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Introduction

This book contains the "Tales of Virtue" system v1.0, which is roleplaying game. 

"Tales of Virtue" is a playable expression of the "Quill Engine".

What is a role playing game? 

A roleplaying game is a game of roles, which takes place between a game master, who controls the game and one or more players, who play the game.

What do I need to play? 

Each player needs 1 pen, two 6-sided dice and a printed out "Tales of Virtue" charactersheet.

What is a 6-sided die?

A 6-sided die is a die, which has the numbers: 1, 2, 3, 4, 5 and 6 on it. It is the most common die and it is used in a variety of games.

What does 1d6 and 2d6 mean?

"1" stands for the number of dice you are supposed to roll. 

"d" stands for "die".

"6" stands for the number of sides the die / dice should have, which you are to roll.

Thus 1d6 is short for "one 6-sided die" and 2d6 stands for "two 6-sided dice". Likewise 1d6+1 means "roll one 6-sided die and add 1 to the result" and 2d6+2 means "roll two 6-sided dice and add 2 to the result".

What is a player? 

A roleplaying game is a game in which a Player plays a role. The role, which the Player plays, is that of a character in a fictive world.

Some have sought to compare roleplaying with theatre and the comparison is not bad in the sense that you try to inhabit your character in order to understand how it will act and react in various situations. Yet, if roleplaying is theatre, then it is a theatre in which all lines are improvised and in which the stage exists only within the imagination of the participants.

Any player tricks you wish to share?

· The less background you start with the better. Many believe, that the more elaborated a character's background story is to begin with, the more interesting the character is to play. Yet, that is, as far as I can see, wrong. The more background you start a character with, the less room you will have to develop the character during play. Instead let the actual gameplay shape your understanding of the character's background. So instead of determining your character's present based on its past, you should determine its past based on its present doings. In other words: You should construct your character's background story in hindsight, based on what your character is like in actual, present gameplay. 

· Weakness is the key to interesting roleplay. Most players will try to create a character, which has no weaknesses. That is a good idea if you are a powerplayer, but if you are a roleplayer it is the worst thing you can do. Perfect characters, which only have strong sides, will become boring to play in the long run. Therefore you should try to ponder and explore the way you play your character and ask yourself: What is my character not good at? Where are the flaws in his/her personality? What might be the reason for these deficiencies and flaws? Can they be changed and at what price? For indeed everything has its price and when your character chooses to do one thing it avoids doing another. What is it your character avoids doing and why? Your answers to such questions should come from pondering and exploring your actual gameplay and not from a "mental background story".

· Develop your character through gameplay. Allow the outcome of stories to affect your character in one way or another. This will keep your character fresh and interesting almost indefinitely.

What is a Game master?

As said above a roleplaying game is a game in which a player plays a role. The role, which the player plays, is that of a character in a fictive world. The game master plays that fictive world. The game master plays all the monsters and wondrous people your character can ever meet in the fictive world. The game master plays the wild winds in the sky, the cool earth beneath your character's feet and the glittering pile of gold, which will make your character rich! The game master tells the story in which the player's character plays its role. Without a game master the player's character would have no world in which its story could unfold and without a player the game master's story would not have any main character.

What does a game master do?

A game master controls the fictive world and determines how it re-acts upon the acts of the player controlled character. Also the game master can control the unfolding of a story in which the player plays a role and thus lead the player into various situations. 

What does it take to be a game master?

To be a game master you need to read the rules of the game system you are using and have an active imagination. An important note is that the game master's word is law when situations arise, which the rules cannot solve for one reason or another.

Any game master tricks you wish to share?

· The game master is beyond rules and dice. Remember that you are the game master and therefore essentially beyond all rules and dice. If you want a result from the dice or from the rules, then use that result without rolling dice or opening books. Never let a rule or a dice roll stand in the way of a good story. If the rules or a dice roll works against the good story, then ignore them.

· Help the players unlock their characters' potential. You are not playing against the players, you are playing together with the players. Try to twist and turn the stories you tell in ways, which allow the player characters to be all that they can be.

· Never be stingy with the game world. Who cares if the players just killed "your" army of dragons or even the dark lord himself. You can, as the game master, create a new dark lord or another army of dragons with a snap of your fingers. So never be stingy with the game world. Remember that the only way you as the game master can "win" is if your players tell you, that they had fun while playing through the story. The more fun your players have the greater you win.

· Avoid dead ends. Always allow the story to go on, so that players do not get themselves stranded in a dead end, which they cannot leave again. 

· Life goes on. Remember that life in the fictive world goes on no matter what the players do or avoid doing.

· Let story outcome matter. Your stories will keep their edge if you allow them to have consequences for the world even if these consequences are small.

· Subquests. When the players are involved in a longer story it is often a good idea to confront them with many smaller subquests underway.

· Virtue vs. Vice. When playing Tales of Virtue, the ever present choice between virtue and vice should play a major role as often as possible. If the players have found a huge gold treasure they might right after be confronted with a situation where they must chose between spending their wealth entirely upon themselves or share it with others in need etc.

Credits

The "Quill Engine" and the "Tales of Virtue" system are both written by Quill Dragon.

The ongoing playtest of the Quill Engine in all its playable expressions has so far been undertaken by Quill Dragon and the Avalon Group. Thank you for the help and inspiration ye continue to lend me.

Contact

Should you want to contact me with ideas or comments, then you can contact me via the following email address: quill_dragon@hotmail.com or website: www.salikon.dk/index3.html
Character Creation

When you create a new character, it starts with:

· A score of zero in all skills.

· A score of zero in all spells.

· A score of 12 in max health (which means it starts with a present health score of 12)

· Equipment, which the game master finds appropriate.

· 5 experience points (xp), which can freely be invested in skills, spells and max health.

Skills

The skills are: Quickness, Nimbleness, Defence, Acrobatics, Recovery, Attack and Brawn.

Whenever a character attempts an action, which is handled by one of the skills, a skill check is performed. The higher your skill score is the easier it will be to make a successful skill check.

Spells

The spells are: Peer, Restoration, Resistance, Telepathy and Chainbolt.

Whenever a character casts one of the spells, a spell check is performed. The higher your spell score is the easier it will be to make a successful spell check.

Max health and Present health

Your max health score tells you the maximum number of present health points your character can have. Every time your character is wounded it will lose present health points. If your character's present health score drops to zero or below, then your character is dead.

Equipment

"Tales of Virtue" is a skill driven and not an equipment driven system. Thus weapons and armour are in a sense purely cosmetic objects. It can of course mean a lot what your character looks like and how it dresses, but these things will not directly affect the skill and spell checks, which your character makes.

Items can, however, be of great value during a story. If you need to cut down a rope bridge, then you need something sharp to cut through the ropes. In such a situation a knife or a sword would be of infinite value. Yet, on the battlefield it does not matter whether you try to hit your enemy with a one-handed sword, a two-handed sword or with your bare hands. It will not affect the result of your attack skill check. The same holds true for armour. Your character's defence skill check will not be affected by the armour you wear.

Raising the skill, spell and max health scores

You raise your skill, spell and max health scores by investing experience points (xp) in them. When the number of experience points is one point higher than the present score, then you raise the present score with one and re-set the experience points to zero.

	Example:

The character Finn has just been created:

Skills: Quickness 0 (xp 0), Nimbleness 0 (xp 0), Defence 0 (xp 0), Acrobatics 0 (xp 0), 

Recovery 0 (xp 0), Attack 0 (xp 0), Brawn 0 (xp 0).

Spells: Peer 0 (xp 0), Restoration 0 (xp 0), Resistance 0 (xp 0), Telepathy 0 (xp 0), 

Chainbolt 0 (xp 0).

Health: Present health 12 Max health 12 (xp 0).

As a new character Finn is given 5 experience points (xp), which he is free to invest in skills, spells and max health. Finn decides to invest 1 xp in the defence skill, 1 xp in the resistance spell and 3 xp in the attack skill. This will raise Finn's defence skill score to 1, his resistance spell score to 1 and his attack skill score to 2.

1 is one higher than 0, so when you invest 1 xp in something with a score of zero, then it is immediately raised to a score of 1 and its xp score is re-set to zero again.

2 is one higher than 1, so when you invest 2 xp in something with a score of 1, then it is immediately raised to a score of 2 and its xp score is re-set to zero again.

Thus it takes 3 xp to raise something from a score of 0 to a score of 2:

1 xp to go from 0 to 1,

2 xp to go from 1 to 2.

It would take 6 xp to go from 0 to 3:

1 xp to go from 0 to 1, 

2 xp to go from 1 to 2, 

3 xp to go from 2 to 3

And it would take 10 xp to go from 0 to 4:

1 xp to go from 0 to 1, 

2 xp from 1 to 2, 

3 xp to go from 2 to 3,

4 xp to go from 3 to 4.

Etc.

The character Finn is now ready for play:

Skills: Quickness 0 (xp 0), Nimbleness 0 (xp 0), Defence 1 (xp 0), Acrobatics 0 (xp 0), 

Recovery 0 (xp 0), Attack 2 (xp 0), Brawn 0 (xp 0).

Spells: Peer 0 (xp 0), Restoration 0 (xp 0), Resistance 1 (xp 0), Telepathy 0 (xp 0), 

Chainbolt 0 (xp 0).

Health: Present health 12 Max health 12 (xp 0).


Raising the skill, spell and max health scores further

The game master awards the players 1 to 5 experience points after every game session. The number of experience points awarded should be based on the difficulty of their adventures and the amount of success with which they have faced them. All characters should receive the same amount of experience points to insure that they grow equally fast in power.

These experience points can freely be invested in skills, spells and max health scores.

	Example:

Finn

Quickness 0 (xp 0), Nimbleness 0 (xp 0), Defence 1 (xp 0), Acrobatics 0 (xp 0), Recovery 0 (xp 0), Attack 2 (xp 0), Brawn 0 (xp 0).

Peer 0 (xp 0), Restoration 0 (xp 0), Resistance 1 (xp 0), Telepathy 0 (xp 0), Chainbolt 0 (xp 0).

Present health 12 Max health 12 (xp 0).

After his first game session Finn is rewarded with 4 experience points. Finn decides to invest 1 xp in Quickness, 2 xp in Attack and 1 xp in Defence. This will raise Finn's Quickness with 1, while the Attack and Defence skills will not be raised until more xp are invested in them. As Finn's Quickness skill is raised, its xp score is re-set to zero:

Finn

Quickness 1 (xp 0), Nimbleness 0 (xp 0), Defence 1 (xp 1), Acrobatics 0 (xp 0), Recovery 0 (xp 0), Attack 2 (xp 2), Brawn 0 (xp 0).

Peer 0 (xp 0), Restoration 0 (xp 0), Resistance 1 (xp 0), Telepathy 0 (xp 0), Chainbolt 0 (xp 0).

Present health 12 Max health 12 (xp 0).

After his second game session Finn is rewarded with 2 experience points. Finn decides to invest 1 xp in Attack and 1 xp in Defence. This will raise Finn's Attack skill to 3 and his Defence skill to 2. As Finn's Attack and Defence skills are raised, their xp scores are re-set to zero:

Finn

Quickness 1 (xp 0), Nimbleness 0 (xp 0), Defence 2 (xp 0), Acrobatics 0 (xp 0), Recovery 0 (xp 0), Attack 3 (xp 0), Brawn 0 (xp 0).

Peer 0 (xp 0), Restoration 0 (xp 0), Resistance 1 (xp 0), Telepathy 0 (xp 0), Chainbolt 0 (xp 0).

Present health 12 Max health 12 (xp 0).


Skills in general

Skill checks

Whenever a character attempts an action, which is handled by one of the skills, a skill check is performed. There are two kinds of skill check:

· Skill check against a difficulty factor

· Skill check against another skill check

The skill check formula looks like this:

2d6 + skill score

Skill check against a difficulty factor 

Whenever your game master calls for a skill check against a difficulty factor, you roll 2d6 and add the appropriate skill score. The result of 2d6 + skill score is compared to a difficulty factor. The game master decides what the difficulty factor should be, but the following suggestions should be used as a guideline:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


If the result of the skill check is equal to or higher than the difficulty factor, then the skill check is successful. And if the skill check is successful, your action is successful.

	Example:

Rick has the following skill scores:

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Rick wants to lift a heavy stone. Lifting heavy objects is handled by the brawn skill. Rick's game master determines, that lifting the stone has a difficulty factor of 7. Rick rolls 2d6 and gets 6. Then Rick adds his brawn skill score of 1 and gets 7 (6 + 1 = 7).

The result of Rick's brawn skill check is 7. As 7 is equal to the difficulty factor of 7, Rick successfully lifts the stone.


Skill check against another skill check

Whenever your game master calls for a skill check against another skill check, you roll 2d6 and add the appropriate skill score. The result of your 2d6 + skill score is compared to the result of another character's 2d6 + skill score. He who has the highest skill check result is successful. The more you manage to exceed the other character's skill check result, the better your success will be.

	Example:

Rick has the following skill scores:

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

The goblin U'gluk has the following skill scores:

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Rick wants to attack U'gluk. Attacking someone is handled by the attack skill. 

Rick rolls 2d6 and gets 10. Then Rick adds his attack skill score of 2 and gets 12 (10 + 2 = 12).

U'gluk wants to defend against Rick's attack. Defending against an attack is handled by the defence skill. U'gluk rolls 2d6 and gets 6. Then U'gluk adds his defence skill score of 2 and gets 8 

(6 + 2 = 8).

The result of U'gluk's defence skill check is subtracted from the result of Rick's attack skill check. This reduces Rick's attack skill check result to 4  (12 - 8 = 4). This means Rick successfully hits U'gluk for 4 points of damage. These 4 points are subtracted from U'gluk's present health score. 


Lucky 7

Every time you make a skill check, you roll 2d6. If you roll 7, then you roll again and add this second dice roll to your result as well. If you roll 7 again you roll a third time and add this third dice roll to your result as well. This continues until you roll something other than 7.

This holds true for both skill checks against a difficulty factor and skill checks against another skill check.

	Example:

Rick has the following skill scores:

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Rick wants to lift a heavy stone. Lifting heavy objects is handled by the brawn skill. Rick's game master determines, that lifting the stone has a difficulty factor of 7. Rick rolls 2d6 and gets 7. Because he rolled 7, Rick rolls 2d6 again and gets 7 again! Because he rolled 7 again, Rick rolls 2d6 again and gets 10. Then Rick adds his brawn skill score of 1 and gets 25 (7 + 7 + 10 + 1 = 25).

The result of Rick's brawn skill check is 25. As 25 is higher than the difficulty factor of 7, Rick successfully lifts the stone.


Overview: Which skill handles what?

Quickness

· How quick you are to take action.

· How many actions you get during a combat round.
	
	Note:  
	For every 20 points your quickness skill check results in, you get 1 extra action during that combat round.


Attack

· Attacking someone.

	
	Note:  
	You can attack to wound or stun your opponent 


Defence

· Defending against damage dealt via the attack skill.

	
	Note:  
	The defence skill cannot protect you from environmental damage (lava, boiling steam, freezing cold) or against falling damage. 

Only the resistance spell allows you to defend against environmental damage and only the acrobatics skill allows you to defend against falling damage.


Recovery

· Recovering from damage.

	
	Note:  
	This skill can only help you recover from damage you have received yourself. You cannot use this skill to help others recover from damage, which has been dealt to them. Only the restoration spell allows one character can help another character regain lost health points


Nimbleness

· Picking locks, disarming traps, picking pockets, hiding, sneaking around while staying undetected, performing a surprise attack on someone.

	
	Note:  
	You can only perform 1 surprise attack per battle. After your first surprise attack your presence is no longer a surprise to anyone. Your game master may allow more than one surprise attack during a battle if it makes sense in the story.

If you succeed in performing a surprise attack on someone, then your attack roll against this enemy is multiplied by 2. Your enemy still gets to make a defence skill check, when you surprise attack it.

You cannot pick someone's pockets during combat.


Acrobatics

· Defending against falling damage

· Jumping, climbing, catching, balancing, swinging, swimming, horseback riding, precision shooting.

	
	Note:  
	Only the attack skill can be used to deal direct damage to a target. The acrobatics skill can, however, sometimes be used to deal indirect damage to a target. Let us say a sword is hanging in a rope above a monster's head. It will take a successful acrobatics skill check to cut the rope with a precision bow shot. If the sword hits the monster on the head, the monster will of course take damage. Thus the acrobatics skill can in some circumstances be used to deal indirect damage, but it can never be used to deal direct damage to a target.


Brawn

· Lifting, pushing, pulling, breaking, tearing, throwing.

Overview: What kind of skill check should I use?

	Action
	Skill check type

	Who is fastest
	Quickness skill check against another quickness skill check

	Attacking someone
	Attack skill check against your opponent's defence skill check

	Defending against attack damage.
	Defence skill check against your opponent's attack skill check

	Defending against environmental damage
	Resistance spell check against the environmental damage score

	Defending against falling damage
	Acrobatics skill check against the falling damage score

	Recovering your own present health points


	Recovery skill check against the number of missing present health points you have

	Restoring lost present health points to other characters
	Restoration spell check against your target's number of missing present health points

	Picking pockets
	Nimbleness skill check against difficulty factor

	Disarming traps
	Nimbleness skill check against difficulty factor

	Picking locks
	Nimbleness skill check against difficulty factor

	Hiding
	Nimbleness skill check against difficulty factor

	Sneaking around while staying undetected
	Nimbleness skill check against difficulty factor

	Performing a surprise attack on someone
	Nimbleness skill check against difficulty factor

	Defending against falling damage
	Acrobatics skill check against falling damage

	Jumping
	Acrobatics skill check against difficulty factor

	Climbing
	Acrobatics skill check against difficulty factor

	Catching
	Acrobatics skill check against difficulty factor

	Balancing
	Acrobatics skill check against difficulty factor

	Swinging
	Acrobatics skill check against difficulty factor

	Swimming
	Acrobatics skill check against difficulty factor

	Horseback riding
	Acrobatics skill check against difficulty factor

	Precision shooting
	Acrobatics skill check against difficulty factor

	Lifting
	Brawn skill check against difficulty factor

	Pushing
	Brawn skill check against difficulty factor

	Pulling
	Brawn skill check against difficulty factor

	Breaking
	Brawn skill check against difficulty factor

	Tearing
	Brawn skill check against difficulty factor

	Throwing
	Brawn skill check against difficulty factor


Actions and abilities, which are not handled by skills

All actions, which are not handled by a skill, are resolved via story puzzles. This could be tracking someone, identifying the nature of an item, locating a secret door etc. So if you want to locate a secret door you will not perform any skill check. Instead you will explain in detail to the game master how your character attempts to find a concealed button or mechanism, which will open the secret door.

There are also many different abilities, which are not handled by skills. It could be that your character is able to play the piano, write poetry or that your character is a great painter. Abilities alike these are not handled via skills. They are important abilities when it comes to roleplaying your character, but they will not influence the character's skill checks.

Combat

Combat situations are resolved by going through combat rounds. If a combat situation has not been resolved when a combat round is over, you go through another combat round. This continues until the combat situation is resolved.

The combat round

	1.
	Starting a combat round:
	

	
	All involved characters make a quickness skill check


	

	2.
	During a combat round:
	

	
	All involved characters save, spend or pass their actions.


	

	3.
	Ending a combat round:
	

	
	All involved characters have spent or passed all their actions.
	


Starting a combat round

A combat round is the time it takes for all involved characters to spend or pass all their actions. Therefore at the beginning of every combat round all involved characters make a quickness skill check:

· To find out who acts first.

· To find out how many actions they will be allowed to take during this combat round.

The character with the highest quickness skill check result acts first. You are always allowed to take minimum 1 action during a combat round, but for every 20 points your quickness skill check results in, you get 1 extra action during that combat round.

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12).

The goblin G'lolb 

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12).

As the battle between Rick and G'lolb begins they both make a quickness skill check.

Rick rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 7. Therefore he rolls 2d6 again and gets 8. Then Rick adds his quickness skill score of 0 and gets 22 (7 + 7 + 8 + 0 = 22). This means Rick will be allowed to take 2 actions during this combat round. 

G'lolb rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 7. Therefore he rolls 2d6 again and gets 6. Then G'lolb adds his quickness skill score of 0 and gets 20 (7 + 7 + 6 + 0 = 20).

This means G'lolb will be allowed to take 2 actions during this combat round. 

As the result of Rick's quickness skill check (22) is higher than the result of G'lolb's quickness skill check (20), Rick is faster than G'lolb and thus Rick gets to act first.


During a combat round

During a combat round all involved characters are allowed to take one or more actions. The character with the highest quickness skill check result acts first, then the character with the second highest quickness skill check result gets to act, then the character with the third highest quickness skill check result gets to act etc.

When it is your turn to act there are three things you can do with your action / actions:

· Save your action

· Spend your action 

· Pass your action

Save your action

When it is a character's turn to take action, the character can decide to save one or more of its actions for later in the combat round. Perhaps a very fast character wants to see what the slower characters do before he decides what to do himself. These saved actions can be taken during the combat round whenever the character wants to. A character with saved actions cannot interrupt another character's action. But a character with saved actions can "jump in" right after someone has completed an action and then take one or more of its saved actions before anyone else get to act again.

You cannot save actions from one combat round and spend them in another combat round. All actions have to be spent or passed before a combat round is over.

	Example:

Rick got a quickness skill check result of 22 and G'lolb got a quickness skill check result of 20.

This means they are both allowed to take 2 actions during the combat round. But since Rick's quickness skill check result of 22 is higher than G'lob's quickness skill check result of 20, Rick gets to act first.

Rick decides, that he wants to save both of his actions for later. 

G'lob spends his first action to attack Rick. Rick defends successfully. 

Rick now decides, that he wants to spend an action. G'lob still has one action left and he would like to use it to attack Rick again. But since Rick got the highest quickness skill check result, he is allowed to "jump in" and spend one or more of his saved actions before G'lob is allowed to act again.


See "Example of a full combat round" for a more elaborated example.

Spend your action

It is up to the game master to decide what takes an action and what does not take an action to do during combat. Yet, the following should be used a guideline:

The following are examples of things, which should cost you 1 action to perform:

· Performing an action, which is handled by the following skills: Nimbleness, Acrobatics*, Recovery, Attack, Brawn 

· Casting the following spells: Peer, Restoration, Telepathy, Chainbolt

* It should not cost you an action to use the acrobatics skill to defend against falling damage, but any other use of the acrobatics skill should cost you an action.

The following should not cost you any actions to perform:

· Invoking a virtue

· Defending against attack damage using the defence skill

· Defending against environmental damage using the resistance spell

· Defending against falling damage using the acrobatics skill

· Talking to friends or foes*

· Moving the distance, which your game master allows you to move**

· Changing weapon***

* The point here is to encourage dramatic roleplaying. What would a wicked villain be if he did not taunt you while you were fighting? 

** Normally it will not cost you an action to move during combat. Your game master decides how far you are allowed to move. (See "Movement and distance during combat")

*** Normally it does not take any action to change weapon during combat. 

Pass your action

When it is a character's turn to take action, the character can decide to pass one or more of its actions. When you pass an action you simple avoid taking action. You let your action pass you by. You can also pass saved actions, if you find out that you do not want to make use of them anyway.

Ending a combat round

When all involved characters have spent or passed all of their actions, the combat round comes to an end. You cannot save actions from one combat round and spend them in another combat round. All actions have to be spent or passed before a combat round is over.

A combat round is not over as long as someone has any actions left.

Movement and distance during combat

When you play a board game like chess, it is always very easy to tell how many squares a chess piece will have to move in order to cover the distance between a1 and a8. Yet, a roleplaying game alike "Tales of Virtue" is not played on a board. The sceneries in which the stories take place exist only in the imagination of the game master and the participating players. Therefore it can be very hard to tell exactly how far it is from one place to another place.

The game master has the final word on answering questions like "can I hit the monster with my bow from where I stand now?" and "can I run past the monster, hit it with my sword as I pass and then take cover behind the big stone?" 

The 3 kinds of damage

There are three kinds of damage, which can affect you:

· Attack damage

· Environmental damage

· Falling damage

Attack damage 

Attack damage is produced by another character using his attack skill against you and you make a defence skill check to defend against it  (See "Skills in detail").

Environmental damage 

Environmental damage is generated by the environment, which your character finds itself in and you make a resistance spell check to defend against it. (See "Spells - Resisting the Elements"). Environmental damage can be generated by extreme heat, extreme cold, lack of air, poisonous air, poison, acid, electricity etc. It is up the game master to decide how much damage you take from various environmental hazards, but the following should be used as a guideline for environmental damage:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Falling damage 

Falling damage is generated when you fall down from somewhere. You make an acrobatics skill check to defend against falling damage. (See "Skills in detail"). It is up the game master to decide how much damage you take from falling down from somewhere, but the following should be used as a guideline for falling damage:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Poison

Poison damage is treated as environmental damage and can only be defended against with the resistance spell. This makes poison very dangerous if it is of deadly strength. Yet, using poison to kill your foe is a cowardly way to win and the game master should consider, that the use of poison leads to the acquisition of vice points. (See Virtue and Vice)

If a blade has been covered in poison, then your target defends against your attack damage using his defence skill and against the poison damage using the resistance spell, if he has it. Attack and poison damage is never cumulative.

Regaining present health points

When a character has lost a number of present health points, he can either spend an action to heal himself using the recovery skill or someone else (who has the restoration spell) can spend an action to heal the wounded character using the restoration spell.

	Example:

The goblin G'lolb 

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12).

Rick has wounded G'lob and reduced his present health points from 12 to 2.

G'lob spends an action to recover his lost present health points.

Recovering lost present health points is handled by the recovery skill. G'lob rolls 2d6 and gets 7. Therefore G'lob rolls 2d6 again and gets 6. Then G'lob adds his recovery skill score, which is 0 and gets 13 (7 + 6 + 0 = 13).

G'lob adds the 13 recovered health points to his present health. G'lob's max health score is 12 and therefore his present health score cannot be higher than 12. Therefore the 13 recovered health points bring G'lob's present health back to 12.


The recovery skill can only be used to heal yourself while the restoration spell can only be used to heal and resurrect others. The recovery skill cannot be used to heal others and the restoration spell cannot be used to heal or resurrect yourself. The recovery skill can neither be used to resurrect yourself nor others. Resurrection is only possible via the restoration spell. 

Death

A character dies if its present health points are reduced to zero or below.

A dead character can be resurrected with the restoration spell (See Spells - Word of Life)

Example of a full combat round 

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

The goblin G'lolb 

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12)

Starting a combat round

As the battle between Rick and G'lolb begins, they both make a quickness skill check.

Rick rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 7. Therefore he rolls 2d6 again and gets 8. Then Rick adds his quickness skill score of 0 and gets 22 (7 + 7 + 8 + 0 = 22). This means Rick will be allowed to take 2 actions during this combat round. 

G'lolb rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 7. Therefore he rolls 2d6 again and gets 6. Then G'lolb adds his quickness skill score of 0 and gets 20 (7 + 7 + 6 + 0 = 20).

This means G'lolb will be allowed to take 2 actions during this combat round. 

As the result of Rick's quickness skill check (22) is higher than the result of G'lolb's quickness skill check (20), Rick is faster than G'lolb and thus Rick gets to act first.

During a combat round

Rick decides, that he wants to save both of his actions for later. 

G'lob then spends his first action to attack Rick. Attacking someone is handled by the attack skill. 

G'lob rolls 2d6 and gets 5. Then G'lob adds his attack skill score of 0 and gets 5 (5 + 0 = 0).

Rick wants to defend against G'lob's attack. Defending against attack damage is handled by the defence skill. Thus Rick rolls 2d6 and gets 10. Then Rick adds his defence skill score of 1 and gets 11 (10 + 1 = 11).

Rick's defence skill check result of 11 is subtracted from G'lob's attack skill check result of 5. 

G'lob's attack skill check is reduced to nothing (5 - 11 = -6), which means Rick successfully defends against G'lob's attack.

Rick now decides, that he wants to spend an action. G'lob still has one action left and he would like to use it to attack Rick again. But since Rick has got the highest quickness skill check result, he is allowed to "jump in" and spend one or more of his saved actions before G'lob is allowed to act again.

Rick spends 1 action to attack G'lob. 

Rick rolls 2d6 and gets 10. Then Rick adds his attack skill score of 2 and gets 12 (10 + 2 = 12).

G'lob rolls 2d6 and gets 6. Then G'lob adds his defence skill score of 2 and gets 8 (6 + 2 = 8).

G'lob's defence skill check result of 8 is subtracted from Rick's attack skill check result of 12. 

Rick's attack skill check is reduced to 4 (12 - 8 = 4), which means Rick hits G'lob for 4 points of damage. These 4 points are subtracted from G'lob's present health, which is now 8 (12 - 4 = 8).

Rick spends 1 more action to attack G'lob. 

Rick rolls 2d6 and gets 11. Then Rick adds his attack skill score of 2 and gets 13 (11 + 2 = 13).

G'lob rolls 2d6 and gets 5. Then G'lob adds his defence skill score of 2 and gets 7 (5 + 2 = 7).

G'lob's defence skill check result of 7 is subtracted from Rick's attack skill check result of 13. 

Rick's attack skill check is reduced to 6 (13 - 7 = 6), which means Rick hits G'lob for 6 points of damage. These 6 points are subtracted from G'lob's present health, which is now 2 (8 - 6 = 2).

G'lob spends his second and last action to recover his lost present health points.

Recovering lost present health points is handled by the recovery skill. G'lob rolls 2d6 and gets 7. Therefore G'lob rolls 2d6 again and gets 6. Then G'lob adds his recovery skill score of 0 and gets 13 (7 + 6 + 0 = 13).

G'lob adds the 13 recovered health points to his present health. G'lob's max health score is 12 and therefore his present health score cannot be higher than 12. Therefore the 13 recovered health points bring G'lob's present health back to 12.

Ending a combat round

Rick and G'lob have both spent all of their actions. Therefore the first combat round is over. The combat situation has not been resolved as the first combat round comes to an end. Therefore Rick and G'lob will go through a second combat round.


Skills in detail

Quickness

When you need to know, who acts first, you make a quickness skill check. 

During combat, it should not cost you any action to use the quickness skill.

	Example:

Rick has the following skill scores:

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Peggy has the following skill scores:

Quickness 2, Nimbleness 1, Defence 0, Acrobatics 0, Recovery 0, Attack 1, Brawn 0

Rick and his friend Peggy both want to grab a sword off a table in front of them and they need to find out who of them is faster. Determining how fast you are is handled by the quickness skill. 

Rick rolls 2d6 and gets 6. Then Rick adds his quickness skill score of 0 and gets 6 (6 + 0 = 6).

Peggy rolls 2d6 and gets 12. Then Peggy adds her quickness skill score of 2 and gets 14 (12 + 2 = 14).

Since the result of Peggy's quickness skill check (14) is higher than the result of Rick's quickness skill check (6), Peggy is faster and grabs the sword off the table before Rick is able to get his hands on it.


A quickness skill check is always made before a combat round begins. He who gets the highest quickness skill check result acts first. You are always allowed to take minimum 1 action during a combat round, but for every 20 points your quickness skill check results in, you get 1 extra action during that combat round (See "Combat").

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

The goblin G'lolb 

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12)

As the battle between Rick and G'lolb begins they both make a quickness skill check.

Rick rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 7. Therefore he rolls 2d6 again and gets 8. Then Rick adds his quickness skill score of 0 and gets 22 (7 + 7 + 8 + 0 = 22). This means Rick will be allowed to take 2 actions during this combat round. 

G'lolb rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 7. Therefore he rolls 2d6 again and gets 6. Then G'lolb adds his quickness skill score of 0 and gets 20 (7 + 7 + 6 + 0 = 20).

This means G'lolb will be allowed to take 2 actions during this combat round. 

As the result of Rick's quickness skill check (22) is higher than the result of G'lolb's quickness skill check (20), Rick is faster than G'lolb and thus Rick gets to act first.


Attack

When you want to attack someone, you make an attack skill check. 

During combat, it should always cost you 1 action to use the attack skill.

	Example:

The goblin G'lolb 

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12)

G'lob spends an action to attack Rick. Attacking someone is handled by the attack skill. 

G'lob rolls 2d6 and gets 5. Then G'lob adds his attack skill score of 0 and gets 5 (5 + 0 = 0).

The result of G'lob's attack skill check is 5.


When you attack someone you decide whether the damage you deal is going to be deadly damage or simply stun damage. If someone gets his present health score reduced to zero or below due to stun damage, then he is knocked out.

Defence

When you defend against someone's attack, you make a defence skill check. 

During combat, it should not cost you any action to use the defence skill.

The defence skill can defend against attack damage, but neither against environmental damage (extreme heat, extreme cold, lack of air, poison, poisonous air, acid, electricity etc.) nor against falling damage. Environmental damage is defended against using the resistance spell and falling damage is defended against using the acrobatics skill.

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

The goblin G'lolb 

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12)

G'lob spends an action to attack Rick. Attacking someone is handled by the attack skill. 

G'lob rolls 2d6 and gets 5. Then G'lob adds his attack skill score of 0 and gets 5 (5 + 0 = 0).

Rick wants to defend against G'lob's attack. Defending against attack damage is handled by the defence skill. Thus Rick rolls 2d6 and gets 10. Then Rick adds his defence skill score of 1 and gets 11 (10 + 1 = 11).

Rick's defence skill check result of 11 is subtracted from G'lob's attack skill check result of 5. 

G'lob's attack skill check is reduced to nothing (5 - 11 = -6), which means Rick defends successfully against G'lob's attack.


Recovery

When you want to recover your own lost present health points, you make a recovery skill check. 

During combat, it should always cost you 1 action to use the recovery skill.

	Example:

The goblin G'lolb 

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12)

Rick has wounded G'lob and reduced his present health points from 12 to 2.

G'lob spends an action to recover his lost present health points.

Recovering lost present health points is handled by the recovery skill. G'lob rolls 2d6 and gets 7. Therefore G'lob rolls 2d6 again and gets 6. Then G'lob adds his recovery skill score, which is 0 and gets 13 (7 + 6 + 0 = 13).

G'lob adds the 13 recovered health points to his present health. G'lob's max health score is 12 and therefore his present health score cannot be higher than 12. Therefore the 13 recovered health points bring G'lob's present health back to 12.


The recovery skill can only recover your own lost present health points. 

You cannot use the recovery skill to help others recover their lost present health points.

The restoration spell is the only way one character can help another character restore present health points.

Nimbleness

When you want to pick locks, pick pockets, hide yourself, sneak around while remaining undetected, when you want to perform a surprise attack on someone or when you want to perform other actions, which call for nimbleness, you make a nimbleness skill check. 

During combat, it should always cost you 1 action to use the nimbleness skill.

You cannot pick someone's pockets during combat.

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

Rick stands before a locked door. He wants to enter the room behind the door, but since he does not have the key to the door, he tries to pick the lock. The game master decides, that picking the lock has a difficulty of 14.

Rick rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 3. Then Rick adds his nimbleness score of 0 and gets 10 (7 + 3 + 0 = 10). As 10 is neither equal to nor higher than 14, Rick's attempt to pick the lock is not successful. The door is still locked.


It is up to the game master to decide upon the difficulty, which the skill check is up against, but the following should be used as a guideline:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Performing a surprise attack

A surprise attack can only take place before combat begins. 

During combat it is not possible to perform surprise attacks.

If you succeed in performing a surprise attack on someone, you make an attack skill check and multiply it by 2. The surprise attacked character makes a defence skill check, which is subtracted from the result of the attack skill check. What remains of the attack skill check is subtracted from the target's present health.

If the target is not killed by the surprise attack, then combat begins and no more surprise attacks can be performed. Yet, if the target is killed by the surprise attack, then it is up to the game master to decide whether combat begins or not. If combat does not begin, then more surprise attacks can be performed.

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

The goblin Bu'Gak

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12)

The goblin Bu'Gak stands by himself near a goblin encampment. Rick has spotted Bu'Gak, but Bu'Gak has not spotted Rick. Rick wants to perform a surprise attack on the goblin Bu'Gak. The game master decides, that surprise attacking Bu'Gak has a difficulty of 14.

Rick rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 9. Then Rick adds his nimbleness score of 0 and gets 16 (7 + 9 + 0 = 16). As 16 is higher than 14, Rick's surprise attack is successful. This means Rick's attack roll will be multiplied by 2.

Rick now makes the actual attack. He rolls 2d6 and gets 8. Then Rick adds his attack score of 2 and gets 10 (8 + 2 = 10). Rick then multiplies the result of his attack skill check by 2 and gets 20 (10 x 2 = 20).

Bu'Gak defends against the surprise attack. He rolls 2d6 and gets 3. Then Bu'Gak adds his defence score of 2 and gets 5 (3 + 2 = 5).

Bu'Gaks defence skill check of 5 is subtracted from Rick's surprise attack of 20. This reduces the surprise attack score to 15 (20 - 5 = 15). These 15 points are then subtracted from Bu'Gak's present health score of 12. This reduces Bu'Gak's present health to -3 (12 - 15 = -3). Bu'Gak is dead.

The game master decides, that combat does not begin. No one has noticed Bu'Gak's death yet…


It is up to the game master to decide upon the difficulty of the surprise attack, but the following should be used as a guideline:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Acrobatics

When you want to jump, climb, catch, balance, swing, swim, perform horseback riding, perform precision shooting or when you want to perform other actions, which call for acrobatic skills, you make an acrobatics skill check. 

The acrobatics skill is also used to defend against falling damage.

During combat, it should always cost you 1 action to use the acrobatics skill except when the acrobatics skill is used to defend against falling damage. It should never cost you any actions to defend against falling damage with the acrobatics skill.

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

Rick stands before a chasm, which he needs to cross. He decides to attempt to jump across the chasm. The game master decides, that jumping across the chasm has a difficulty of 14.

Rick rolls 2d6 and gets 7. Therefore he rolls 2d6 again and gets 8. Then Rick adds his acrobatics score of 0 and gets 15 (7 + 8 + 0 = 15). As 15 is higher than 14, Rick's attempt to jump across the chasm is successful. Rick now stands on the other side of the chasm.


A note on precision shooting.

Only the attack skill can be used to deal direct damage to a target. The acrobatics skill can, however, sometimes be used to deal indirect damage to a target. Let us say a sword is hanging in a rope above a monster's head. It will take a successful acrobatics skill check to cut the rope with a precision bow shot. If the sword hits the monster on the head, the monster will of course take damage. Thus the acrobatics skill can in some circumstances be used to deal indirect damage, but it can never be used to deal direct damage to a target.

Defending against falling damage

Falling damage is generated when you fall down from somewhere. 

You make an acrobatics skill check to defend against falling damage.

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

Rick has fallen down from a cliff. The game master decides, that the fall will deal 14 points of damage to Rick. Rick tries to avoid taking damage from the fall and thus performs an acrobatics skill check.

Rick rolls 2d6 and gets 8. Then Rick adds his acrobatics score of 0 and gets 8 (8 + 0 = 8). 

Rick's acrobatics skill check of 8 is subtracted from the falling damage of 14. This reduces the falling damage to 6 (14 - 8 = 6). These 6 points are then subtracted from Rick's present health score of 12. This reduces Rick's present health to 6 (12 - 6 = 6).


It is up the game master to decide how much damage you take when you fall down from somewhere, but the following should be used as a guideline:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Brawn

When you want to lift, push, pull, break, tear, throw or when you want to perform other actions, which call for brawn, you make a brawn skill check. 

During combat, it should always cost you 1 action to use the brawn skill.

	Example:

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

Rick wants to lift a stone off the road. The game master decides, that lifting the stone off the road has a difficulty of 7.

Rick rolls 2d6 and gets 6. Then Rick adds his brawn score of 1 and gets 7 (6 + 1 = 7). As 7 is equal to 7, Rick's attempt to lift the stone off the road is successful. The road is now clear.


It is up to the game master to decide upon the difficulty, which the skill check is up against, but the following should be used as a guideline:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Spells

Casting a spell

Whenever a character attempts to cast a spell you make a spell check. The spell check formula looks like this:

2d6 + spell score

A spell is normally either instant or demands the caster to concentrate.

Instant

During combat it takes 1 action to cast an instant spell. 

During that single action the spell has been cast, has taken effect and is gone again.

Concentration

During combat it takes 1 action to cast a concentration spell. 

During that single action the spell has been cast, has taken effect, but it is not gone again, if the caster decides to concentrate on maintaining the spell effect. The spell effect of a concentration spell will remain active for as long as the caster concentrates on the spell.

The caster can walk at normal speed and talk to others while he is concentrating on a spell. 

A caster's concentration will be broken:

· If the caster runs

· If the caster loses any health points

· If the caster uses any skills

· If the caster casts another spell

· If the caster invokes a virtue

The caster can only concentrate on one spell at the time. 

The spells

Peer

The peer spell can only affect the caster himself.

No one will notice when you cast this spell, as it is cast silently.

There are two ways to cast the peer spell: Vision of Stability and Vision of Penetration. 

Vision of Stability

Concentration

Vision of Stability is successful, if your spell check is equal to or higher than a difficulty decided upon by the game master. If Vision of Stability is successful, the caster will be able to see in the dark and avoid being blinded by very bright light for as long as he concentrates on maintaining the spell.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Oberon enters a dark room. He decides to cast the peer spell as "Vision of Stability" in order to enable himself to see in the dark. The game master decides, that the darkness in this room has a difficulty of 7.

Oberon rolls 2d6 and gets 8. Then Oberon adds his peer score of 1 and gets 9 (8 + 1 = 9).

As 9 is higher than 7, Oberon's spell is successful. Oberon will now be able to see in the dark until he stops concentrating on his spell.


If Oberon should move into a room where the darkness has a higher difficulty than 7, the game master may call for another spell check to see if Oberon is able to maintain his spell in the deeper darkness.

It is up to the game master to decide upon the difficulty of the light or darkness, but the following should be used as a guideline:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Vision of Penetration

Concentration

Vision of Penetration is successful, if your spell check is equal to or higher than a difficulty decided upon by the game master. If Vision of Penetration is successful, the caster will be able to see through matter, which blocks his line of sight for as long as he concentrates on maintaining the spell.

You cannot see in the dark or avoid being blinded by very bright lights via vision of penetration. Only vision of stability will enable you to see in the dark and avoid being blinded by very bright lights.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Oberon arrives at a burning house. The house is engulfed in smoke and flames. Someone is crying out for help from inside the burning building. Oberon decides to cast the peer spell as "Vision of Penetration" in order to see through the fire and the smoke, hoping to locate the person trapped inside. The game master decides, that the fire and smoke has a difficulty of 7.

Oberon rolls 2d6 and gets 7. Therefore Oberon rolls 2d6 again and gets 4. Then Oberon adds his peer score of 1 and gets 12 (7 + 4 + 1 = 12). As 12 is higher than 7, Oberon's spell is successful. Oberon will now be able to see through the fire and smoke until he stops concentrating on his spell.


It is up to the game master to decide upon the difficulty of the matter, which the caster attempts to see through, but the following should be used as a guideline:

	7
	Smoke / Dust
	
	

	14
	Deep water / Muddy water
	
	

	21
	Sand / Earth
	
	

	28
	Wood
	
	

	35
	Stone
	
	

	42
	Metal
	
	


Restoration

The restoration spell cannot affect the caster himself. 

The restoration spell demands that the target is within line of sight.

Others will notice when you cast this spell, as it cannot be cast silently.

There are two ways to cast the restoration spell: Word of Healing and Word of Life.

Word of Healing

Instant

This spell restores a number of present health points to a living target. You cannot use word of healing on a dead target. The target's present health points cannot be raised above its max health point score. The number of health points restored is equal to the spell check.

The word of healing spell can never affect the caster himself. Word of healing can only affect others. The target needs to be within the caster's line of sight.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

A goblin has wounded Rick and has reduced his present health points from 12 to 2.

Rick's friend Oberon wants to heal Rick using word of healing.

Oberon rolls 2d6 and gets 11. Then Oberon adds his restoration score of 1 and gets 12 (11 + 1 = 12). Rick adds the 12 restored points to his present health point score. Yet, Rick's max health point score is 12 and therefore his present health score cannot be higher than 12. Therefore the 12 points only bring Rick's health point score back to 12.


The restoration spell is the only way one character can help another character restore lost present health points. The recovery skill can only recover your own lost present health points. You cannot use the recovery skill to help others recover their lost present health points.

Word of Life

Instant

A character dies if its present health points are reduced to zero or below.

Word of Life attempts to resurrect the target from the dead.

The spell check has to be equal to or higher than the amount of present health points, which the dead character needs restored in order to return to a present health score of 1 or higher. 

If the spell check is not high enough, then the spell fails.

The resurrected person has a number of health points determined by the spell check. 

There are a few rules concerning resurrection:

· You cannot resurrect yourself.

· You cannot resurrect someone against their will.

· Constructs such as golems cannot be resurrected. 

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

A goblin hits Rick for 20 points of damage. This reduces Rick's present health to -8 (12 - 20 = -8). Rick is dead. Oberon attempts to resurrect his friend Rick using word of life. It will take 9 points to bring Rick's present health score back to 1 (-8 + 9 = 1). So Oberon's spell check must be equal to or higher than 9 else the spell fails.

Oberon rolls 2d6 and gets 9. Then Oberon adds his restoration score of 1 and gets 10 (9 + 1 = 10). 

As 10 is higher than 9, Oberon's word of life spell is successful and Rick is resurrected with 2 present health points (-8 +10 = 2)


It will not become easier to resurrect your target if you try more than once i.e. you cannot heal someone, who is dead and therefore you cannot make it easier to resurrect a dead target. The greater the damage is which killed the target, the more difficult it will be to resurrect the target. Nothing can change that.

Resistance 

The resistance spell can only affect the caster himself.

No one will notice when you cast this spell, as it is cast silently.

There are two ways to cast the resistance spells: Resisting the Elements and Breathless. 

Resisting the Elements

Special

This spell is used to defend against environmental damage, which the defence skill cannot defend against. Alike the defence skill, it never takes any actions to cast resisting the elements during combat. Resisting the elements works exactly like a special defence skill, which allows the caster to defend against environmental damage. Yet, Resisting the Elements cannot defend against falling damage. You can only defend against falling damage via the acrobatics skill.

Environmental damage includes, but is not limited to: Extreme heat, extreme cold, lack of air, poison, poisonous air, acid and electricity.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

A poisonous snake bites Oberon. The wound is nothing, but the poison is something. The game master decides, that the poison deals 14 points of damage. Oberon is lucky that he has the resistance spell. If he did not have the resistance spell, he would not have been able to defend against the poison and it would have killed him. 

Yet, as it happens Oberon does have the resistance spell. Therefore he is able to attempt to resist the poison. Oberon roll 2d6 and gets 3. Then he adds his resistance score of 1 and gets 4 (3 + 1 = 4). Oberon's result of 4 is subtracted from the environmental poison damage of 14. This leaves a damage of 10 (14 - 4 = 10). 

Oberon subtracts the 10 points of damage from his present health points, which leaves him with 2 remaining present health points (12 - 10 = 2).


It is up to the game master to decide how much damage any instance of environmental damage deals, yet the following should be used as a guideline:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Breathless

Concentration

"Breathless" is successful, if your spell check is equal to or higher than a difficulty decided upon by the game master. If "Breathless" is successful, the caster needs not breathe for as long as he concentrates on the spell. This will allow the caster to survive under water, in vacuums, in a poisonous gas cloud etc.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Oberon swims into an underwater cave. He decides to cast the resistance spell "Breathless" in order to enable himself to stay in the cave for as long as he wants to. The game master decides, that remaining breathless inside the cave has a difficulty of 7.

Oberon rolls 2d6 and gets 7. Therefore Oberon rolls 2d6 again and gets 9. Then Oberon adds his resistance score of 1 and gets 17 (7 + 9 + 1 = 17).

As 17 is higher than 7, Oberon's spell is successful. Oberon will now be able to remain breathless until he stops concentrating on his spell.


If Oberon should move into an area, which has a higher difficulty than 7, the game master may call for another spell check to see if Oberon is able to maintain his spell.

It is up to the game master to decide upon the difficulty, which the spell check is up against, but the following should be used as a guideline:

	7
	Normal 
	
	

	14
	Medium
	
	

	21
	Hard
	
	

	28
	Very hard
	
	

	35
	Incredible
	
	

	42
	Impossible
	
	


Telepathy

The telepathy spell demands that the target / targets are within line of sight.

No one will notice when you cast this spell, as it is cast silently.

All targets affected by this spell will know for certain, that it is the caster, who communicates with them.

There are two ways to cast the telepathy spell: Wordless Speech and Mind Shout

Wordless Speech

Concentration

"Wordless Speech" is successful, if your spell check is equal to or higher than a difficulty decided upon by the game master. If "Wordless Speech" is successful, the caster is able to communicate with a single target without the use of words. The communication can continue for as long as the caster concentrates on the spell. The target, which the caster wishes to communicate with, must be within line of sight. The wordless conversation takes place within the minds of the caster and the targets. Therefore external noise will not interfere with the conversation.

Communicating with someone or something via "Wordless Speech" will not teach you their language.
	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Oberon investigates a murder. The murderer leaves behind no clues, but the victim's pet parrot might have seen something. Therefore Oberon decides to cast the telepathy spell "Wordless Speech" in order to enable himself to speak with the parrot. The game master decides, that speaking with the parrot has a difficulty of 21.

Oberon rolls 2d6 and gets 7. Therefore Oberon rolls 2d6 again and gets 7. Therefore Oberon rolls 2d6 again and gets 8. Then Oberon adds his telepathy score of 1 and gets 23 (7 + 7 + 8 + 1 = 23).

As 23 is higher than 21, Oberon's spell is successful. Oberon will now be able to speak with the parrot until he stops concentrating on his spell.


It is up to the game master to decide upon the difficulty, which the spell check is up against, but the following should be used as a guideline:

	7
	Human / Humanoid
	
	

	14
	Mammal
	
	

	21
	Bird
	
	

	28
	Reptile
	
	

	35
	Fish
	
	

	42
	Insect
	
	

	49
	Plant
	
	

	56
	Inanimate object (e.g. a stone or a sword)
	
	


Mind Shout

Instant

"Mind Shout" is successful, if your spell check is equal to or higher than a difficulty decided upon by the game master. If "Mind Shout" is successful, the caster is able to broadcast a sentence to as many targets within line of sight as he wants to. The sentence may consist of max 10 words. 

The sentence will be heard within the minds of the targets and therefore external noise will not interfere with it.

Mind shouting to someone or something via "Mind Shout" will not teach you their language.
	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

In a ferocious storm, Oberon sees his friends Rick and Peggy from afar. Oberon decides to cast the telepathy spell "Mind Shout" in order to enable himself to call out to Rick and Peggy through the storm. The game master decides, that calling out to Rick and Peggy has a difficulty of 7.

Oberon rolls 2d6 and gets 6. Then Oberon adds his telepathy score of 1 and gets 7 (6 + 1 = 7).

As 7 is equal to 7, Oberon's spell is successful. Oberon calls out to Rick and Peggy, who hear him loud and clear despite the roaring storm.


It is up to the game master to decide upon the difficulty, which the spell check is up against, but the following should be used as a guideline:

	7
	Human
	
	

	14
	Mammal
	
	

	21
	Bird
	
	

	28
	Reptile
	
	

	35
	Fish
	
	

	42
	Insect
	
	

	49
	Plant
	
	

	56
	Inanimate object (e.g. a stone or a sword)
	
	


Chainbolt

Instant 

The chainbolt spell demands that the targets are within line of sight.

Others will notice when you cast this spell, as it cannot be cast silently.

The chainbolt spell will only hit living, undead or constructed targets.

The bolt cannot hit inanimate objects like a door or a torch.

There are two ways to cast the chainbolt spell: Minor Chainbolt and Major Chainbolt.

Minor Chainbolt

Instant

This spell allows the caster to release a minor magical bolt. The bolt will attempt to hit 1d6+1 (2-7) targets before it disappears. 

The bolt will only hit targets, which are within the caster's line of sight and which are either living, undead or constructed. A living target could be a human being or an animal or monster. An undead target could be a zombie and a constructed target could be a golem or a robotic device. 

The bolt cannot hit inanimate objects like a door or a torch.

The bolt can only hit a target once. The caster's enemies are always hit first. The caster has a limited control over the bolt, which allows him to decide the order in which his enemies are hit by the bolt. If the bolt has hit all the caster's enemies once and it still is supposed to hit more targets before it disappears, then the bolt hits the caster.

If the caster's enemies and the caster himself have all been hit once by the bolt and the bolt is still supposed to hit more targets before it disappears, then the bolt hits the caster's friends. The caster has a limited control over the bolt, which allows him to decide the order in which his friends are hit by the bolt.

If the caster's enemies and the caster himself and the caster's friends have all been hit once by the bolt and the bolt is still supposed to hit more targets before it disappears, then the bolt simply disappears into thin air.

If a chainbolt is fired at a time when there are no enemies around, then the bolt will first hit the caster, then his friends and then disappear.

The caster chooses the nature of the bolt as it is fired. It can be a bolt of fire or a lightning bolt or perchance a wooden arrow. It is up to the caster to decide. Yet, the chainbolt is never treated as environmental damage. A chainbolt is always treated as an attack, which is defended against with the defence skill. So why produce a fire chainbolt instead of a lightning chainbolt? Because some creatures may be immune to fire, but vulnerable to lightning and vice versa.

The spell check is the attack strength of the chainbolt and you defend against the chainbolt using the defence skill. The damage of the chainbolt is only calculated once.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Rick 

Quickness 0, Nimbleness 0, Defence 1, Acrobatics 0, Recovery 0, Attack 2, Brawn 1

Present health 12 (max health 12)

Peggy 

Quickness 2, Nimbleness 1, Defence 0, Acrobatics 0, Recovery 0, Attack 1, Brawn 0

Present health 12 (max health 12)

The goblin G'bling 

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12)

The goblin Un'gak

Quickness 0, Nimbleness 0, Defence 2, Acrobatics 1, Recovery 0, Attack 0, Brawn 1

Present health 12 (max health 12)

Oberon, Rick and Peggy are fighting the goblins G'bling and Un'gak

Oberon spends an action to cast a minor chainbolt at G'bling and Un'gak.

First Oberon rolls 1d6+1 to determine how many targets the chainbolt will attempt to hit. 

Oberon rolls 6 adds 1 and gets 7 (6 + 1 = 7), which means the chainbolt will attempt to hit 7 targets before it disappears.

Then Oberon rolls 2d6 to determine the damage of the chainbolt and gets 9. Oberon adds his chainbolt score of 1 and gets 10 (9 + 1 = 10). The damage of the chainbolt will be 10.

Oberon has a limited control over the bolt, which allows him to decide the order in which his enemies are hit by the bolt. He decides that the bolt should first hit G'bling and then Un'gak.

The defence skill is used to defend against damage from a chainbolt, so G'bling rolls 2d6 and gets 12. Then G'bling adds his defence skill score of 2 and gets 14 (12 + 2 = 14). G'bling's defence skill check of 14 is subtracted from the chainbolt's damage of 10. This reduces the chainbolt damage to nothing (10 - 14 = -4), which means, that G'bling is not harmed by the chainbolt.

Then Un'gak rolls 2d6 and gets 6. Then Un'gak adds his defence skill score of 2 and gets 8 (6 + 2 = 8). Un'gak's defence skill check of 8 is subtracted from the chainbolt's damage of 10. This reduces the chainbolt damage to 2, which are subtracted from Un'gak's present health points. Un'gak's present health point score is now 10 (12 - 2 = 10).

If the bolt has hit all the caster's enemies once and it is still supposed to hit more targets before it disappears, then the bolt hits the caster. Therefore Oberon is now hit by the chainbolt.

Oberon rolls 2d6 and gets 7. Therefore Oberon rolls 2d6 again and gets 7. Therefore Oberon rolls 2d6 again and gets 7. Therefore Oberon rolls 2d6 again and gets 5. Then Oberon adds his defence skill score of 0 and gets 26 (7 + 7 + 7 + 5 + 0 = 26). Oberon's defence skill check of 26 is subtracted from the chainbolt's damage of 10. This reduces the chainbolt damage to nothing (10 - 26 = -16), which means, that Oberon is not harmed by the chainbolt.

If the caster's enemies and the caster himself have all been hit once by the bolt and the bolt is still supposed to hit more targets before it disappears, then the bolt hits the caster's friends. The caster has a limited control over the bolt, which allows him to decide the order in which his friends are hit by the bolt. Oberon decides, that the bolt should hit Rick first and then it should hit Peggy.

Rick rolls 2d6 and gets 7. Therefore Rick rolls 2d6 again and gets 5. Then Rick adds his defence skill score of 1 and gets 13 (7 + 5 + 1 = 13). Rick's defence skill check of 13 is subtracted from the chainbolt's damage of 10. This reduces the chainbolt damage to nothing (10 - 13 = -3), which means, that Rick is not harmed by the chainbolt.

Peggy rolls 2d6 and gets 10. Then Peggy adds her defence skill score of 0 and gets 10 (10 + 0 = 10). Peggy's defence skill check of 10 is subtracted from the chainbolt's damage of 10. This reduces the chainbolt damage to nothing (10 - 10 = 0), which means, that Peggy is not harmed by the chainbolt.

If the caster's enemies and the caster himself and the caster's friends have all been hit once by the bolt and the bolt is still supposed to hit more targets before it disappears, then the bolt simply disappears into thin air. The bolt was supposed to hit 7 targets before it disappeared. It has hit 5 targets so far, but now there are no more targets left within the caster's line of sight. All targets within the caster's line of sight have been hit once. Therefore the chainbolt simply disappears.


Major Chainbolt

Instant

This spell allows the caster to release a major magical bolt. The bolt will attempt to hit 2d6+2 

(4-14) targets before it disappears. The major chainbolt is thus able to hit more targets than the minor chainbolt, but apart from that there is no difference between the two spells. Therefore you should read the description of the minor chainbolt in order to understand how the major chainbolt works.

Monsters and NPCs

Npcs (non-player characters i.e. characters, which are controlled by the game master) and monster characters work exactly like player characters. The only difference is that some monster characters have special abilities, immunities or weaknesses according to their nature.

Abilities

Sometimes a monster has a special ability according to its nature. A spider may have a poisonous bite and a dragon may both be able to fly and breathe fire.

Immunity

Sometimes a monster is immune to certain kinds of attacks. It may be that a spider is immune to its own poison or that a dragon is immune to fire and so on. 

Vulnerability

Sometimes a monster is more vulnerable to certain kinds of attacks. It may be that a fire breathing dragon is more vulnerable to cold attacks, while a cold breathing dragon is more vulnerable to fire attacks.

Virtue and Vice

All skills and spells are divided into 3 categories:

· Faith & Infidelity

· Hope & Despair

· Charity & Greed

	Faith & Infidelity
	Hope & Despair
	Charity & Greed

	Quickness
	Defence
	Attack

	Nimbleness
	Acrobatics
	Brawn

	Peer
	Recovery
	Chainbolt

	
	Restoration
	

	
	Resistance
	

	
	Telepathy
	


These 3 categories are connected to 8 virtues (Faith, Hope, Charity, Fortitude, Temperance, Prudence, Justice and Humility) and to their 8 opposing vices (Infidelity, Despair, Greed, Cowardice, Wrath, Folly, Wrong and Pride):

· Faith is connected to: Faith, Fortitude, Prudence and Justice
· Hope is connected to: Hope, Fortitude, Temperance and Justice
· Charity is connected to: Charity, Temperance, Prudence and Justice
· Neither Faith, Hope nor Charity is connected to: Humility
· Infidelity is connected to: Infidelity, Cowardice, Folly and Wrong

· Despair is connected to: Despair, Cowardice, Wrath and Wrong

· Greed is connected to: Greed, Wrath, Folly and Wrong
· Neither Infidelity, Despair nor Greed is connected to: Pride
Gaining virtue and vice points

During every game session the characters will gain points in the virtues and vices. A character receives these points based on its actions. The game master will keep track of the virtue and vice points, which a character gains during a game session. At the end of every game session the game master will tell each of the players which virtues and vices their characters have received points in.

There is no upper limit for how many virtue and vice points a character may receive per game session. Yet, the game master should seek to keep the number of points received in proportion to the actions performed.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 0, Hope 0, Charity 0, Fortitude 0, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 0, Despair 0, Greed 0, Cowardice 0, Wrath 0, Folly 0, Wrong 0, Pride 0.

After the first game session, the game master tells Oberon, that he has gained 7 virtue points and 5 vice points. 3 Faith, 3 Charity, 1 Fortitude, 1 Infidelity, 1 Cowardice, 2 Wrong, 1 Pride.

Oberon now has:

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 1, Wrath 0, Folly 0, Wrong 2, Pride 1.


Invoking Virtues and Vices

Once a character has gained a score in a virtue or a vice, he can begin to invoke it. When a character invokes a virtue or a vice, the character is allowed to add an extra 2d6 to a skill or spell check.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 1, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon is about to engage in combat with a goblin. Before they make their quickness skill check to see who acts first, Oberon declares, that he wants to invoke his virtue of Faith in connection to the quickness skill check.

The virtue of Faith is connected to the "Faith & Infidelity" category and the quickness skill belongs to that category. Thus the virtue of Faith can be invoked in connection to a quickness skill check.

First Oberon performs his quickness skill check. He rolls 2d6 and gets 9. Then he adds his quickness skill score of 0 and gets 9 (9 + 0 = 9).

Then Oberon rolls 2d6 again because he has invoked his virtue of Faith in connection to this quickness skill check. He gets 7. Therefore Oberon rolls again and gets 8.

Oberon's adds the result of his quickness skill check (9) and the result of his invocation of the virtue of Faith (15) and gets a total quickness skill check result of 24 (9 + 0 + 7 + 8 = 24).


Rules concerning the invocation of virtues and vices

· You can only invoke virtues and vices, which you have gained a score in.

· You can only invoke a virtue or a vice in connection to a skill or spell check and the skill or spell must belong to the category, which the invoked virtue or vice is connected to.

· You cannot invoke a virtue if your score in that virtue is lower than your score in its opposing vice and you cannot invoke a vice if your score in that vice is lower than your score in its opposing virtue.

· If opposing virtues and vices have an equally high score, neither of them can be invoked.

· A virtue or a vice can only be invoked once per scene. 

· Virtue and vice invocations are mutually exclusive within the same scene.

· You must declare, that you want to invoke a virtue or a vice before the skill or spell check is made.

You can only invoke virtues and vices, which you have gained a score in.

You cannot invoke a virtue or a vice in which you have a score of zero. 

You must have at least a score of 1 in a virtue or a vice before you can invoke it. 

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 1, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon is able to invoke Faith, Charity, Wrong and Pride because he has a score of 1 or higher in all of these virtues and vices. On the other hand, Oberon is unable to invoke Hope, Temperance, Prudence, Justice, Humility, Despair, Greed, Wrath and Folly because he has a score of zero in all of these virtues and vices. 

You cannot invoke a virtue or a vice, which has a score of zero.


You can only invoke a virtue or a vice in connection to a skill or spell check and the skill or spell must belong to the category, which the invoked virtue or vice is connected to.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 1, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon is looking for a secret door. He cannot find it. Oberon declares, that he wants to invoke his virtue of Faith to help him find the secret door. The game master informs Oberon, that virtues and vices can only be invoked in connection to a skill or spell check. Looking for a secret door is not handled by a skill or spell check. Therefore Oberon cannot invoke a virtue to help him find the secret door.

Oberon finally locates the secret door only to discover it is locked. Oberon wants to pick the lock. Picking a lock is handled by the nimbleness skill. Oberon declares, that he wants to invoke his virtue of Charity in connection to a nimbleness skill check. The game master informs Oberon, that it is impossible to do so.

The virtue of Charity is connected to the "Charity & Greed" category in which we find the skills and spells: Attack, Brawn and Chainbolt. The virtue of Charity can only be invoked in connection to attack skill checks, brawn skill checks and chainbolt spell checks.

The skill of nimbleness belongs to the "Faith & Infidelity" category. If Oberon wants to invoke a virtue or a vice in connection to his nimbleness skill check, then he has to invoke a virtue or a vice, which is connected to the "Faith & Infidelity" category. The virtues and vices connected to the "Faith & Infidelity" category are: Faith, Fortitude, Prudence, Justice, Infidelity, Cowardice, Folly and Wrong.


You cannot invoke a virtue if your score in that virtue is lower than your score in its opposing vice and you cannot invoke a vice if your score in that vice is lower than your score in its opposing virtue.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 1, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon declares that he wants to invoke his vice of Infidelity in connection to his nimbleness skill check. The game master informs Oberon, that it is impossible to do so. Faith is the virtue, which opposes the vice of Infidelity and Oberon's Faith score is higher than his Infidelity score. Therefore it is impossible for Oberon to invoke his vice of Infidelity.


	
	Virtue Score
	Opposes
	Vice Score
	

	Faith
	3
	Opposes
	1
	Infidelity

	Hope
	0
	Opposes
	0
	Despair

	Charity
	3
	Opposes
	0
	Greed

	Fortitude
	1
	Opposes
	1
	Cowardice

	Temperance
	0
	Opposes
	0
	Wrath

	Prudence
	0
	Opposes
	0
	Folly

	Justice
	0
	Opposes
	2
	Wrong

	Humility
	0
	Opposes
	1
	Pride


If opposing virtues and vices have an equally high score, neither of them can be invoked.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 1, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon declares that he wants to invoke his virtue of Fortitude in connection to his nimbleness skill check. The game master informs Oberon, that it is impossible to do so. Fortitude and Cowardice are opposing each other and Oberon's scores in Fortitude and Cowardice are equally high. Therefore Oberon can neither invoke Fortitude nor Cowardice.


A virtue or a vice can only be invoked once per scene. 

What is a scene? A scene is a period of time where the setting and timeframe stays approximately the same for the invoking character.

· A battle is one scene, so you can only invoke a virtue or a vice once per battle. 

· Rick trying to sneak attack and stealth his way into a goblin camp is one scene.

· Rick trying to find his way into a locked room is one scene.

The game master has the final word on when a scene is over and a character is able to invoke a virtue or a vice again.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 0, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon is fighting a goblin and during the first combat round he invoked the vice of Wrong.

It is now the beginning of the second combat round and Oberon would very much like to invoke the vice of Wrong again. Yet, the game master informs Oberon it is impossible. A virtue or a vice can only be invoked once per scene. A battle counts as one scene and Oberon has already invoked the vice of Wrong once during this battle. Oberon is not allowed to invoke the vice of Wrong again until the battle is over.


Virtue and vice invocations are mutually exclusive within the same scene

When you have invoked a virtue you are unable to invoke a vice for as long as the scene lasts.

When you have invoked a vice you are unable to invoke a virtue for as long as the scene lasts.

What is a scene? A scene is a period of time where the setting and timeframe stays approximately the same for the invoking character.

· A battle is one scene, so you can only invoke a virtue or a vice once per battle. 

· Rick trying to sneak attack and stealth his way into a goblin camp is one scene.

· Rick trying to find his way into a locked room is one scene.

So if you invoke a vice during combat, you are not able to invoke a virtue until after the battle is over and if you invoke a virtue during combat, then you are not able to invoke a vice until the battle is over. 

The game master has the final word on when a scene is over and a character is able to invoke a virtue or a vice again.

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 0, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon is fighting a goblin and during the first combat round he invoked the vice of Wrong.

It is now the beginning of the second combat round and Oberon would very much like to invoke his virtue of Faith, but that is impossible. Oberon has invoked a vice and therefore he cannot invoke a virtue until the present scene is over. As one battle counts as one scene, Oberon cannot invoke his virtues until the battle is over.


You must declare, that you want to invoke a virtue or a vice before the skill or spell check is made

	Example:

Oberon

Quickness 0, Nimbleness 0, Defence 0, Acrobatics 0, Recovery 0, Attack 0, Brawn 0

Peer 1, Restoration 1, Resistance 1, Telepathy 1, Chainbolt 1

Present health 12 (max health 12)

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 0, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon is fighting a troll. The troll attacks Oberon*. Oberon defends against the attack. Unfortunately Oberon's defence skill check is not high enough to allow Oberon to avoid damage. Oberon declares, that he wants to invoke a virtue in connection with his defence skill check to make it higher. The game master informs Oberon, that he must declare an invocation of a virtue or vice before he rolls the dice. Now it is too late.

* The game master should always tell the player the result of a monster's attack skill check.


Perfection of virtue or vice

If your virtue score is 100 points higher, than your score in its opposing vice, then you have achieved perfection in that virtue.

If your vice score is 100 points higher than your score in its opposing virtue, then you have achieved perfection in that vice.

	Example.

The Goblin G'buk

Faith 7, Hope 43, Charity 150, Fortitude 11, Temperance 88, Prudence 5, Justice 6, Humility 5.

Infidelity 33, Despair 76, Greed 50, Cowardice 38, Wrath 164, Folly 15, Wrong 77, Pride 37.

G'buk has achieved perfection in the virtue of Charity, since 150 Charity is 100 points higher than his Greed score of 50 (150 - 50 = 100). Yet, G'buk has not achieved perfection in Wrath, since 164 Wrath is only 76 points higher than his Temperance score of 88 (164 - 88 = 76).


	
	Virtue Score
	Opposes
	Vice Score
	

	Faith
	7
	Opposes
	33
	Infidelity

	Hope
	43
	Opposes
	76
	Despair

	Charity
	150
	Opposes
	50
	Greed

	Fortitude
	11
	Opposes
	38
	Cowardice

	Temperance
	88
	Opposes
	164
	Wrath

	Prudence
	5
	Opposes
	15
	Folly

	Justice
	6
	Opposes
	77
	Wrong

	Humility
	5
	Opposes
	37
	Pride


Your perfection in a virtue is lost, if the virtue score is no longer 100 points higher than your score in its opposing vice. And your perfection in a vice is lost, if the vice score is no longer 100 points higher than your score in its opposing virtue.

	Example:

The Goblin G'buk

Faith 7, Hope 43, Charity 150, Fortitude 11, Temperance 88, Prudence 5, Justice 6, Humility 5.

Infidelity 33, Despair 76, Greed 50, Cowardice 38, Wrath 164, Folly 15, Wrong 77, Pride 37.

G'buk has achieved perfection in the virtue of Charity, since 150 Charity is 100 points higher than 50 Greed (150 - 50 = 100). Yet, as the game session ends G'buk receives 10 Infidelity, 6 Greed and 5 Temperance. This gives G'buk the following virtue and vice scores:

The Goblin G'buk

Faith 7, Hope 43, Charity 150, Fortitude 11, Temperance 93, Prudence 5, Justice 6, Humility 5.

Infidelity 43, Despair 76, Greed 56, Cowardice 38, Wrath 164, Folly 15, Wrong 77, Pride 37.

This means G'buk loses perfection in Charity, since its virtue score (150) is no longer 100 points higher, than the score in the opposing vice of Greed (56). (Charity 150 - Greed 56 = 94)


Sainthood and Fiendhood

If a character achieves perfection in all virtues, it becomes a saint. A saint is a pure expression of virtue and has the special ability of unlimited virtue invocations during a scene. 

A saint is able to invoke a virtue as many times as he wants to during a scene. Normally a virtue can only be invoked once per scene, but a saint can invoke it as many times as he wants to.

If a character achieves perfection in all vices, it becomes a fiend. A fiend is a pure expression of vice and has the special ability of unlimited vice invocations during a scene. 

A fiend is able to invoke a vice as many times as he wants to during a scene. Normally a vice can only be invoked once per scene, but a fiend can invoke it as many times as he wants to.

Rules concerning objects infused with virtue or vice points

An object can be infused with virtue or vice points. This is done by removing virtue or vice points from your character and placing them in the object instead. Anyone, who is in physical contact with the object infused with the virtue or vice points, will have those virtue or vice points added to his own virtue and vice scores, for as long as physical contact is maintained. 

	Example:
Oberon

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 0, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 0, Wrath 0, Folly 0, Wrong 2, Pride 1.

Oberon has found a ring, which has been infused with 5 points of Temperance. Oberon picks up the ring and decides to wear it. Oberon now has:

Faith 3, Hope 0, Charity 3, Fortitude 1, Temperance 5, Prudence 0, Justice 0, Humility 0.

Infidelity 1, Despair 0, Greed 0, Cowardice 0, Wrath 0, Folly 0, Wrong 2, Pride 1.

For as long as Oberon stays in physical contact with the ring he will have the 5 Temperance points, which the ring has been infused with.


The following rules applies to objects infused with virtue or vice points:

· One object cannot be infused with virtue or vice points from two different characters. One object can only be infused with virtue or vice points from one and the same character. So if one character has infused an object with his virtue or vice points, then that object cannot be infused with anyone else's virtue or vice points.

· A single object can only be infused with one kind of virtue or vice points. A single object cannot be infused with virtue points from two different virtues and neither can a single object be infused with vice points from two different vices.

· Virtue and vice points cannot coexist in an object. If an object has been infused with virtue points, then it cannot be infused with vice points and if an object has been infused with vice points, then it cannot be infused with virtue points.

· If an object infused with virtue or vice points is destroyed or recrafted, then the infused virtue or vice points return to the original owner, even if the original owner is dead. So there is no way that one character can infuse a new or different object with another character's virtue or vice points. Only the original owner of the virtue or vice points is able to infuse an object with them.

· Virtue or vice points can only be retrieved from an object, if the object is destroyed or recrafted.

· Anyone can use an object infused with virtue or vice points no matter whose virtue or vice points the object has been infused with. Thus anyone, who is in physical contact with the object infused with the virtue or vice points, will have those virtue or vice points for as long as he is in physical contact with the object. But it is impossible to "suck" the virtue or vice points out of an object and permanently add them to your own. 

Why would anyone want to infuse objects with virtue or vice points?

Virtuous characters might want to infuse objects with their vice points in order to attain perfection in their virtues sooner. And viceful characters might want to infuse objects with their virtue points in order to attain perfection in their vices sooner.

Why would anyone avoid infusing objects with virtue or vice points?

You are co-responsible for the deeds, which are carried out by the person, who is in physical contact with an object, which has been infused with your virtue or vice points. So if someone commits murder while he is physically in contact with an object infused with your virtue or vice points, then you are co-responsible for that murder. This will force you to gain virtue or vice points from actions, which you have not committed!

This is why the bad guys build deadly dungeons: to safeguard the objects infused with their virtue points from the good guys. Because if a good guy got his hands on an object infused with a bad guy's virtue points, then the bad guy might well be in for a massive virtue point gain in the very near future!

Also this is why the good guys build impregnable castles: to safeguard the objects infused with their vice points from the bad guys. Because if a bad guy got his hands on an object infused with a good guy's vice points, then the good guy might well be in for a massive vice point gain in the very near future!

FAQ

   Can I make skill checks with a skill, which has a score of zero?

   Yes you can. If you need to lift a heavy stone, but have a brawn skill score of zero, then you simply add zero to your 2d6.

   Can I make spell checks with a spell, which has a score of zero?

   Yes you can. See above.

   Having a spell with the score of zero is the same as not having the spell at all right?

   No. Having a spell is one thing. Not having a spell is quite another thing. If you have the spell Peer with a score of zero, then it means, that you can cast the spell. If you do not have the Peer spell at all, then it means, that you cannot cast the spell at all.

   Seeing a target through a wall with vision of penetration will allow me to cast word of healing on it right? I mean word of healing says, that I only need line of sight to cast it on someone.

   Vision of Penetration will not allow you to cast spells through walls and other solids. Vision of Penetration will allow you to see a target through a wall, but as soon as you try to cast another spell your concentration will be broken and your line of sight will disappear. Thus it is not possible to heal someone through a wall using vision of penetration and word of healing. Your word of healing would break your vision of penetration before you had completed the word of healing spell. Thus your line of sight would be gone before the word of healing was ready.

   The chainbolt spell can only target living, undead and constructed targets. So can I discover if a statue is a construct by attempting to fire a chainbolt at it? If it goes, then the statue is a construct and if it is impossible, then the statue is not a construct?

   Yes that is a possible and a somewhat clever use of the chainbolt spell.

   What if I cast a concentration spell without concentrating on it?

   Then its effect will last 1 action and then disappear. So if you successfully cast vision of penetration on a wall without concentrating on the spell, then you will be able to see though the wall for 1 action and then it will again become impossible for you to see through the wall.

   Humility and Pride cannot be invoked in connection to any skill or spell checks because they are not connected to any of the three categories "Faith & Infidelity", "Hope & Despair", "Charity & Greed". Why would anyone want to gain them at all?

   Because you cannot become a saint without perfection in humility and cannot become a fiend without perfection pride.

   If a character has cast "Vision of Stability" in a dark room (in order to see in the dark), will he then be blinded if he is suddenly subjected to blinding light?

   Not if his "Vision of Stability" spell is strong enough. "Vision of Stability" enables night sight and protects against bright lights at the same time. The game master may call for a spell check against a higher difficulty if he finds it appropriate.
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