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This rulebook should provide all that you need to know about the Faded Glory system from 

background information to creating your character.  We will attempt to notify players of any 

changes to the rulebook and we will release updated rulebooks as often  as we can. 

 

If you have any questions please feel free to contact me at this address:  

 

fadedglorylrp@btopenworld.com  

 

Alternatively you can go to our web page at:  

 http://www.fadedglorylrp.btinternet.co.uk/  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

I, Peter David Chaplin, claim copyright on this system as written here, to the full 

extent of copyright law, without intent to infringe existing copyrights. This is not 

mea nt to stop any number of individuals using it for their own enjoyment but to 

prevent anyone else from trying to produce a similar system and then stopping 

me using mine or using these concepts for their profit without me getting any!   

 

Any work, props, co stume or weaponry contributed/donated to Faded Glory that 

is used and becomes part of the system in any way shape or form becomes the 

property of Faded Glory.  All NPCõs and records of characters are covered by the 

copyright  

 

All artwork is courtesy of Sar ah Jacotine and she claims copyright on all images 

within this document unless otherwise stated.  
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Fantasy live role -playing was created when some role -players wondered what it would be 

like to play their characters for real .  It is the art of portraying a fictional character in a 

story.  You can meet other characters, monsters, and interact with one another and the 

story.  

 

L.R.P. allows us to express our imagination in ways that are not possible in day -to-day life.  

In mode ration it is a chance to leave behind everyday life and to live an extraordinary one 

for a short time, doing things that we would never be able to do in our normal lives.  

However the following should always be remembered when at the events:  

 

 No player or monster should ever use physical restraint or force when role -playing.  

If players or the monster team want to role -play a kidnapping, an arrest or a brawl 

ALL characters including the target(s) should be briefed in advance and the event 

role-played to the  best effect.   

  

 We, at Faded Glory, ask that all participants at events respect other peoples 

property; from weapons and costume to tents and tools.  Anyone who damages 

equipment belonging to someone else should try to inform the owner as soon as 

possible.  If the damaged equipment belongs to the Faded Glory system, it should be 

reported to one of the organisers or refs, who will ensure that any damaged 

equipment is removed or made safe.  They may also be billed for any damage they 

have caused. 

 

 Combat is  an important and entertaining part of L.R.P. involving the use of specially 

manufactured L.R.P. weapons.  All participants of Faded Glory Events have agreed 

that live role -playing weapons may be used on them in the course of the events.  

Players are remin ded that all blows must be pulled to reduce the impact and all 

weapons and equipment are subject to safety checks.  Players should also note that 

fast consecutive hits, known as drum -rolling, are not permitted and a minimum 1 

second pull between blows shou ld be allowed.  

 

 Finally and most importantly, remember that the point of L.R.P. is for everyone to 

have fun and to enjoy themselves.   
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òWelcome to the world of Rhiona, once it was a lush and verdant world full of life and joy, 

now tha t is no longer the case. 

 

First there came the Impossible War, so named because no one dreamed such horror could 

take place.  At its conclusion the armies of darkness were defeated but not before they 

decimated vast portions of the world and ensured it wou ld be years if not centuries before the 

few pitiful survivors would recover.  The dead numbered too many to be counted, too many to 

be buried.  Continents were left to the dead as the living left in droves to find a new place, 

somewhere untainted by death.  

 

If that were not bad enough, barely a year later, just as people were starting to get their lives 

back together, the Undead came.  The uncounted rotting bodies of man and beast left over 

from the Impossible War rose as one and marched on the living, driv en by some unseen and 

unspeakable force.  The living appeared not have a chance; they were outnumbered and had 

no military strength of worth.  Only by desperate chance did the last of the living races 

survive.  They created a powerful artefact, now known a s the Life Stone, to repel the undead 

and create a haven for the living.  The process of creation drew magic from all sources.  The 

gods of light gave all the power they could to the ritual weakening themselves in the process, 

the elemental places had vast  quantities of magic drawn from them, causing the death of 

countless elementals that inhabited them.  Even many of the participants of the ritual itself 

surrendered their lives to make it succeed.  The ritual was a success though and the undead 

were repulsed.  For the time being at least the living were safe.  

 

Now, some two centuries later, things again look bleak for the races of the living.  The gods 

have deserted us; none of them answer our prayers or grant power to their followers.  The Life 

Stone is dying, its area of influence slowly but certainly getting ever smaller, the undead 

getting ever closer to our homes and our loved ones.  But it matters not because something 

even more worrying has entered this world of ours, a foe that is not repelled by the  Life Stone, 

a foe that can walk amongst us with ease, an ancient foe older that we can imagine and more 

terrible than anything from our darkest nightmares.  The Tõcra have returned. 

 

Now you know of the world, what say you? You think we are doomed?é..probably! But the 

races of the living still have great spirit and where there is spirit there is hope so perhaps all 

is not lost.  In our favour the Tõcra and the undead war against one another for control of the 

world, neither seeming to be able to gain the u pper hand for long, almost as if forces were 

conspiring to keep them locked in a never -ending battle.  Certainly their war has given us 

room to breath.  The Tõcra have paid us little attention thus far and the undead have, for the 

first time in two centuri es, turned their eye from the conquest of the lands protected by the 

Life Stone and now focus on defeating the Tõcra. 

 

Who knows how long we have before one side or the other gains the upper hand and comes 

looking for us in force.  Perhaps this was not a g ood time for you to enter the world of Rhiona 

but if you have strength of spirit and a good sword arm perhaps you can make a difference, 

perhaps you are the one on which the outcome of the coming war will depend.  Come, join us, 

do not go meekly in to the dark abyss of death, fight for your survival, fight on to the very end 

and just maybe we can make a differenceó 

 

Eoden Pathfinder  
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The Life Stone 
By Seth Adams 
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Before you start creating your character it is important to have  an idea of the character you 

will be playing.  You could be playing the character for quite a while so you do not want to 

be stuck with something you dislike.  If you cannot think of an idea then think of your 

favourite characters from films or books for inspiration.  You should also consider the fact 

that you could be playing this character for two or three days at a time so choose something 

that you are comfortable role -playing.  Once you have your idea think of a name for your 

character.  It can be as s imple or complex as you like but remember that you will be using it 

all the time that you are in character.  

 

All characters start with 3/3 hits to all locations, 0 mana and 12 skill points although these 

may be modified by the characterõs race. 

 

There are now eight standard races that live within the area protected by the Life Stone 

and a player can choose to play any of them. Each race has one or more special rules.  In 

order for your character to gain the use of these special rules you must adhere to the 

makeup rules for the race in question.  

 

The eight races are as follows:  

 

Human  
Humans need little or no description for we all know what a wide variety 

we are as a race.  Most are pretty equal but there are a few exceptional 

specimens amongst us.  Humans are very adaptable and quick to learn.  

There are few areas of the world in which they cannot live.  

 

 

 

Special Rule:  

Adaptability  

To represent the humanõs ability to learn fast and to adapt, they receive a bonus 2 

skill points at character creatio n. 

 

Makeup  

There is no special makeup required to play a human.  

 

Elf  
Elves look a lot like humans except that they are more lightly built.  They 

are not too difficult to recognise as they have pale skin and pointy ears.  

They are also very good looking as  a race; there is a saying that there is no 

such thing as an ugly elf.  You will certainly never see an untidy one as they 

take great care of their appearance, always straightening their garb and 

keep their kit clean. Elves are an innately magical race and  therefore make 

excellent spell -casters.  They make their homes among the trees and have a strong bond 

with forests and nature.  

 

Special Rules:  

Elves may choose one of the following skills:  
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Reverie 

Being innately magical, elves can recover mana faster than  other races.  They only 

need to sleep for 45 minutes to regain full power points.  Their rituals only need last 

for 20 minutes and if they need to regain mana through the third method (see magic 

section) they get 2 additional mana.  

 

Blur in Woodland  

Elves have a strong link to the forests.  Consequently, as long as they wear natural 

colours (greens and browns), they are effectively invisible in any area of woodland if 

they do not move.  Woodland is defined as a small group of trees or bushes, even long 

grass, as long as it is enough to hide the elf.  A reasonable attempt to hide must be 

made by the elf though; they cannot just stand next to a tree or bush and claim 

invisibility.  

 

Makeup  

All elves must have pointy ears.  

 

Dark Elf  
Dark Elves had always been  the evil cousins of the elves and were feared 

because of their reputation for the delight they got from the misery of 

others.  They had always had a special hatred of the elves over all the other 

races but now, without the words of their god in their mind s and with most 

of their matriarchs dead or powerless, the elves and the dark elves have 

come to a truce.  In fact the first time they worked together was at the 

insistence of their god and since her demise they have taken this as a sign with both species 

now seemingly happy to work together.  In many places there is no love lost between the 

two types of elves but at least they get on. Dark Elves still prefer the darkness of their 

subterranean world to that of sunlight however they are becoming more accepti ng of it.  

 

Special Rules:  

Hide in Shadows.  

This is exactly the same as the thief skill of the same name, allowing the dark elf to 

hide in areas of darkness or shadow.  

 

Makeup  

All Dark Elves have black skin and pointy ears.  White hair is usual but not ess ential.  

 

Dwarf  
Dwarves are a noble race who dwell under the earth.  They have much in 

common with the rocks and gems they love to work with for they are both 

hard and unyielding.  Dwarves tend to be stocky and muscular with ruddy 

cheeks and bright eyes.  All dwarves, both male and female, have long 

beards of which they are immensely proud and they tend to groom them 

carefully. They are courageous and tenacious fighters who are ill disposed 

toward magic; it is virtually unheard of for dwarves to use mage sp ells or to 

train as a mage.  They do however train as soul casters because they have a natural 

disposition to the soul casters belief of a link with the world itself. Dwarves like things to be 

rigid and unchanging like the stone they work with which is why  all dwarves have a dislike 

of the sea, which to them is a symbol of change.  Dwarves are very fond of gold and gems, 
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often to the point of obsession but believe it to be in bad taste to flaunt wealth and rarely 

wear more than a single piece of jewellery.  

 

Special Rules:  

A dwarven character will receive both of the following special rules:  

Magic Resistance. 

Because of the dwarven resistance to magic, a dwarf will gain two resists for every 

one he buys. (See resist skill)  

 

Hatred of Magic  

Because of the dwar ven ill disposition toward magic, the mental discipline skills 

required to become a mage cost double the normal Skill Point costs to a dwarf.  Mana 

to power mage spells will also cost double.  However mana bought to power soul 

spells do not.  Dwarves also will not use elemental magical items unless they take 

the form of a weapon or armour.  

 

Makeup  

All dwarves have beards.  

 

Orc 
Orcs are a species of aggressive humanoids that band together in tribes and 

survive by hunting and raiding.  Since the creation of the Life Stone the orcs 

have found themselves confined.  Initially they raided the villages until the 

Guard became organised.  Unfortunately, after this, all that happened was 

that the orcs became more cunning and began choosing their targets for 

raids ver y carefully.  Having said that though orcs can be enticed to work 

for the other races if the price is right, and the offer of monetary or some 

other sufficient reward, will often attract orcs to a cause.  Some orcs have become more 

civilized, but they are the exception to rather than the rule.  Nevertheless the numbers of 

these "civilized" orcs are steadily growing.  It is becoming more common for orcs to join the 

Guard, where they are proving to be excellent recruits.  There are also orc members of the 

council but they are rarely seen and do not generally take a large part in council life.  Your 

average orc has green skin and is frequently stronger than your average human as well as 

being more ferocious in combat.  While they have mostly mastered the common  tongue they 

usually speak it in a very guttural tone and generally have no concept of sarcasm.  

 

Special Rules:  

Orcs will receive both of the following special rules:  

Disease Resistance 

Orcs can survive on almost anything.  Because of this they have stron g immune 

systems making them immune to all but the most powerful of diseases.  In game 

terms orcs are immune to the effects of the ôdiseaseõ call.  

 

Suspicion  

Although all the races are in the same boat, so to speak, most races still do not get on 

well wi th the green -skinned race. Therefore orcs are distrusted by most of the other 

races which can make trading and similar activities much more difficult.  

 

Makeup  

All orcs have green skin.  
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Ogre 
Ogres are big, ugly, greedy humanoids that used to live by raids  and 

ambush alone.  Now they, like many other races, have been forced to change 

the way they live.  However, of all the races, they are the ones that still live 

closest to their old ways and ogre raids are well known in outlying 

settlements though fortunat ely they are not as common as they used to be.  

Ogres have brown skin and tend to wear the furs of creatures they have 

killed.  Generally they fall in to one of two categories. The first group retain their tribal 

background and live in the wild as groups l ed by chieftains.  These tribes live by hunting 

and raiding although some will trade with human settlements from time to time.  The 

second group are those who have gone to live in human settlements and work as bodyguards 

and manual labourers.  Again, like the orcs, the ogres are slowly becoming more civilized.  

Their council members take a slightly more involved role than that of the orcs but not by 

much.  

 

Special Rules:  

An ogre will receive all of the special rules below:  

Loc. Bonus 

Ogres are able to withs tand more damage than other races in combat.  To represent 

this ogres start with a +1 bonus loc. to every location.  

 

Strength  

Ogres are not only able to withstand more damage than others, they also are 

stronger than most.  Therefore they start with the str ength skill.  

 

Not Too Smart  

Because Ogres are not noted for their intelligence they start with 2 SPõs less than 

normal with which to create their character (10 instead of 12).  

 

Suspicion  

Ogres, like orcs, are treated with suspicion by the other races so th ey also have the 

same disadvantage as orcs.  

 

Makeup  

Ogres must have a small horn in the middle of their forehead and brown/green skin.  
 

Lizard -Kin   
Lizard -Kin are generally quite reclusive, making their homes in swamps 

and other warm, damp environments.  They do not work well in cold 

conditions and will never be found in mountainous or Polar Regions.  

However this has lead to them developing an excellent knowledge of fire 

magic.  Lizard -Kin tend to have green or brown skin, except for the 

shaman in a tribe  who usually develops a red skin colour as his magical 

skills grow.  The other exception is that the skin of the group leaders 

tends to change to a blue colour after they have assumed leadership.  All Lizard -Kin have 

lizard like features.  In Lizard -Kin so ciety groups of individuals form into tribes under a 

tribe leader.  Tribes rarely number more than around 150 including females and hatchlings.  

There may also be one or more shamans in the tribe - there is usually one for every 50 

Lizard -Kin - but it is n ot uncommon to have more.  All Lizard -Kin tribes are ruled over by 
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the lizard king who is usually the biggest and strongest of the Lizard -Kin. He assumes a 

gold skin colour when he becomes the lizard king.  

 

 

Special Rules:  

A Lizard -Kin may choose one of th e following rules:  

Fast Strike  

Lizard -Kin can move with an amazing speed usually surprising their foe and taking 

an early advantage with the additional damage they can inflict before their foe has 

the chance to react.  In game terms the first blow a Lizard -Kin lands on a new foe is 

at +1 damage.  If the blow misses it is wasted.  Fast Strike may be used in 

conjunction with another skill e.g. weapon initiate or backstab but may only be used 

with one or other not both.  Character must choose which one at crea tion.  

 

Fire Specialist  

Lizard -Kin are cold blooded like their reptilian counterparts.  They have found that 

fire magic is of great use to them.  The Lizard -Kin race as a whole favours fire magic 

and have become specialists in its use.  In game terms Lizard -Kin cast all fire spells 

at -1 spell point cost (minimum of 1).  

 

All Lizard -Kin will receive the following rule in addition to one of those above:  

 

Cold Blooded.  

Because Lizard -Kin are cold blooded they find it harder than other races to shake off 

the eff ects of cold magic.  In game terms, any cold spell or effect with a duration 

(such as chill or freeze), lasts twice as long if used on Lizard -Kin.  Damage causing 

spells have no additional effect on Lizard -Kin, only cold spells that last for a certain 

dura tion.  Lizard -Kin also shun the use of water magic and will not allow it to be 

used upon them if they have any choice in the matter.  This is not to say that Lizard -

Kin hate water, in fact many are very fond of it, they just dislike the cold effects of 

wat er magic.  

 

Makeup  

All Lizard -Kin must have lizard like features and a tail along with coloured skin.  
 

Feral  
Ferals are an odd race, they seem to be some sort of bizarre crossbreed 

between animals and elves.  They come in all sorts of shapes and sizes 

from the huge bear Ferals to the smaller rat Ferals and everything in 

between.  Little is know of them except that generally they are a pretty 

nasty bunch. They started appearing on the borders of the protected zone 

in the last few months, coming from the und ead lands.  One thing is clear 

and that is they hate the undead at least as much as we do.  Generally 

they hate outsiders as well and are openly hostile towards them, an outsider being anyone 

non-Feral and not of their particular tribe. Having said all thi s, the Ferals exiled from their 

tribes seem to have a more understanding view towards others and from them much as been 

learnt.  

It seems that until recently the Ferals had an understanding with a being called the 

Great Protector.  In return for them keepi ng all outsiders from their home and the 

surrounding lands he would keep them safe from the undead.  Apparently both sides 

honoured the arrangement, until very recently when it is said that the Ferals not only 
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allowed a group of thieves to break in to the old temple in the heart of their domain, but also 

allowed the interlopers to escape with the item the Great Protector had arranged for the 

Ferals to keep safe.  

With the deal broken, undead poured in to the lands of the Ferals.  In the confusion 

the leader of the Ferals was killed and the tribe scattered.  Now smaller tribes roam the 

undead lands seeking either somewhere else to live or some way to win back the favour of 

their Great Protector.   

Whether by chance or manipulation the Ferals have been turning up in the protected 

zone in ever increasing numbers and are proving to be a problem for the guard, as if they 

did not have enough on their plate as it was. Only in time will we begin to see the far -

reaching consequences of the arrival of the Ferals in our part of the world.  

 

Special Rules:  

Animal Kin  

All Ferals have the features of an animals or birds and they gain some of the abilities 

of that creature.  For example a wolf feral may gain the ability to track by smell or 

sniff out hidden creatures, an eagle  feral may have the ability to see tiny details.  If 

you want to play a feral, decide on the animal type and the refs can tell you what 

abilities that type of feral has.  

 

Racial Hatred  

Player character Ferals will always be outcasts from Feral society, con sequently they 

are hated by the more traditional Ferals who live by the old ways and are trying to 

redeem themselves in the eyes of their Great Protector.  If a character encounters 

such Ferals they are likely to be attacked on sight because they are seen as traitors 

and the cause of the Ferals fall from grace.  

 

Outlaw Race  

Ferals are considered an outlaw race by the authorities in the protected zone.   

 

Makeup:  

You must make a reasonable attempt to look like the animal you choose your feral to be.  
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The following pages list the basic character classes 

available to your character.  A player must choose to 

take a class when they create their character for the 

purpose of XP costs (See Skills Section).  

 

 

 
 

 

 

 

 

Fighters  
Fighters are the backbone of a ny army and the main body of the Guard who 

look after the towns and villages of the known world. The Guard is also 

almost as close as you are going to get to a police force and is composed of all 

the races.  The council has granted it rights to arrest and punish people 

guilty of crime.  Most warriors will have spent at least a small proportion of 

their life in the Guard as that is where you would find most of the people 

capable of training others in the art of the warrior.  Service in the Guard 

brings about  a kind of survival of the fittest mentality in its members because it is 

dangerous work with generally only the strongest and hardiest surviving their time in it.  

 

Mages 
Mages cast spells from one of the four elements that make up the world in 

which we l ive.  These are earth, air, fire and water.  Unlike soul casters the 

magic that mages use is much the same as it always has been.  However 

when the darkness arrived much of the old lore was lost and mages are no 

longer as powerful as they once were.  

 

Mage Class Restrictions  

To put it bluntly mages and armour do not mix.  They may freely use any weapon they 

choose and technically, if mages wish to wear armour while casting, there is nothing 

stopping them.  Itõs just that casting in armour is a very exhausting experience for a mage.  

If a mage attempts to cast in armour the mana cost is increased.  Take the protection value 

of the armour and multiply it by the level of spell.  The figure is the cost in mana to cast the 

spell.  For example,. if a mage wanted to  cast a level 2 spell in studded leather which has a 

protection value of 3 then it would cost him 2x3=6 mana to cast.  As far as is known there is 

no way for a mage to overcome this.  

 

Soul Casters  
Practitioners of this magic believe that their souls are d irectly linked to the 

world and through the world they are linked to the lives of everything and 

everyone.  They believe that by drawing on the soul they are drawing power 

in essence from the world and life itself in order to cast their spells.  Soul 

magic, when compared to mage magic, is more limited as mages get more 
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spells and are individually more powerful.  However the benefit of soul magic is that two or 

more low level soul casters can òjoinó in casting a spell to get a high-powered effect.  

 

There are  three types of Soul Casters:  

 

Light Soul Magic  

Light Soul Magic revolves around life and purity.  Light soul casters cannot join with dark 

soul casters when trying to cast a spell to greater effect; they may only join with other light 

casters.  Light soul  casters gain healing powers and undead holding powers as well as a few 

other interesting anti -undead spells.  

 

Dark Soul Magic  

Dark Soul Magic revolves around corruption and death.  Dark soul casters cannot join with 

light soul casters when trying to cast a spell to greater effect.  They may only join with other 

dark casters.  Dark soul casters gain the power to inflict harm and to control undead for 

short periods.  They also get a number of other death dealing powers.  

 

Grey Soul Casters  

Grey Soul Casters w alk a fine line between life and death.  They have a very balanced 

outlook on everything that they do, never favouring one or the other.   You cannot become a 

grey caster; instead you must choose to be one when you create your character.  Grey Soul 

casters gain all the powers of light and dark soul casters but there are a number of special 

rules they must adhere to.   

 

1. They must start as grey casters.  No class can buy grey powers at a later date.  They 

must start with at least casting level 1 for both ligh t and dark.  

2. Grey casters cannot have a difference in casting level of more than one level between the 

light and dark powers.   

3. They can only join with other grey casters to cast spells to greater effect.  

4. They can buy skills deemed light or dark.  However t hey must buy both at the same time 

and not just one or the other.  

5. Grey casters can only buy skills from the General and Soul skill lists  

6. The grey casters have two spell point pools, one for light and one for dark.  The caster 

must use all of both spell poi nt pools before they can attempt to regain mana by any 

means.  Both spell point pools must have the same number of total mana.  

 

Any grey caster who breaks these rules will immediately lose all powers of light or dark 

depending on which he favoured when he broke the above rules. He/She also loses all Skill 

Points used to buy those powers and he/she will then become a regular light or dark soul 

caster. 

 

Soul Caster Class Restrictions  

Soul casters can initially wear up to studded leather and still cast spells.   Chain and plate 

armour interferes with casting of the spells but does not stop it.  For metal armour the cost 

of the spell is multiplied by the protection value.  This means that to cast a spell in chain 

with a protection value of 4 would cost 4 x spell level in mana.  It is believed that there may 

be a way around this for the soul casters.  
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Thief  
Letting anyone know that you are a thief is usually the quickest way to get 

the guard brought down on you. Nevertheless characters of this profession 

do still  survive in the shadows behind the day -to-day world the rest of us 

inhabit.  You would have thought that during the time of darkness thieves 

would have become almost non -existent, but no, they are still around.  

However many that know the art of the thief do not make their money by 

illegitimate means.  Quite a few join the guard as scouts and runners where 

their skills are highly prized. Still there are more than enough of those who use their skills 

to make money the easy way; namely by stealing it.  

 

 

Psion 
Psions are a recent occurrence in the world; the first Psions started 

appearing not long after the Tõcra re-emerged in to the world, whether there 

is any connection to this event is unknown.  Because the powers of a Psion 

are very new and almost nothing is understood about them, many Psions 

have been treated with fear and, sadly,  outright hostility because anyone 

seen to be using inexplicable powers is subject to suspicion. This is because 

of the discovery of certain types of undead living amongst us see mingly 

unaffected by the power of the Life Stone.  

 

Psion Class Restrictions  

If you wish to be a True Psion then you must choose to be one at character creation, making 

Psion your primary class.  If you start out as another character class you can never bec ome 

a True Psion but you can buy psionic powers, making you a wild Psion.  

 

True Psions can wear any armour although they may never wear any armour that covers 

the head.  
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In the following pages you will find the lists of skills that you 

can choose from for each class as well as some general skills 

that apply to all classes.   

 

All characters start with 12 skill points (SPõs) with which they 

can choose to buy abilities (unless modified by race).  Until they 

have spent a skill point, a character has N O skills and cannot 

even wield a stick as a weapon.  Skills from the GENERAL list 

cost the same for everyone, no matter what class they are.  The 

other lists however are slightly different.  When you create your 

character you must choose your class.  This is your primary 

class and you can buy anything from that class list for the listed price.  If you choose to buy 

skills from a second class, that is your secondary class.  The price is double the listed price 

for a skill from that class list.  If you want a  skill from a third class, that would be your 

tertiary class and the price is tripled and so on.  For example, if player X chose to play a 

fighter then all fighter skills would cost the listed price.  If he then wanted thief skills, the 

thief class would b e his second class and everything would cost double.  Finally if he decided 

that he also wanted some mage skills, the mage class would be his third class and all mage 

skills will cost him triple the price listed on the mage lists.  You do not have to choos e a 

secondary or tertiary class until you want to buy some skills from them.  However once they 

have been chosen they cannot be changed.   

 

It should be noted that if anyone wants to play a mage/soul caster they will have separate 

spell point pools for eac h class. 

 

The first thing you will probably be thinking after looking at the skill lists is that there are 

not very many skills for each class to choose from. This is because the listed skills are the 

basic skills.  It is assumed that a character could fin d someone to teach him these skills 

quite easily and so these skills may be bought at any time.  There are extended skill lists to 

which characters will have access but they will need to go about it one of two ways:  

Teaching yourself or being taught.  

 

Teaching Yourself.  

You can teach yourself new tricks and skills, especially if you have seen others use them.  

However it is something that is not easy especially with some of the more complicated skills 

such as magic and it can also be costly and dangerous t o do so.  To represent this in order to 

teach yourself something you must pay double the normal cost for your character.  This cost 

can be reduced by various means such as studying a tome on the subject.  

 

Being taught by another.  

This is not as simple as i t sounds.  Firstly you must find someone who is able to teach you 

the skill or skills you wish to learn.  Thatõs the easy part. Secondly you have to convince 

them to teach you.  Sometimes money may be all that is required to obtain training.  Others 

may ask for favours or for a quest to be completed, particularly for the more powerful skills. 

Most of the actual training takes place in the downtime between events but the only time 

you can secure the services of a teacher is during time in at an event.  Havin g said that, 

players can train during time -in if they wish.  Depending on the nature of the skill, players 

may be able to spend their SPõs during an event this way, instead of in downtime.  Note that 
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even with someone teaching you a skill, you still need t o pay the cost in SPõs before you can 

use the skill.  

 

Certain races may find the second option tougher than the first especially if they are viewed 

with suspicion by the other races.  More often than not these races have to work hard to 

gain a good reputat ion before people are willing to train them.  However it is not all one 

way.  Often someone who has had to work harder than others to achieve his goal because of 

suspicion and mistrust will refuse to share his knowledge with any but his own race or 

others treated in a similar way.  
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General Skills  
Diagnose  

Cost: 1 

Allows a character to determine how bad another characterõs wounds are.  A 

close inspection of the character is required.  

 

 

Discern Disease    

Cost: 1 

Allows a character to determ ine what type of disease another character is 

inflicted with. The initial effects of the disease must be visible before it can 

be diagnosed. 

 

Discern Poison   

Cost: 1 

Allows a character to determine if another player has been poisoned. As 

with diseases, th e initial effects of the poison must be visible before you can 

diagnose its effects.  

 

First Aid 1    

Cost: 2 

Using bandages, character may heal a single point of damage to one 

location.  The character also has a chance to cure poisons and diseases.  For 

more information see the healing and death section.  Bandages are required 

to use this skill.  

 

First Aid 2      

Cost: 3 

Using stitching techniques and bandages, a player may heal two points to 

one location.  The characterõs chance of curing poisons and diseases in 

another is increased.  In order to use this skill a player must have bandages 

and a needle with thread.  You must have First Aid 1 before you can buy 

this skill.  

 

Use Weapon.  

Cost: 1 

This skill allows the use of just one of the following weapon ty pes.  It may be 

bought several times if a player wishes to learn two or more of the following 

weapon types:  single -handed weapons, two handed weapons, pole weapons, 

thrown weapons or daggers.  

 

Use Projectile Weapons.   

Cost: 2 

This skill allows the use of  one of the following weapon types, bow, 

crossbow.  It may be bought twice if a player wants to use both.  Bows and 

crossbows do thru damage to a target.  
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Armour Care     

Cost: 1 

Must be bought before a character can wear armour.  Once this skill has 

been bought a character can wear any type of armour he chooses and can 

adjust it as mentioned in the armour section.  

 

Tanner  (must have armour care)   

Cost: 3 

Allows a character to repair any damaged furs, leather or studded leather 

armour.  It takes 10 minut es to repair the armour on one location.  This 

skill also allows you to make armour of up to studded leather.  For you to do 

so, you must collect the relevant skins from creatures and have suitable 

tools to phys -rep the action of making the armour.  It tak es 30 minutes to make a piece of 

armour big enough to cover one location.  A referee will inform you how much skin you get 

from any creature you attempt to skin.  

 

Smith  (must have armour care)  

Cost: 3,5 

The 3 point version of this skill will allow you to repair any metal armour or 

shield or weapon that has been damaged. It takes 20 minutes to repair one 

shield, weapon or armour for one location.  

The 5 point skill allows you to make any metal armour, shield or weapon.  It 

takes one hour to make a shield, sw ord or armour to cover one location.  The repair time for 

armour, shields and weapons is also reduced to 10 minutes.  

 

In order to repair an item, you will need tools to phys -rep your actions e.g. anvil and a big 

hammer.  To make items you will need to acqu ire raw materials as well as the tools.  

 

Wood Craft   

Cost: 2,3  

The two point skill allows a character to make a wooden shield, assuming 

he has access to sufficient natural resources and some phys -rep tools.  It 

takes 20 minutes to make a wooden shield  

The three point skill will also allow the character to make any wooden 

weapon, including bows and arrows.  It takes 20 minutes to make one weapon and 5 

minutes for one arrow.  Again you must have sufficient raw materials and appropriate phys -

rep tools.  

 

Shield Use      

Cost: 1 

Allows a character to use a shield.  

 

 

 

 

 


