 

their puppets, as well as to those who seek knowledge 

of  present and future and use that knowledge to their 

own ends. It is used to cast, counter, detect, enchant, 

and learn spells or enchantments. It can only be used 

for spells or enchantments that are associated with the 

Psionics skill. 

Psionics (cast) 

You cast a Psionics spell. 

Skill check type: Varies (see relevant spell description) 

Opposed: Yes, by dodging, countering, or (in melee) 

parrying 

Reaction: Varies (see relevant spell description) 

Cost: Varies (see relevant spell description) 

Time: Varies (see relevant spell description) 

Mechanics: The Difficulty to cast a spell on a character 

or object is set by the target if  he opposes it. If  he does 

not oppose it, the Difficulty is 0, although the target 

may still receive bonuses to the Difficulty to hit him due 

to his Size category, cover, or otherwise. 

The Difficulty to cast a spell that does not target a 

character or object is listed in the spellõs description. 

Psionics (counter) 

You counter a Psionics spell. 

Skill check type: Flat check 

Opposed: Yes, by magical attacks 

Reaction: Yes, triggered when targeted with a Psionics 

spell 
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Cost: N/A  

Time: 1 AP 

Mechanics: Use this skill to set the Hit Difficulty to 

affect you with a Psionics spell in melee or from a 

range. If  you succeed, you counter the spell. If  

unsuccessful, the spell affects you. 

Special: You may only set your Hit Difficulty once, 

regardless of  the skill you use to do so. You cannot set 

the Hit Difficulty for a (magical) attack or hazard made 

with an Ambush advantage. 

Psionics (detect) 

You detect and identify traces of  magic in your cube. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: 3 AP 

Mechanics: The Difficulty to detect traces of  magic is 

equal to the circle of  the effect in place. The Difficulty 

to identify such traces is equal to three times the circle 

of  the effect in place. If  you succeed, you detect the 

effect and may identify it. If  unsuccessful, you learn 

nothing. 

Special: Large scale effects may require multiple skill 

checks. 

Psionics (enchant) 

You enchant an item with a Psionics enchantment. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect per sacrifice Sanity 

Time: 1 Hour per sacrifice Sanity 

Mechanics: The Difficulty to enchant an item is equal 

to the enchantmentõs circle, the sacrificeõs Sanity, and the 

itemõs Complexity added together. The itemõs 

Complexity must be at least equal to the added Vitality, 

Sanity, and Spirit of  all sacrifices whose power it is 

imbued with. For further details, please consult the 

relevant enchantment description. 

Special: If  the process of  enchanting an item is 

interrupted, it fails. 

Psionics (learn) 

You learn Psionics spells or Psionics enchantments. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Intellect 

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to learn 

a spell or enchantment is equal to three times the spellõs 

circle. The total number of  hours required for the skill 

check is reduced by the result of  the second dice roll 

(but never below 1). If  you succeed, you learn the spell 

or enchantment. If  unsuccessful, you learn nothing. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. Most spells will require a source to learn 

from. 

Ranged Combat (Mind) 

The Ranged Combat skill governs your ability with 

ranged, non-thrown weaponry. The Ranged Combat 

skill is important to characters that want to be able to 

attack their opponents from a (large) distance. It is used 

to perform attacks. 

Ranged Combat (attack) 

You attack an object or a person with a ranged weapon. 

Skill check type: Leveled check  

Opposed: Yes, by dodging or (in melee) parrying 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: To hit your target with an attack, the result 

of  your first dice roll must be equal to or higher than 

your targetõs Hit Difficulty. If  you succeed, the result of  

the second dice roll equals total Body damage you deal 

to the target 

Special: You receive a penalty to this skill check if  you 

perform attacks out of the weaponõs first range 

increment. 

Science (Mind) 

The Science skill governs your knowledge in subjects of  

(applied) formal, physical, and life sciences, such as 

mathematics, engineering, biology, physics, and 

chemistry. The Science skill is important to characters 

that seek knowledge in these fields and wish to apply it. 

It is used to analyze, perform chemistry, control objects, 

make practical designs, recall knowledge, and research 

topics. The Science skill is not used for the crafting of  
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objects or the design of  works of  art, which are the 

domains of  the Crafts (craft) skill and the Creativity 

(design) skill respectively. The Science skill is also not 

used for the operation of  vehicles, which is the domain 

of  the Operate (control) skill. 

Characters with no skill levels in either the Academics 

skill or the Science skill cannot read or write, can only 

count on their fingers, and cannot use any measuring 

instruments or systems of  measurement. 

Science (analysis) 

You analyze a situation or problem you are presented 

with. This may vary from determining the properties of  

a substance or determining the structural integrity of  an 

object to studying a crime scene. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: Varies 

Mechanics: The Difficulty to analyze an object is 

usually equal to that objectõs added Size category and 

Complexity, whereas the Difficulty to analyze a situation 

depends on the complexity of  that situation. If  you 

succeed, you deduce information on the subject. If  

unsuccessful, you learn nothing. 

Science (chemistry) 

You brew or craft chemical or alchemical substances. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to brew 

or craft a substance is equal to the substanceõs 

Complexity. The total number of  hours required for the 

skill check is reduced by the result of  the second dice 

roll (but never below 1). If  you succeed, you create the 

substance. If  unsuccessful, you fail and waste half  of  

the base materials used. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. To create a substance, you must first 

know its recipe. You also need base materials worth half  

the listed price of  the substance and appropriate tools. 

Science (control) 

You control non-vehicular objects, including mechanical 

objects or machines with computing power. 

Skill check type: Varies (see relevant source material) 

Opposed: Varies (see relevant source material) 

Reaction: Varies (see relevant source material) 

Cost: Varies (see relevant source material) 

Time: Varies (see relevant source material) 

Mechanics: The mechanics vary depending on the 

desired outcome. Which controllable objects are 

available depends on the setting; more detail is provided 

in the relevant source material. 

Science (design) 

You make a practical design or recipe (such as a 

building, a vehicle, or a chemical substance). 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to make 

a practical design is equal to the added Complexity and 

Size category of  the design. The total number of  hours 

required for the skill check is reduced by the result of  

the second dice roll (but never below 1). If  you succeed, 

you make your design. If  unsuccessful, your design is 

inferior or you fail to design anything at all. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. You may need tools, measuring 

instruments, and references to make a design. 

Science (knowledge) 

You recall knowledge learned in the past. 

Table 6-12: Science (analysis) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Assess if  a structure can carry your weight  

Average 3 - 6 Check simple calculations 

Difficult  7 - 12 Determine toxicity of  a substance 

Very Difficult  13 - 18 Check complex calculations 

Extremely Difficult  19 - 24 Analyze composition of  a material 

Epic 25 - 30 Analyze a crime scene 

Nigh Impossible 31 - 36 Analyze a complex chemical process 

Impossible 37 + Analyze an unknown and alien process 
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Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 1 AP 

Mechanics: The Difficulty depends on the obscurity of  

the information. If  you succeed, you recall knowledge. 

If  unsuccessful, you recall nothing. 

Science (research) 

You research a certain topic to find an answer to a 

research question. Examples of  types of  research are 

determining chemical properties of  a weed, solving a 

complex equation, or studying the anatomy of  flora and 

fauna. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

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 (but never 

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

subject. If  unsuccessful, you learn nothing. 

Special: At the GMõs discretion, large projects may 

require multiple skill checks, while small projects may 

take less time. 

Speechcraft (Soul) 

The Speechcraft skill governs your ability in debating, 

persuasion, and conversation. The Speechcraft skill is 

important to characters that want to be verbally strong 

and capable of  convincing others. It is used to converse, 

discuss, orate, and persuade. It is not used to lie or 

intimidate; those are the domains of  the Manipulation 

skill and the Intimidate skill respectively. 

Speechcraft (converse) 

You engage another character in pleasant conversation 

to improve relations. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: Varies 

Mechanics: The Difficulty to improve the targetõs 

disposition is equal to the targetõs added Will and Spirit. 

If you succeed, the targetõs disposition towards you 

improves. If  you fail, the target is unimpressed and may 

think less of  you. 

Speechcraft (discuss) 

You engage in a discussion with other characters. 

Skill check type: Flat check 

Opposed: Yes, by Speechcraft (discuss) 

Reaction: No 

Cost: N/A  

Time: Varies 

Mechanics: All participating characters roll a skill 

check. The character with the highest skill check result 

wins the discussion. Characters that lose a discussion 

are not necessarily convinced of their adversaryõs point, 

but have run out of  valid arguments. 

Speechcraft (orate) 

You perform a speech in public to win over a crowd. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: Varies 

Mechanics: The Difficulty to improve the crowdõs 

disposition depends on the relation with the crowd. If 

you succeed, the crowd is moved and looks favorably 

upon you. If you fail, the crowdõs disposition does not 

improve and may even deteriorate. 

Speechcraft (persuade) 

You persuade your target of  something, such as to make 

a better offer or to perform a certain act, without 

Table 6-13: Science (research) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Solve a set of  simple equations 

Average 3 - 6 Research the properties of  simple flora or fauna 

Difficult  7 - 12 Break a simple code 

Very Difficult  13 - 18 Solve a set of complex equations 

Extremely Difficult  19 - 24 Research the properties of  complex flora or fauna 

Epic 25 - 30 Break a complex code 

Nigh Impossible 31 - 36 Map all properties of  highly complex objects 

Impossible 37 + Understand the nature of  magic 
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engaging in a complicated discussion on the merits of  

all arguments and without lying or cheating. 

Skill check type: Flat check 

Opposed: Yes, by Perception (intuition) or Speechcraft 

(persuade) 

Reaction: Yes, for the listener, triggered by being 

persuaded 

Cost: N/A  

Time: Varies 

Mechanics: The listener sets the Difficulty for the 

persuading character. If  the persuading character is 

successful, the listener is persuaded or seeks a 

compromise. If  the persuading character fails, the 

listener is not persuaded and relations may deteriorate. 

Survival (Soul) 

The Survival skill governs your ability to survive in the 

wild, as well as your practical knowledge of  nature and 

animals. The Survival skill is important to characters 

that want to be skilled outdoorsmen. It is used to 

conceal tracks, forage, gather and hunt for supplies, 

handle animals, ride animals, track, and train animals. 

Survival (conceal tracks) 

You hide your tracks and those of  the group you are 

traveling with. 

Skill check type: Flat check 

Opposed: Yes, by Survival (track) 

Reaction: No 

Cost: N/A  

Time: Varies 

Mechanics: Use this skill to set the Difficulty for any 

character who tracks your group. 

Special: Moving while concealing tracks costs twice as 

much time. 

Survival (forage, gather, hunt) 

You obtain supplies by foraging, gathering, or hunting. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: N/A  

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to 

acquire supplies depends on the environment. The total 

number of  hours required for the skill check is reduced 

by the result of  the second dice roll (but never below 1). 

If  you succeed, you gather food and water for 1 person 

for 1 day (which will stay fresh for 7 days). If  

unsuccessful, you find nothing. 

Special: You must forage, gather, or hunt from an 

encampment. If  you forage, gather, or hunt on the 

move, you incur a -1d penalty and movement takes 

twice as long. 

Survival (handle animal) 

You coerce an animal into performing a certain act or 

prevent it from acting in a certain way. 

Skill check type: Flat check 

Opposed: No 

Reaction: No 

Cost: 1 Will 

Time: 3 AP 

Mechanics: The Difficulty to handle an animal is equal 

to the animalõs added Will and Spirit. If you succeed, 

you coerce the animal (for the time being) into 

following your suggestions. If  you fail, the animal is 

unimpressed and may even attack. 

Special: You may receive mundane bonuses or penalties 

on this skill check depending on the circumstances and 

the targetõs ferocity. 

Table 6-14: Speechcraft (orate) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Speech for lovers, best friends, and dear family 

Average 3 - 6 Speech for friends, family, and your fans 

Difficult  7 - 12 Speech for acquaintances and people who like you 

Very Difficult  13 - 18 Speech for a neutral crowd 

Extremely Difficult  19 - 24 Speech for people who think you waste their time 

Epic 25 - 30 Speech for people who dislike you 

Nigh Impossible 31 - 36 Speech for people who hate you 

Impossible 37 + Speech for your nemeses 

Table 6-15: Survival (forage, gather, hunt) tasks 

Task is... Difficulty  Example 

Simple 1 - 3 Rural area 

Average 3 - 6 Countryside 

Difficult  7 - 12 Temperate lands 

Very Difficult  13 - 18 Forest, jungle, swamps, or marsh 

Extremely Difficult  19 - 24 Wet prairies, steppes, or plains 

Epic 25 - 30 Glacier  

Nigh Impossible 31 - 36 Desert 

Impossible 37 + Lifeless lands 



Chapter 6: Skills 

 

 

 61 

Survival (ride) 

You ride an animal or a vehicle or craft that is drawn by 

animals. 

Skill check type: Flat check 

Opposed: No 

Reaction: Yes, triggered when riding or controlling an 

animal 

Cost: N/A  

Time: 3 AP 

Mechanics: The Difficulty to control an animal is equal 

to the animalõs added Will and Spirit. If you succeed, 

you control the animal within the limits of  its abilities. 

If  you fail, the animal does what it feels like; the rider 

may also fall off. If  you fail twice in a row, the animal 

may become hostile. 

Special: For more information on controlling animals, 

see Chapter 5 (Adventuring). 

Survival (track) 

You follow the tracks of  other characters. 

Skill check type: Flat check 

Opposed: Yes, by Survival (conceal tracks) 

Reaction: No 

Cost: N/A  

Time: 1 hour 

Mechanics: The Difficulty is equal to the age of  the 

tracks in days or--if  you follow concealed tracks--is set 

by the quarry. If  you succeed, you follow the tracks for 

an hour. If  you fail, you lose the trail. 

Special: It may not be possible to relocate the track 

after a failed skill check. Moving while tracking takes 

twice as much time. You incur a -1d penalty on the skill 

check if  the tracks are on hard soil, a -2d penalty if  the 

tracks are on rock or metal, a -3d penalty if  the tracks 

go through a body of  water, and a -4d penalty if  it has 

rained or snowed. You receive a +1 mundane bonus per 

10 characters in the group you are tracking. 

Survival (train) 

You train an animal. 

Skill check type: Leveled check 

Opposed: No 

Reaction: No 

Cost: 1 Will 

Time: 8 hours (see description) 

Mechanics: The Difficulty of  the first dice roll to train 

an animal is equal to the animalõs added Will and Spirit. 

The total number of  hours required for the skill check 

is reduced by the result of  the second dice roll (but 

never below 1). If  you succeed, you teach the animal a 

trick or command. If  you fail, the animal learns nothing 

and may even attack. 

Special: An animal can learn a maximum number of  

tricks or commands equal to it Soul level.
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Chapter 7: Powers

This chapter sets out the details of  the powers that are 

available to characters on the Stage. The list of  powers 

below does not need to be exhaustive. You can come up 

with new powers and use those in your game (subject to 

the groupõs approval). The powers provided below, 

however, cover most situations. 

Description format 

Every power description starts with general information 

on what the power does. Additionally, the following 

attributes are detailed: 

¶ Level: The level of  the power. 

¶ Prerequisites: Any prerequisites you must meet 

before you can learn the power. 

¶ Cost: If  applicable, the resource cost to use the 

power. This resource cost is expended even if  you use 

the power unsuccessfully. If  the power is an enhanced 

use of  a skill application that also costs resources, this 

entry lists the additional cost of  using the power. 

¶ Mechanics: Further details on using the power. 

¶ Special: Special rules for the use of  the power. 

Table 7-1: 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 bonus on an Academics 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 moving with an Academics (analysis) skill check 1 Intellect 2 AP 

2 Squad Movement Use an allyõs Pattern Movement power Special Special 

3 Expert Academics Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 Risk Minimization  Absorb Body damage equal to your Academics skill level 1 Intellect 0 AP 

3 Tactical Position Receive a mundane bonus to your Hit Difficulty while stationary with an Academics (analysis) skill check 1 Intellect 2 AP 

4 Mentor Grant allies in your cube a mundane bonus on Academics skill checks during 1 round 1 Intellect 1 AP 

4 Tactical Analysis Your target does not receive bonuses to his Hit Difficulty against your attacks 2 Intellect 1 AP 

4 Tactical Perception Use the Academics skill to perform a Perception (detect) skill check 1 Intellect N/A  

5 Master Academics Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Strategic Observation Receive a +1d special bonus per Intellect on your next opposed check Special 3 AP 

5 Subvert Armor Ignore your targetõs Resistance and Defense Points up to your Academics skill level 2 Intellect N/A  

6 Squad Action Use an allyõs Strategic Deployment power Special Special 

6 Stability Once per day, you survive an attack that would have reduced your Sanity to 0 N/A  N/A  

6 Strategic Deployment Receive 1 extra AP 3 Intellect N/A  

Table 7-2: 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 bonus on Agility skill checks during 1 round if  you have low Encumbrance 1 Stamina N/A  

1 Nimble  Cost of  movement is not doubled on Agility (balance) and Agility (tumble) skill checks N/A  N/A  

2 Acrobat Receive a +1d special bonus on an Agility skill check 1 Stamina N/A  

2 Awareness Double the mundane bonus you receive to your Hit Difficulty from cover 1 Stamina N/A  

2 Interference Attempt to dodge an attack on behalf  of  an adjacent group member 1 Stamina 1 AP 
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3 Expert Acrobats Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 Quick Response Respond to an attack made against you with an Ambush advantage at a -2d penalty 1 Stamina N/A  

3 Slippery Soul Absorb Soul damage equal to your Agility skill level 1 Stamina 0 AP 

4 Acrobatõs Luck Reroll an Agility skill check 2 Stamina N/A  

4 Finesse Receive a special flat bonus equal to your Agility skill level on an attack 1 Stamina N/A  

4 Troupe Grant allies in your cube a mundane bonus on Agility skill checks during 1 round 1 Stamina 1 AP 

5 Flank Receive a +2 mundane bonus on attacks for 1 round when you successfully dodge 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 distance on an Agility (dodge) attempt 1 Stamina N/A  

6 Counter Attack instead of  move on an Agility (dodge) attempt 2 Stamina N/A  

6 Counter Strikers Use an allyõs Counter power Special Special 

6 Uncanny Awareness Respond to an attack made against you with an Ambush advantage normally 2 Stamina N/A  

Table 7-3: Animation powers 

Tier Name Effect Cost Time 

1 Animatorõs Sense Perform an Animation (detect) skill check for 0 AP 1 Stamina 0 AP 

1 Animators Assisting bonus increased to a maximum of  +2d N/A  N/A  

1 Feathergear Ignore the total Encumbrance of  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 bonus on an Animation skill check 1 Stamina N/A  

2 Somatic Focus Store two additional Animation spells in your Focus N/A  N/A  

3 Animatorõs Touch Receive a special flat bonus equal to your Animation skill level on a Crafts skill check 1 Stamina N/A  

3 Expert Animators Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 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 skill level on an Infusion 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 1 AP 

5 Bolstering Counter Receive a +1d mundane bonus on your next Body skill check when you counter an Animation spell N/A  N/A  

5 Master Animators Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Stunting Counter Enemies suffer a -1d penalty on their next Body skill check when you counter their Animation 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 (counter) skill check for 0 AP 3 Stamina 0 AP 

Table 7-4: Animism powers 

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 Animism (detect) skill check for 0 AP 1 Will 0 AP 

2 Animistic Focus Store two additional Animism 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 bonus on an Animism 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 skill level on an Intimidate skill check 1 Will N/A  
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3 Mantra Cast an Animation spell from your Focus without freedom of  movement 1 Will 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 during 1 round 1 Will 1 AP 

4 Void Weaver Receive a special flat bonus equal to your Animism skill level on an Apportation skill check 1 Will 0 AP 

5 Master Animists Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Soul Syphon Receive a temporary 1d mundane bonus to Will when you counter an Animism spell N/A  N/A  

5 Spiritual Recoil Enemies receive 1d Soul damage when you counter their Animism 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 an Animation (cast) skill check for 0 AP 3 Will 0 AP 

6 Soul Weaver Bestow the beneficial effect of  the Soul Syphon power on an ally N/A  N/A  

Table 7-5: Apportation powers 

Tier Name Effect Cost Time 

1 Apportators Assisting bonus increased to a maximum of  +2d N/A  N/A  

1 Minor Telekinesis Telekinetically manipulate small, unattended objects in your cube 1 Will 3 AP 

1 Waywatcher Perform an Apportation (detect) skill check for 0 AP 1 Will 0 AP 

2 Apportatorõs Focus Store two additional Apportation spells in your Focus N/A  N/A  

2 Channel Receive a +1d special bonus on an Apportation skill check 1 Will N/A  

2 Talisman of  the Void Use the Apportation spells prepared in Focuses of  allies N/A  N/A  

3 Distort Receive a special flat bonus equal to your Apportation skill level on a Guile skill check 1 Will N/A  

3 Expert Apportators Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 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 your cube a mundane bonus on Apportation skill checks during 1 round 1 Will 1 AP 

4 Psychoporter Increase the potency of  a sacrifice used in an Apportation enchantment N/A  N/A  

4 Soul Channeler Receive a special flat bonus equal to your Apportation skill level on an Animism skill check 1 Will N/A  

5 Forced Blink Teleport an enemy within his cube when you counter his Apportation spell N/A  N/A  

5 Master Apportators Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Short Blink Teleport anywhere in your cube when you counter an Apportation spell N/A  N/A  

6 Ripple Perform an Apportation (cast) skill check for 0 AP 3 Will 0 AP 

6 Voiding Channel Perform an Apportation (counter) skill check for 0 AP 3 Will 0 AP 

6 Void Walker Bestow the beneficial effect of  the Short Blink power on an ally N/A  N/A  

Table 7-6: Athletics powers 

Tier Name Effect Cost Time 

1 Athleteõs Constitution Ignore a number of  Disability Counters equal to your Athletics skill level N/A  N/A  

1 Athletes Assisting bonus increased to a maximum of  +2d 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 on an Athletics skill check 1 Stamina N/A  

2 Combat Mobility Use an allyõs Zigzag Sprint power Special Special 

2 Zigzag Sprint Receive a mundane bonus to your Hit Difficulty while moving with an Athletics (compete) 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 while climbing or swimming is no longer doubled N/A  Special 

3 Short Sprint Move to any position within your current cube for 0 AP 1 Stamina 0 AP 

4 Jump Attack Receive a special flat bonus equal to your Athletics skill level on a melee attack 1 Stamina N/A  
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4 Platoon Grant allies in your cube a mundane bonus on Athletics skill checks during 1 round 1 Stamina 1 AP 

4 The Zone Reroll an Athletics skill check 2 Stamina N/A  

5 Master Athletes Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Power Throw Perform an attack with the Athletics (throw) skill that cannot be parried 2 Stamina N/A  

5 Running Dodge Use the Athletics skill to perform an Agility (dodge) skill check 2 Stamina N/A  

6 Barrage Add equipment bonus when assisting others with an Athletics (throw) skill check 1 Stamina N/A  

6 Iron Man Once per day, you survive an attack that would have reduced your Vitality to 0 N/A  N/A  

6 Strain Receive 1 extra AP 3 Stamina 0 AP 

Table 7-7: Brawl powers 

Tier Name Effect Cost Time 

1 Bull Rush Push or trip your target for 1 AP 1 Stamina 1 AP 

1 Fighterõs Constitution Ignore a number of  Disability Counters equal to your Brawl skill level N/A  N/A  

1 Martial Artists Assisting bonus increased to a maximum of  +2d N/A  N/A  

2 Defensive Formation Attempt to parry an attack on behalf  of  an adjacent group member 1 Stamina 1 AP 

2 Fighter Receive a +1d special bonus on a Brawl skill check 1 Stamina N/A  

2 Stunning Attack The target you attack loses all AP until the end of  his next turn 2 Stamina 2 AP 

3 Concussive Attack The target you attack suffers 1d additional Mind or Soul damage 1 Stamina N/A  

3 Deflective Stance Parry a ranged or thrown attack 1 Stamina N/A  

3 Expert Martial Artists Assisting bonus increased to a maximum of  +3d N/A  N/A  

4 Fighterõs Awareness Respond to an attack made against you with an Ambush advantage at a -2d penalty 1 Stamina N/A  

4 Fighting Band Grant allies in your cube a mundane bonus on Brawl skill checks during 1 round 1 Stamina 1 AP 

4 Lightning Reflexes Receive a special flat bonus equal to your Brawl skill level on an Agility skill check 1 Stamina N/A  

5 Master Martial Artists Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Mobility  Parry for 1 AP instead of  1 Stamina N/A  1 AP 

5 Redirect Momentum Receive a +1 mundane bonus to an attack for every attack you parry N/A  N/A  

6 Offensive Formation Use an allyõs Offensive Stance power Special Special 

6 Offensive Stance Perform a Brawl (attack) skill check for 0 AP 3 Stamina 0 AP 

6 Turnaround Deal 1d Body damage to an attacker if  you successfully parry his attack 1 Stamina N/A  

Table 7-8: Close Combat powers 

Tier Name Effect Cost Time 

1 Armsman Ignore the total Encumbrance of  melee weapons you carry up 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 cube when you charge N/A  N/A  

2 Brothers-in-Arms Attempt to parry an attack on behalf  of  an adjacent group member 1 Stamina 1 AP 

2 Crippling Attack The target you attack loses all AP until the end of  his next turn 2 Stamina 2 AP 

2 Melee Expert Receive a +1d special bonus on a Close Combat skill 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 maximum of  +3d N/A  N/A  

3 Wild Attack Deal 1d additional Body damage whenever you charge or power attack N/A  N/A  

4 Combat Instinct Respond to an attack made against you with an Ambush advantage at a -2d penalty 1 Stamina N/A  

4 Squad Tactics Grant allies in your cube a mundane bonus on Close Combat skill checks during 1 round 1 Stamina 1 AP 

4 Warriorõs Senses Receive a special flat bonus equal to your Close Combat skill level on an Agility skill check 1 Stamina N/A  
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5 Elite Infantry  Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Full Defense Parry for 1 AP instead of  1 Stamina N/A  1 AP 

5 Lunge Perform an attack with the Close Combat (attack) skill that cannot be parried 3 Stamina N/A  

6 Double Attack Add equipment bonus when assisting others with a Close Combat (attack) skill check 1 Stamina N/A  

6 Rapid Attack Perform a Close Combat (attack) skill check for 0 AP 3 Stamina 0 AP 

6 Whirlwind Attack Attack all targets in reach of  your weapon 1 Stamina 2 AP 

Table 7-9: Crafts powers 

Tier Name Effect Cost Time 

1 Insight Receive a +1d special bonus on a Crafts skill check 1 Intellect N/A  

1 Journeyman Crafts (craft) and Crafts (repair) time 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 for Crafts skill checks you assist with is halved N/A  N/A  

2 Field Engineer Double the mundane bonus you receive to your Hit Difficulty from cover 1 Intellect N/A  

2 Mechanic Perform a Crafts (repair) or Crafts (sabotage) skill check for 3 AP 1 Intellect 3 AP 

3 Expert Craftsmen Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 Item Affinity  Receive a +1 mundane bonus on skill checks performed with a certain item N/A  N/A  

3 Strengthen Enhance an item to improve its performance or statistics over multiple rounds 1 Intellect 1 AP 

4 Dynamics Receive a special flat bonus equal to your Crafts skill level on a defensive skill check 1 Intellect N/A  

4 Engineers Grant allies in your cube a mundane bonus on Crafts skill checks during 1 round 1 Intellect 1 AP 

4 Sapper Your target does not receive bonuses to his Hit Difficulty against your attacks 2 Intellect 1 AP 

5 Combat Engineer Use the Crafts skill to attack an object 2 Intellect N/A  

5 Master Craftsmen Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Pierce Armor Ignore your targetõs Resistance and Defense Points up to your Crafts skill level 2 Intellect N/A  

6 Improved Item Affinity  Increase the mundane bonus you receive to skill checks with a certain item to +2 N/A  N/A  

6 Instant Rig Perform a Crafts (repair) or Crafts (sabotage) skill check for 0 AP 2 Intellect 0 AP 

6 Wreck Use an allyõs Pierce Armor power Special Special 

Table 7-10: Creativity powers 

Tier Name Effect Cost Time 

1 Artist Receive a +1d special bonus on a Creativity skill check 1 Will N/A  

1 Artists Assisting bonus increased to a maximum of  +2d N/A  N/A  

1 Improviser Receive no penalty when you improvise using the Creativity skill N/A  N/A  

2 Art Affinity  Receive a +2 mundane bonus on skill checks performed with a certain type of  art N/A  N/A  

2 Inspiring Art  Grant multiple targets a special flat bonus on their next skill check 1 Will 1 AP 

2 Morale Special flat bonuses you grant via certain powers may exceed your alliesõ maximum bonus by 2 N/A  N/A  

3 Disturbia You inflict 1d Mind or Soul damage on multiple targets 2 Will 3 AP 

3 Expert Artists Assisting bonus increased to a maximum of  +3d 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 Creativity skill checks during 1 round 1 Will 1 AP 

4 Pen and Sword Receive a special flat bonus equal to your Creativity skill level to your attack 1 Will N/A  

4 Restoring Art Restore Stamina, Intellect, or Will to your target 2 Will 3 AP 

5 Creative Defense Use the Creativity skill to dodge or parry an attack 2 Will N/A  

5 Magnum Opus Restore Sanity or Spirit to a target 3 Will Special 
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5 Master Artists Assisting bonus increased to a maximum of  +4d N/A  N/A  

6 Art of  War Special flat bonuses you grant via certain powers may exceed your alliesõ maximum bonus by 4 N/A  N/A  

6 Last Stand Convert a targetõs Disability Counters into bonuses 1 Will 3 AP 

6 Stimulating Art Target receives 1 extra AP 2 Will 1 AP 

Table 7-11: Defense powers 

Tier Name Effect Cost Time 

1 Back to Back Assisting bonus increased to a maximum of  +2d N/A  N/A  

1 Squire Perform a Defense (deflect) skill check for 0 AP 1 Stamina 0 AP 

1 Trooper Ignore the total Encumbrance of  armor you carry up to your Defense skill level N/A  N/A  

2 Defender Receive a +1d special bonus on a Defense skill check 1 Stamina N/A  

2 Shell Receive a mundane bonus to your Hit Difficulty while stationary with a Defense (block) skill check 1 Stamina 2 AP 

2 Turtle Use an allyõs Shell power Special Special 

3 Armor Affinity  Your armor setõs maximum Defense Points is increased by your Defense skill level N/A  N/A  

3 Phalanx Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 Shocktrooper Deal 1d additional Body damage whenever you charge or power attack N/A  N/A  

4 Bash Receive a special flat bonus equal to your Defense skill level on a melee attack 1 Stamina N/A  

4 Divert Receive a special flat bonus equal to your Defense skill level on a parry skill check 1 Stamina N/A  

4 Quartermaster Grant allies in your cube a mundane bonus on Defense skill checks during 1 round 1 Stamina 1 AP 

5 Armor Expert Ignore your targetõs Resistance and Defense Points up to your Crafts skill level 2 Stamina N/A  

5 Juggernaut Block for 1 AP instead of  1 Stamina N/A  1 AP 

5 Shield Wall Assisting bonus increased to a maximum of  +4d N/A  N/A  

6 Fortify Perform a second Defense (block) skill check in response to a single attack 2 Stamina 0 AP 

6 Mountain Once per day, you survive an attack that would have reduced your Vitality, Sanity, or Spirit to 0 N/A  N/A  

6 The Strongest Link Use your alliesõ maximum Defense Points 2 Stamina N/A  

Table 7-12: General powers 

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 higher for determining your maximum 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 purposes of  maintaining a spell for 1 AP instead of  2 AP N/A  1 AP 

2 Quick Draw Retrieve an object for 0 AP N/A  0 AP 

2 Resilience Receive a +2 mundane bonus to Stamina, Intellect, or Will N/A  N/A  

3 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 Observe a character and learn his Stamina and Vitality, Intellect and Sanity, and Will and Spirit N/A  3 AP 

3 Two-Weapon Fighting Receive the bonuses of  two weapons to a single attack, but also incur a -2 penalty N/A  N/A  

4 Dispel Dispel or suppress a magical effect Special 3 AP 

4 Extend Spell Increase the duration of  a spell by 1 round Special N/A  

4 Imp. Two-Weapon Fighting Receive the bonuses of  two weapons to an attack without an additional penalty 1 Stamina N/A  

5 Greater Focus Your Focus can store 2 additional spells of  any type N/A  N/A  

5 Meditation Meditate for 1 hour and receive all the benefits of  having rested for a full night Special 1 Hour 

5 Resolve Recompose once more per day N/A  N/A  

6 Battle Mage Concentrate for the purposes of  maintaining a spell for 0 AP Special 0 AP 
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6 Expand Spell Double the range of  a spell Special N/A  

6 Second Wind Recompose during an Encounter N/A  3 AP 

Table 7-13: Guile powers 

Tier Name Effect Cost Time 

1 Stalker The AP cost of  movement while sneaking is no longer doubled N/A  N/A  

1 Thief Receive a +1d special bonus on a Guile skill check 1 Stamina N/A  

1 Thieves Assisting bonus increased to a maximum of  +2d N/A  N/A  

2 Catstep Receive a mundane bonus to your Hit Difficulty while moving with a Guile (sneak) skill check 1 Stamina 2 AP 

2 Cloak and Dagger Deal 1d additional Body damage when you attack with an Ambush advantage N/A  N/A  

2 Covert Movement Use an allyõs Catstep power Special Special 

3 Disappearing Act Hide in plain sight at a -2d penalty to your Guile (sneak) skill check 1 Stamina 3 AP 

3 Expert Thieves Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 Slippery Mind Absorb Mind damage equal to your Guile skill level 1 Stamina 0 AP 

4 Assassin Deal 1d additional Body damage when you attack with an Ambush advantage N/A  N/A  

4 Covert Operatives Grant allies in your cube a mundane bonus on Guile skill checks during 1 round 1 Stamina 1 AP 

4 Surprise Attack Receive a special flat bonus equal to your Guile skill level on an attack 1 Stamina N/A  

5 Feign Use the Guile skill to dodge or parry an attack 2 Stamina N/A  

5 Master Thieves Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Vanish Hide in plain sight at a -1d penalty to your Guile (sneak) skill check 1 Stamina 3 AP 

6 Assassins Use an allyõs Cloak and Dagger and Assassin powers Special Special 

6 Mislead Perform a Guile (bluff) skill check for 0 AP 2 Stamina 0 AP 

6 Shadow Hide in plain sight at a -1d penalty to your Guile (sneak) skill check 2 Stamina 0 AP 

Table 7-14: Infusion powers 

Tier Name Effect Cost Time 

1 Energetic Receive a +2 mundane bonus to Stamina N/A  N/A  

1 Infuserõs Sense Perform an Infusion (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 special bonus on an Infusion skill check 1 Stamina N/A  

2 Holy Symbol Use the Infusion spells prepared in Focuses of  allies N/A  N/A  

2 Infuserõs Focus Store two additional Infusion spells in your Focus N/A  N/A  

3 Expert Infusers Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 Infuserõs Touch Receive a special flat bonus equal to your Infusion skill level on a Medicine skill check 1 Stamina N/A  

3 Power Symbol Cast an Infusion spell from your Focus without freedom of  movement 1 Stamina N/A  

4 Bloodletter Increase the potency of  a sacrifice used in an Infusion enchantment N/A  N/A  

4 Matter Weaver Receive a special flat bonus equal to your Infusion skill level on an Animation skill check 1 Stamina 0 AP 

4 Power of  the Body Grant allies in your cube a mundane bonus on Infusion skill checks during 1 round 1 Stamina 1 AP 

5 Feedback Enemies receive 1d Body damage when you counter their Infusion spell N/A  N/A  

5 Master Infusers Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Syphon Energy Receive a temporary 1d mundane bonus to Stamina when you counter an Infusion spell N/A  N/A  

6 Healweaver Bestow the beneficial effect of  the Syphon Energy power on an ally N/A  N/A  

6 Instant Symbol Perform an Infusion (cast) skill check for 0 AP 3 Stamina 0 AP 

6 Voiding Symbol Perform an Infusion (counter) skill check for 0 AP 3 Stamina 0 AP 



Chapter 7: Powers 

 

 

 69 

Table 7-15: Intimidate powers 

Tier Name Effect Cost Time 

1 Gang Assisting bonus increased to a maximum of  +2d N/A  N/A  

1 Gangster Receive a +1d special bonus on an Intimidate skill check 1 Will N/A  

1 Style Receive a +2 mundane bonus on Intimidate skill checks performed with a certain item N/A  N/A  

2 Bring It On  Multiple targets incur a -1d penalty on any opposed checks made against you during 1 round 1 Will 1 AP 

2 Inspire Fear Affect additional targets with the Bring It On or Terrorize powers at a 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 maximum of  +3d N/A  N/A  

3 Intimidating Stance Receive a mundane bonus to your Hit Difficulty while stationary with an Intimidate (bully) skill check 1 Will 2 AP 

3 Veiled Threats Receive a special flat bonus equal to your Intimidate skill level on a Speechcraft skill check 1 Will N/A  

4 Call ôM Out Your target does not receive bonuses to his Hit Difficulty against your attacks 2 Will 1 AP 

4 Hard Diplomacy Grant allies in your cube a mundane bonus on Intimidate skill checks during 1 round 1 Will 1 AP 

4 Terrorize Your target incurs a flat penalty on any opposed checks made against you during multiple rounds 2 Will 1 AP 

5 Furious Attack Use the Intimidate skill to perform an attack 2 Will N/A  

5 Master Gang Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Untouchable Use the Intimidate skill to dodge or parry an attack 2 Will N/A  

6 Rage Deal 1d Soul damage to multiple targets 2 Will 1 AP 

6 War Cry Suppress Disability Counters, restore Stamina, and bestow a flat penalty to opposed checks made against you 3 Will 2 AP 

6 War Song Allies benefit from the War Cry powerõs effect as you do Special N/A  

Table 7-16: Manipulation powers 

Tier Name Effect Cost Time 

1 Conmen Assisting bonus increased to a maximum of  +2d N/A  N/A  

1 Manipulator Receive a +1d special bonus on a Manipulation skill check 1 Will N/A  

1 Witty Perform a Manipulation (distract) or Manipulation (insult) skill check for 1 AP 1 Will 1 AP 

2 Chorus Affect additional targets with the Discourage, Taunt, Rebuke, or Aggravate powers at a cost of  1 Will per target Special N/A  

2 Discourage Your target incurs a -1d penalty on designated skill checks for multiple rounds 1 Will 1 AP 

2 Rebuke Your target incurs a -1d penalty on his next skill check 1 Will 0 AP 

3 Con Artists Assisting bonus increased to a maximum of  +3d N/A  N/A  

3 Infuriate Your target loses all his remaining AP 2 Will 2 AP 

3 Insult to Injury  The target you attack suffers 1d additional Mind or Soul damage 1 Will N/A  

4 Aggravate Your target incurs a flat penalty on his next skill check 2 Will 1 AP 

4 Taunt Your target does not receive bonuses to his Hit Difficulty against your attacks 2 Will 1 AP 

4 Thugs Grant allies in your cube a mundane bonus on Manipulation skill checks during 1 round 1 Will 1 AP 

5 Braggadocio Receive a +1d special bonus per Will spent on your next skill check Special 3 AP 

5 Con Masters Assisting bonus increased to a maximum of  +4d N/A  N/A  

5 Derisive Attack Use the Manipulation skill to perform an attack 2 Will N/A  

6 Embarrass Change the damage type of  an attack to Mind or Soul damage 1 Will N/A  

6 Pump-Up Allies benefit from the Braggadocio powerõs effect as you do Special N/A  

6 Razor-Sharp Perform a Manipulation (distract) or Manipulation (insult) skill check for 1 AP 2 Will 0 AP 

 














































































































































































































































































