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i. Introduction 
With the new paradigm for Feats comes an expanded character generation method. The Abilities section has been 

expanded, as well as how they are selected. Specialties have been added to Abilities. A small change to how low 

Appearance scores are handled is also noted. A player may also choose to Favour certain Abilities during character 

creation, which confers discounts to ongoing development. 

Backgrounds remain largely unchanged, except for the removal of Destiny. This is now a separate Trait and is 

detailed further in Section VI. Backgrounds are now more expensive to buy past 3 during character generation. 

The change to Feats and Destiny has also changed how Heroic Reserves are calculated, resulting in generally higher 

pools of Heroic Reserves. 

Development for racially favoured Feats has been modified slightly, to maintain mechanical consistency. 

  



ii. Attributes 

Assign 7/5/3 to categories Physical, Mental & Social. All Attributes begin with 1 dot. 

• Physical Attributes: Strength, Dexterity, Stamina 

• Mental Attributes: Wits, Perception, Intelligence 

• Social Attributes: Charisma, Manipulation, Appearance* 

*A high Appearance Attribute will not necessarily denote a person of beauty. Appearance relates to how much a 

character’s physical looks impact a social scene – whether it be beauty, physical bearing or simply a well known face. 

In scenes where intimidation is required Appearance 1 becomes 3, and Appearance 0 becomes 5. 

iii. Abilities  
All Abilities begin with 0 dots. The player may select up to six Abilities to become Favoured Abilities. Favoured 

Abilities are cheaper to develop. The player assigns 27 points to Abilities in any fashion he wishes, but all Favoured 

Abilities must be assigned at least one dot before Freebie points are spent. Abilities are divided into thematic groups, 

but this is purely for convention. 

Each Ability may have specialties that confer bonus dice in specific circumstances. Specialties shouldn’t be too broad, 

nor should they be too narrow. (The Melee specialty of “Swords” is too broad. “Short Sword in combat with multiple 

enemies” is too narrow. “Short Sword” or “Multiple Opponents” are both fine.) Each Ability may have up to three 

specialties, and each specialty may be added up to two times. Specialties may be bought with Freebie points or with 

Experience. A character does not have to have any specialties if they choose not to. 

No Ability may be bought higher than 3 dots without using Freebie points. 

• Battle: Archery, Melee, Thrown, Unarmed, War. 

• Subtlety: Athletics, Dodge, Larceny, Stealth, Subterfuge. 

• Arcane: Alertness, Channel, Healing, Lore, Occult. 

• Order: Endurance, Integrity, Law, Linguistics, Seneschal. 

• Creation: Animal Handling, Craft, Performance, Ride, Survival. 

• Chaos: Commerce, Empathy, Investigation, Presence, Sail. 

iv. Advantages 
Assign 4 Points to Virtues – each starts with 1 dot. Assign up to 5 Background points. Choose 7 Feats – any 

combination of Mastery or Sphere Feats. 

• Virtues: Courage, Conviction, Temperance. 

• Backgrounds: Allies, Backing, Influence, Network, Retainers, Saga, Wealth. 

• Feats (Spheres): Arcane, Battle, Subtlety, Chaos**, Creation**, Order**. 

** These Spheres are the Three Pillars and are exclusive regarding each other. That is to say that a character may 

learn feats from only ONE Pillar, plus any combination of Arcane, Battle and Subtlety. A player need not select one of 

the Pillars at all, but once a Feat from a Pillar Sphere is learnt the character is locked in and may never learn from 

one of the other two. 

  



v. Final Touches 

Willpower starts with 5 dots. Destiny starts with 2 dots. 

Health Levels:  

• A starting character has a base health profile of 0,0,-1,-1,-2,-2,-5,Incapacitated. 

• Extra health levels may be added with the Resilience Background. 

Assign 15 Freebie Points at any stage during character creation. 

• Attributes: 4 per dot 

• Abilities: 2 per dot (1 if Favoured) 

• Specialty: 2 per dot (1 dot for Favoured Abilities) 

• Backgrounds: 1 per dot (2 if being raised over 3) 

• Willpower: 2 per dot (May not exceed 8 unless a Virtue has 4 or more dots). 

• Feats: 5 (4 if a Favoured Ability Mastery) 

• Virtues: 2 per dot 

• Destiny: 6 per dot (May not be bought above 3) 

Heroic Reserves are equal to (Destiny *7) + (Willpower *2) + (Sum of Virtues * 2) 

vi. Destiny 
Destiny is an important Trait that describes a character’s ability to influence and shape the world. Normal people 

have a Destiny of 1 – generally speaking their day to day activities have a negligible impact on the world at large, but 

they have potential. Heroes and magical creatures have a Destiny of 2. Storied heroes, Great Captains and religious 

leaders may have a Destiny of 3, 4 or even 5. Legendary figures, such as Darius the Swordmaster or Kerezain, 

probably had scores of 6 or 7, while the Seven Angelic Brides would have possessed a Destiny of 8 or more. 

The higher a character’s Destiny score is, the more they will be drawn to great causes, epic quests and world-

shattering events – whether they choose to or not. 

Destiny has an immediate effect on a character. It is the primary component of the Heroic Reserves Trait, and is also 

used in many Feats. Some Feats use a character’s Destiny Trait to determine the strength of their effect, while others 

place limits on the effect for characters with Destiny of 3 or lower. All Feats have a minimum Destiny score as a 

prerequisite. 

Destiny can never be bought above 3 with experience alone, or with Freebie points during character creation. 

Characters who participate in heroic quests and momentous events become eligible to increase their Destiny, using 

experience, at the Storyteller’s discretion. 

vii. Racial Choices 
Character creation and campaign material in general is heavily skewed towards human player-characters. If a player 

wishes to play as an Elf or Dwarf then the following restrictions apply during character creation:  

• Elves: May not ever learn Feats from Pillar Spheres. They have a penchant for Arcane feats and receive a 

reduced development cost during their career for that Sphere, treating them as if they were a Favoured 

Ability Mastery for the purposes of working out costs. 

• Dwarves: May not ever learn Feats from the Arcane Sphere. They have a natural affinity for Creation feats 

and receive a slightly reduced development cost during their career for that Sphere, treating them as if they 

were a Favoured Ability Mastery for the purposes of working out costs. 



Appendix A: Character Systems 

This section contains descriptions and examples of some of the Traits a character possesses. 

ABILITIES 

Abilities represent the natural talents, learned skills, and areas of expert knowledge that a character may possess. 

Alertness 

Alertness measures the ability of a character to maintain awareness of her surroundings and how well she has 

learned to use her five senses. 

Specialties: Low-light conditions, Tracking, Sensing Ambushes, Eaves-dropping. 

Animal Handling 

Characters with this skill are able to pacify and train animals of all types – even semi-magical beats such as griffins or 

dire wolves. Semi-independent animal companions become Retainers and must be cared for. 

Specialties: Riding Beasts, Big Cats, Wilderness encounters, Birds of Prey, Teamster 

Archery 

Archery allows the character to use all manner of bows, from simple wooden self bows to the elaborate composite 

bows used by many nomads. 

Specialties: Carathan Longbow, Long Range, From Horseback. 

Athletics 

Athletics allows a character to move with grace and ease. A character skilled in this Ability can jump wide chasms, 

climb sheer cliffs, perform daring acrobatics and lift enormous burdens. It coves feats of strength, balance, 

coordination and reflexes. 

Specialties: Climbing, Leaping, Lifting Heavy Objects, Running Over Uneven or Slippery Terrain 

Channel 

The ability of the character to control and manifest spiritual power. A higher rank enables the adept to handle larger 

amounts of power and with a greater degree of control. 

Specialties: Fire spirits, Summoning rituals, Powerful entities, In the Umbra. 

Commerce 

Commerce covers all forms of trading and financial exchange. It also allows a character to ascertain the market value 

of goods, although rare or exotic items can be much more difficult to price, and locate appropriate venues for their 

sale. 

Specialties: Fencing stolen items, Precious metals, Dwarven trade-routes, Carathan banking systems. Caravanning. 

Craft 

Craft allows characters to create both useful and beautiful objects. Highly skilled craftspeople can create impressive 

masterworks. There are five mundane Craft Abilities, each associated with one of the five elements. Fire deals with 

metal & fire, Earth deals with buildings and structrures, Water Crafts are cooking and brewing, Air concerns precision 

or decorative items, while Wood deals with carving or maintaining natural materials like cane or wood. 

Specialties: Sword-smith (Fire), Stonecutter (Earth), Calligraphy (Air), Poisons (Water), Tanning (Wood). 

  



Dodge 

Dodge allows a character to deftly move out of the way of harm. In addition to dodging the spears of bandits and the 

claws of behemoths, characters can also use dodge to escape harm from rockslides, avalanches, deadly Elven traps 

and other inanimate sources of harm. 

Specialties: Multiple opponents, Animal attacks, On unstable terrain, While unarmed. 

Empathy 

This talent measures how keenly one is able to sense the mood and emotions of others. Individuals with a high 

Empathy rating can also influence or manipulate those under the sway of strong emotions. 

Specialties: Men, Seduction, In crowded situations, Foreigners. 

Endurance 

Endurance allows characters to combat the effects of disease, poison, fatigue, sleep deprivation, pain, extreme 

temperatures and other harsh or potentially damaging conditions. Characters with this Ability can march carrying 

heavy loads and swim in ice-cold water. 

Specialties: Holding Breath, Enduring Pain, Resisting Poison, Resisting Disease, Going Without Sleep, Moving While 

Encumbered, In Combat, Extreme Temperatures. 

Healing 

A natural affinity for easing pain and injury. There is very little in the way of academic medical knowledge in the 

world, so those with an inborn ability to heal wounds and tend infections are in high demand. This Talent is 

necessary for characters to properly recover from Lethal or Aggravated damage. A successful INT + Healing roll 

doubles the normal recovery rate for these types of injuries and rules out any threat of complications. 

Specialties: Battle-field medicine, Broken bones, Animals, Treating disease, Herbal remedies. 

Integrity 

Integrity allows the character to resist all forms of supernatural mental control as well as helping the character resist 

believing sale pitches or breaking under torture. Characters skilled in this Ability can resist all attempts to change 

their mind. 

Specialties: Order Feats, The undead, Persuasion, Torture. 

Investigation 

Possessed by both scholars and magistrates, this Ability is required to uncover hidden or obscure information. 

Investigation can be used to swiftly find information in a library or archive, to reconstruct a crime from the clues 

present in the room where it occurred, to interview suspects or to search a room for anything hidden within it. 

Specialties: Library Research, Conducting Interviews, Finding Concealed Objects, Reconstructing Events 

Larceny 

Larceny allows a character to break into locked treasuries and also to win games of chance in the dives of Tor 

Glimerin. It covers the character’s mastery of legerdemain, sleight of hand, gambling, pick-pocketing, disguise, lock 

picking, con games and similar skills mostly known by thieves and other scoundrels who live outside the law. It also 

includes knowledge of the habits and customs of the criminal underworld. 

Specialties: Lock Picking, Con Games, A Specific City, Cheating at Gambling, Fencing Stolen Goods, Disguise, Scoring 

Drugs, Organized Crime. 



Law 

Law covers both the character’s knowledge of the law but also her ability to apply it to a given situation. A good 

understanding of the Law Ability is required to write laws that do not have serious flaws, and to flout the law to 

one’s advantage. 

Specialties: A specific city or province, Trade laws, Criminology, Researching the law, Unwinnable cases. 

Linguistics 

There are several languages spoken by the inhabitants of the known world, hundreds of dialects and almost as many 

dead languages only found inscribed on the walls of long forgotten tombs. A character starts with knowledge of one 

language plus a basic understanding of a trade tongue, Carathan, A’mai, or Dwarven. Each dot in linguistics 

represents fluency of another language, although a Specialty is required to sound like a native. Linguistics is unique 

in that a character can have as many specialties as he likes – each one representing a dialect of a language he already 

knows. Characters must possess as least Lore 1 to be literate, even in a language they know. 

Lore 

Before the Sundering, many educated Men, Dwarves and Elves knew the secrets of the universe. Today, scholars 

retain only fragments of this knowledge. Characters with the Lore Ability have some knowledge of current events, 

history, geography and the customs of other lands, as well as the secrets of ancient magic. Characters must possess 

as least Lore 1 to be literate. 

Specialties: Ancient History, Geography, Enchanted Devices, Religion, Middle History, The Empire. 

Melee 

Melee is the skill of fighting with weapons of all types—swords, axes, polearms, knives, clubs or even broken bottles 

and chair legs. Melee is the most common combat Ability in the world, since melee weapons inflict lethal damage 

and most are relatively easy to make. 

Specialties: Spears, Knives, Short Swords, In Formation, Single Combat, Fighting With Two Weapons, Improvised 

Weapons 

Occult 

This Ability represents the characters knowledge of all things magical and supernatural, from the Feats of Pillar 

Adepts to the minor divinations of a village priest. In addition it also covers familiarity with all manner of 

supernatural creatures including ghosts, gods, elementals and the Fair Folk. Characters who are skilled in Occult 

know both the capabilities of such creatures and how to petition or appease them. 

Specialties: Supernatural Etiquette, Exotic Cults, Thaumaturgy, Summoning, Ghosts, The Chaos Wastes 

Performance 

Performance covers all forms of artistic expression, from storytelling and acting to dancing and singing. It also 

includes the theatrics of making rousing public speeches. Characters with this Ability also know how to perform a 

wide variety of songs, plays, dances, jokes and stories.  

Specialties: Improvisation, Playing the Lyre, Singing, Storytelling, Solo Performances, Dance, In a particular Nation, To 

Members of a Particular Social Class 

Presence 

Presence covers the character’s skill at leadership and long-term persuasion. A character can lead by being feared, 

respected or loved, but regardless of how he leads, this Ability represents how well he does so. Presence can be used 

to convert or intimidate enemies as well as to inspire allies. 

Specialties: Persuasion, Intimidation, Interrogation, Religious Conversion, Brainwashing, Defying the Established 

Social Order 



Ride 

Ride measures a character’s proficiency when riding horses, camels or more exotic mounts such as griffins. Ride also 

serves as a limit on a character’s martial prowess when riding in combat. If a character’s Ride is lower than the 

combat Ability she is using, she uses her Ride score to attack instead. 

Specialties: Camels, In Combat, In Rough Terrain, Showmanship. 

Sail 

Sail allows characters to pilot ships across seas and along rivers as well as pilot flying vehicles such as Dwarven air 

ships. Sail covers everything from navigation and tying knots to the mechanics of steering and piloting ships through 

jagged reefs and half-hidden sandbars. 

Specialties: Open Ocean, Pursuit, Merchant Ships, Dwarven dreadnaughts, On Rivers 

Seneschal 

Seneschal covers the ability and knowledge to manage an estate, business, army or other organization. It includes 

knowledge of logistics, managing rosters and payrolls, as well as how to organize large groups to people to particular 

tasks. Seneschal is also essential for navigating bureaucracies. 

Specialties: Accounting, Improving efficiency, Military logistics, Dealing with people, Bending the rules. 

Stealth 

Stealth allows a character to avoid notice. She can move quietly down a passage, blend into a crowd, hide from 

pursuers or deftly sneak past watchful guards. Stealth rolls are normally resisted by an opponent’s Alertness rolls. 

Specialties: In Wilderness Areas, In Cities, Ambush, Camouflage, Moving Silently, Hiding From Pursers 

Subterfuge 

This Ability represents a character’s facility with lying and obscuring the truth, and potentially detecting the same in 

others. Subterfuge can be used to spread misinformation and rumours or counteract the same. 

Specialties: Dealing with nobility, Blackmail, Disguise, A particular culture. 

Survival 

Survival allows the character to exist safely and comfortably in the wilderness. A character with this Ability can find 

food, water and shelter. He can also set traps and snares, track enemies and identify poisonous plants and 

dangerous animals. 

Specialties: The Western Wastes, At sea, Other particular environment, Tracking, Hunting. 

Thrown 

Thrown allows the character to hurl specially designed weapons at targets. Thrown weapons include throwing 

knives, axes, and javelins as well as rocks and other improvised weapons. 

Specialties: Javelins, Throwing Knives, While Running, At Long Range, Attacking from Cover 

Unarmed 

Unarmed is the ability to fight effectively without weapons. It encompasses organized martial arts, brawling, 

wrestling, etc. It is up to the player to define how their character uses this skill - whether they are a bare knuckle pit-

fighter, a warrior-savant from the southern desert, or simply well versed in the dirty tricks of the tavern brawl. 

Specialties: Multiple opponents, On unstable footing, A particular martial arts weapon, Wearing heavy armour. 



War 

War gives a clear understanding of combat and military maneuvers. It covers both immediate tactics and long-range 

strategies and allows the character to assess the strength of enemy forces and to clearly direct troop movements. 

This Ability is central to all mass combat—when fighting as part of a unit, characters use the lower of the character’s 

combat Abilities or her War. 

Specialties: Strategy, Small Units, Large Armies, Naval Battles, Military Scouting, Legion tactics. 

BACKGROUNDS 

Backgrounds normally show what resources and friends a character has when they start a story. They represent 

ongoing benefits from a character’s station, power and life experience. 

Allies 

Non-player friends and peers of a character. An ally can be called upon for aid with a fair degree of certainty as long 

as they are treated in good faith. Allies are independent characters with their own goals and will expect the 

character to reciprocate in times of need. 

�   A single ally of moderate power. 

��   A single ally of above average power, or two lesser allies. 

���   A single ally of great power, or three lesser individuals. 

����   A single ally of heroic power, or five lesser allies. 

�����  A single ally of fantastic power, or seven allies of lesser ability. 

Backing 

This background represents indirect support from powerful individuals or organisations. Possible backers can include 

mentors, noble patrons, military companies, trade guilds, gangs and criminal syndicates. Backers almost certainly 

have their own agendas and a character will be expected to act in accordance with those goals. 

�  A mentor or patron of moderate power. 

��  A significant mentor or patron, or a small organisation. 

���  A mentor or patron of heroic power, or a moderate organisation. 

����  A mentor or patron of fantastic power, or a large organisation. 

����� An organisation with far-reaching influence and power. 

Familiar 

There are almost as many stories about a hero’s loyal animal companion as there are about heroes themselves. 

Often times an animal can be raised or trained for companionship, protection or even war. Spirit’s too, can be bound 

to an animal for the same purpose. Generally speaking, a familiar is loyal to its master to the extent that it would 

sacrifice itself for her. A character may only have one familiar at a time. A pack or group of loyal animals would be 

represented through the Retainers background. 

� The familiar is a small animal, such as a cat or stray dog, which only provides companionship 

and perhaps some warning of danger. 

�� The character either has an impressive pet, such as a wolf or eagle or a smaller pet that is 

preternaturally intelligent. The animal communicates with your character (and him alone) 

through posture and facial expression. It can understand him and perform simple tasks such 

as fetching or knocking something over. 



��� The familiar is a powerful or dangerous pet such as a tiger or a dire wolf or an impressive 

small animal that is as intelligent as a child of eight or nine years. It can fetch items and do 

chores, but it has no book learning and is easily distracted. The familiar can communicate 

with you as well as if it were speaking by its noises, postures and expressions. When it is 

touching your character, it makes an additional 7 HR available. These Heroic Reserves are 

“stored” in the familiar. They regenerate only after your character has regained all of his 

own HR. The character can share one of the familiar’s senses (at a time) when the familiar is 

within 100 meters. 

���� The familiar is a larger pet such as an eagle or wolf that also has the increased intelligence, 

near-perfect communication, sharing of senses and HR store of a small Familiar 3 animal. 

����� The familiar is a powerful or dangerous pet that has the properties of a small Familiar 3 

animal. 

Influence 

A measure of a character’s standing – in her community, nation, organisation, or the world – and how much weight 

her words carry. It is worth noting that Influence does not denote access to resources, rather how easily the 

character can sway a body of people to use their resources for the character’s ends. 

�  The character may be able to sway the local council of village elders. 

��  The character has political weight in a town or moderate organisation. 

���  When the character speaks the city – or a significant organisation – listens. 

����  The character’s words carry well beyond the borders of her home area. 

����� Nations rally and armies march when the character calls. 

Network 

A Network is a series of contacts and informants that will help a character with information and access to resources 

in return for favours or money. Networks must be cultivated and maintained, especially widespread networks. 

[Each Rank means the character has two contacts. The player should make, at least, a brief note of who they are, 

where they reside, and what their trade is - if any.] 

Resilience 

The character has a high tolerance for pain and is able to press on with injuries that would cripple lesser beings. No 

tier of injury penalty may have more than 5 levels. 

[Each Rank allows the player to assign one health level of 0 or -1, or two made up of -2 or -5] 

Example: Jim purchases 3 Ranks of Resilience for his warrior, Ironborn. Wanting to be able to shrug off minor 

wounds, Jim assigns these as 0, -1, -2, -2. Ironborn’s starting health profile is now 0,0,0,-1,-1,-1,-2,-2,-2,-2,-

5,Incapacitated. 

As the campaign progresses Jim is able to purchase another 2 Ranks. He assigns these as -2, -5, -5, and    -5, to 

represent Ironborn’s tenacious grip on life. Ironborn’s health profile is now 0,0,0,-1,-1,-1,-2,-2,-2,-2,-2,-5,-5,-5,-

5,Incapacitated. Jim had wanted more -2 levels but had reached the limit of five for that tier. 



 

Retainers 

This background indicates a number of followers that serve the character. There are many reasons why these people 

follow the character – money, loyalty, fealty, love and servitude are all common examples – and the character must 

maintain this relationship if he is to retain their services. Retainers are followers that have a useful ability of some 

kind – warcraft, trades and crafts, subterfuge or academia, for example – or that serve a useful function – such as a 

blood-doll or fodder for the front lines. 

�  One retainer. 

��  Up to five retainers. 

���  Up to ten retainers. 

����  Up to a score of retainers. 

����� Up to one hundred retainers. 

Saga 

The fame or infamy a character’s deeds have garnered. The higher this background is, the greater a character’s 

deeds are regarded to be. This can be a double edged sword, as a story about a daring exploit reaching unfriendly 

ears could have dire consequences, especially when the saga and reality do not match.  

�  The character’s fame is confined to the local area. 

��  Songs and stories have spread into the surrounding disctrict. 

���  Most people in a city or territory have heard of the character’s actions. 

����  Stories are told from one end of the land to the other. 

����� There are few in the world that have not heard of the character’s exploits. 

Wealth 

Through coin, property and business, this background represents the means by which a character supports himself – 

above and beyond the treasures he may gather in his adventures. It is a measure of income and can be made up of 

several elements. Lower levels of Wealth may come from an occupation or minor inheritance while higher levels will 

almost always require ownership of property and investment in business ventures. 

� The character can support a hovel and perhaps meagre livestock. Any family he supports will 

often go hungry. 

�� He can support a modest house or apartment, plus some healthy livestock. Family members 

do not go hungry but meat is a luxury. 

��� The character is well off – able to support a household with servants. All mundane needs are 

easily met and he can afford luxuries on a regular basis. 

���� The character is wealthy and may have more than one residence with staff. Livestock and 

travel-beasts are plentiful and healthy. 

����� The character is fantastically wealthy, perhaps owning a palace as well as several smaller 

households. There is little that he cannot acquire. 

  



Appendix B: Character Development 
This section details how a character develops during play. This includes increasing Traits through experience 

expenditure, and increasing Traits through a developing story. 

EXPERIENCE 

Characters accrue Experience points through play. The rate of gain is determined by the Storyteller. Expenditure of 

accrued Experience is the primary means by which players increase the Traits of their character or acquire new 

Traits. Increasing or gaining a Trait requires Experience and time. As a general rule, the increase may only occur 

during downtime. 

Experience and Time Costs 

Trait Increase Experience Cost Time required 

Attribute increase Current x 4 (Current) months 

Ability increase (Favored) (Current x 2) - 1 Immediate 

Ability increase (Non-favored) Current x 2 (Current) weeks 

Destiny (up to 3) Current x 8 Immediate* 

Destiny (over 3) Current x 8 (Current) months* 

Virtue Current x 3 Immediate* 

Willpower Current x 2 Immediate 

Background (up to 3) Current Story driven* 

Background (above 3) Current x 2 Story driven* 

New Trait Experience Cost Time required 

Ability 3 3 weeks 

Specialty 3 3 weeks 

Feat (Favored Ability Mastery) 8 (Ability minimum) days 

Feat 10 (Ability + Destiny minimums) days 

Background 1 Story driven* 

 

* Increasing these Traits requires a compelling story-driven reason, and is entirely at the Storyteller’s discretion. As a 

general rule the character must overcome some obstacle or challenge commensurate with their current rating. 

Destiny increases require an involvement in the wider affairs of the world, while Virtue increases are tied to 

overcoming one’s personal challenges or inner demons. Background increases  would, of course, be linked to how or 

why the character possesses that Trait. 

Training 

Characters have a difficult time becoming better at what they do without practice, and improvement can slow to a 

crawl with nobody to show them the ropes. The training times listed in the table assume the character has some 

form of tutor, which assumes somebody at least as proficient in the trait as the rank the character seeks to obtain. 

Without a tutor, double all times. Your character cannot begin his training until you spend all the experience points 

to raise that trait. 

Training times assume a character trains for eight hours per day and six days per week, so if a character is unable to 

train at this rate, increase the time accordingly. Characters can train longer than eight hours per day or more than six 

days per week, but doing so does not shorten the training time. It is possible to suspend training time for as long as a 

month without having to begin anew. 

Heroic characters do not require tutelage or training to increase Favored Abilities or Favored Ability Masteries. Use 

the (Minimum Ability) days formula whether with a tutor or without. 

STORY 

Some traits can increase as a natural consequence of the story. Similarly, characters may earn new Traits. In most 

cases these relate to Backgrounds. It is not hard to imagine how a hero’s Saga, Wealth and Influence would grow 

over the course of their adventures. A rule of thumb for such increases is that a character must pay Experience 



points to increase Traits that they are actively working to increase – even if the increase is a natural part of the story 

– but Trait increases given out as a reward by the Storyteller are free. 

  



Appendix C: Recovery 

Without the aid of magic, recovery from illness or injury takes time and the attention of a skilled healer. 

RECOVERY FROM INJURY 

Lethal damage heals at the following rates: 

• 0 and -1 Levels heal at a rate of 1 per 6 hours. 

• -2 Levels heal at a rate of 1 per 2 days 

• -5 and Incapacitated Levels heal at a rate of 1 per week. 

Bashing Damage recovers at a rate of 1 per 3 hours, regardless of penalty level. 

Aggravated damage heals at the same rate as normal damage of its type but cannot be healed with magic. 

All healing rates assume a rested state. The listed recovery times are doubled for active characters. A successful 

(Intelligence + Healing) check can halve the listed times. An active character treated by a healer will have a normal 

recovery rate. Non-heroic actors must double all listed times to arrive at a base rate i.e the protagonists of the story 

heal at twice the rate of lesser mortals by virtue of their heroic status. 

In all cases, the higher penalty Health Levels must recover first. 

Example: Argasta has lost 2 x 0 levels, 2 x -1 levels , 2 x -2 levels and a -5 level, all Lethal damage. He must spend a 

week to heal the -5, then 4 days healing the -2 levels, then 24 hours healing the -1 and 0 levels, for a total of 12 days. 

If Argasta was marching alongside his troops during this time, the recovery would take 24 days. On the other hand if 

he retired to the chirurgeon’s tent and submitted to her ministrations, it would only take 6 days. 

RECOVERY FROM ILLNESS 

Generally speaking, the heroes do not suffer from the multitude of minor infections and diseases that trouble 

normal folk. It is assumed that they are healthy enough to withstand even constant exposure to such annoyances. 

However, should a character fall sick – perhaps from a particularly virulent plague, or substantial exposure to toxic 

substances – then it takes time and expert treatment to make a full recovery. 

Diseases have the following Traits: 

• Virulence: This is the difficulty number for a (Stamina + Endurance) roll to avoid catching the disease. 

• Morbidity: The difficulty on a (Stamina + Endurance) roll to recover from the illness. 

• Treated Morbidity: The difficulty of resisting the disease when successfully treated by a Healer. 

• Magnitude: The amount to successes that must be accrued to completely shake off the disease. 

• Treatment: This is the difficulty of a healer’s (Intelligence + Healing) roll to treat the disease. 

• Interval: How often the character can roll to treat or resist the infection. 

Diseases also have particular effects associated with them that apply to the character until they make a recovery. All 

difficulties are increased by up to 2 if the victim is not spending most of her time resting. 

Example: The Grey Plague is a particularly nasty disease that slowly turns the victim’s lungs to stone. It has a 

Virulence 3, Morbidity 4, Treated Morbidity 2, Magnitude 20, Treatment 4, and the Interval is 1 day. This disease is 

easily caught and hard to treat, although there is hope if a skilled healer is on hand. This disease robs a victim of a 

single Health Level every interval, meaning that it will kill almost anyone that contracts it – the magnitude is high 

enough that most victims will succumb before they accumulate enough successes. 

When a diseased character of heroic status accumulates half the infection’s Magnitude, they may half any effects of 

the disease – rounding in the character’s favour. Alternatively, a healer may make a roll on (Intelligence + Healing) to 



slow the pace of the disease, with the same effect. The difficulty of the roll is equal to the disease’s (Treatment -1). A 

disease may only have its effects halved once. 

Example: Siranye has come into contact with a nasty strain of Grey Plague. She rolls (Stamina 3 + Endurance 2) and 

only gets 3 successes. To her player’s horror, Siranye now faces the prospect of an agonising death. Siranye has 7 

total Health Levels, meaning that she has a little over a week to recover. Fortunately, Siranye is accompanied by 

Elsammor – the Whisper in the Wind – who is a skilled healer.  

Each day Elsammor may roll her (Intelligence 4 + Healing 4) against difficulty 4 to treat the illness. On the days that 

she is successful, Siranye may roll her 5 dice against difficulty 2. If Elsammor fails then that roll raises to 4. Wisely, 

Siranye retires to her bedchamber for the duration and allows Elsammor to treat her. 

By the third day Siranye has accumulated only 5 successes against the infection’s Magnitude of 20. She has also lost 3 

Health levels and is now Bruised (-1), making the (Stamina + Endurance) rolls even harder. Elsammor, fearing for her 

friend’s life, decides to try and slow the disease. This is a difficulty 3 roll, which Elsammor easily succeeds on after 

spending a point of Willpower. Siranye will now suffer damage from the Grey Plague every two days. Elsammor has 

bought her an extra 4 days. They both continue to make their rolls to treat and resist the disease on its original 

Interval. Two days later, Siranye has gained another 5 successes, bringing her to 10. She takes another Health Level 

of damage. Normally this would be enough to slow the disease, but Elsammor has already done this so there is no 

further benefit to Siranye’s well-being. 

Siranye, luckily, manages to accrue 20 successes on the ninth day after infection. She is near death (-5) but the 

disease is gone from her system and she will recover. 


