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Foreword To Winterweb Games

This �le is a compilation of four separate books:
the Player's Net Book (PNB), the Core Con-
tent Net Book (CCNB), the Core Setting
Net Book (CSNB), and the Game Master's Net
Book (GMNB). Although they can be distributed
separately it seemed like, since digital distribution
is so easy, combining them into a single compilation
would make sense.

Note that each book will treat itself as being
separate�so there might be a reference to the Game
Master's Net Book within the PNB or, for that
matter, a note that explains �PNB� means Player's
Net Book despite that being explained elsewhere.
This is because the books really are meant to be four
separate works and so they will be treated as such.

How These Books Are Divided

The PNB deals primarily with player issues. Ul-
timately, the PNB's goal is to lay the groundwork
for the system for new players and to get a player
through character creation�provided that player has
the appropriate content1.

1There is, at this point, some internal confusion over what
content belongs where. Ideally, the PNB will have no spe-
ci�c content and will deal only with mechanics. That might,
however, make diving into intense technical details necessary.
Some compromise with the CCNB and CSNB might be neces-
sary.

A Note On Formatting
Throughout this book a number of di�erent format-
ting notations are used, but the one that is most im-
portant to point out is the notation for various statis-
tics2. A statistic, for example, strength is written
with small capital letters. This signi�es that what is
being referenced is, in fact, a statistic and not some-
thing else. In other words, it ought to have rules for
it being used in-game somewhere.

Global Copyright Notice
All original content here is copyrighted material. Any
material owned by others remains theirs. No chal-
lenge of ownership is intended. Permission to dis-
tribute this information is granted provided this no-
tice remains and provided no claim on ownership is
made by the distributor. No content may be redis-
tributed as part of a �nancial transaction. These
terms are subject to change at any time and without
notice. Use your common sense and I'll use mine.

2While you may not be acquainted with statistics and why
they're important yet, they are vitally important within the
game system.
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The Player's Net Book
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Chapter 1

Introduction To The Player's Net
Book

1.1 Foreword

This book is aimed at outlining the basic concepts
of the Winterweb role playing game1 (or �RPG�) sys-
tem for the �player� perspective. In other words, this
will include most everything needed to actually play
the game, but not to run the game. Running the
game (the GM's job) will be outlined in The Game
Master's Net Book.

1.2 Who Is This Game For?

This game is fairly complex and assumes that you,
the reader, are all ready well-versed in similar games
like Dungeons and Dragons, GURPS, various
computer games, and so on. Very little hand-holding
will be done here and it is mostly up to the reader
to understand the basic concepts as they will not be
explained in detail.

1A game involving a �game master� (someone who is agreed
to run the game and arbitrate the rules) and any number of
other �players�, within reason. This is one of those things that
much will be left unsaid about.

1.3 What Is Needed To Play?
A Game Master, a set of dice (most notably d100s2),
players, a setting (and �content�), the rules, a place
to play, some time, and a desire to play.

One thing to note is that the setting and content
will not be included here. That is, this book con-
tains the rules but not an actual implementation of
the rules. While this may seem a bit ornate, the rules
themselves were designed to be abstracted away from
any individual content and as such injecting the con-
tent back in here seems like a bad idea. Examples
will be used, but a full set of content will be kept for
a separate book. Don't worry, it'll still be free.

1.4 On The Book Itself
The Player's Net Book3 is split into �ve separate
chapters and it is advised that these be read in the or-

2Dice with one hundred sides. Most people use two, non-
identical, ten sided dice instead of a single hundred sided die:
the �rst determines the �tens� place and the second the �ones�
place. A roll of �00� is considered 100. Other dice follow similar
formats�d6 for six sides, d10 for ten sides, etc.

3�PNB� for short. This term will be used from here on in.

7



CHAPTER 1. INTRODUCTION TO THE PLAYER'S NET BOOK 8

der they are presented here (Introduction, Statistics,
Combat, Skills, Characters). Of course, it is impossi-
ble to create a single layout that works for everyone
so if something doesn't make sense it can probably
be skipped for the moment.

1.4.1 Version
This is the LYX4 version and will (ideally) be the
version that is ultimately distributed. It will be dis-
tributed primarily in PDF format, though others are
possible. A PostScript5 �le or �les in a number of
other formats can also be distributed, at request.
Comments and corrections are welcome.6

1.4.2 Copyright notice
All original content here is copyrighted material. Any
material owned by others remains theirs. No chal-
lenge of ownership is intended. Permission to dis-
tribute this information is granted provided this no-
tice remains and provided no claim on ownership is
made by the distributor. No content may be redis-
tributed as part of a �nancial transaction. These
terms are subject to change at any time and without
notice. Use your common sense and I'll use mine.

4Find more on LYX here:
http://en.wikipedia.org/wiki/LyX

5PostScript is the language most printers use to typeset the
pages they print. A PostScript document can be used to print
a high-quality, platform-independent version of this book.

6My current email address is winter.ayars@gmail.com
Alternatively, visit the current website at:

http://www.sharemation.com/winterweb/



Chapter 2

Statistics

Statistics are standardized, formal descriptions of
a certain facet of a character. They describe in mean-
ingful ways (to the game system) di�erent things the
character can and cannot do. A character could ac-
curately be described as a collection of statistics that
is meaningful in-game.

The Winterweb System is based on the d100 scale.
In other words, each statistic has a particular score
with a range from 0 to 99. This isn't completely true
as the 99 point cap can be passed in a number of
di�erent ways, but that's getting into more advanced
ideas.

Note that this way of viewing statistics is, at
�rst at least, quite counter-intuitive. There are
some things which seemingly are simply either-or
prospects: someone without legs can't walk, some-
one with legs can. Now, whether a character has
legs or not is determined by the character's race
and advantages/disadvantages�both of which will be
dealt with later�but many other characteristics seem
to defy the 0-99 categorization. This is, ultimately,
going to be dealt with in the Game Master's Net Book
so at this point it will be assumed that the vast ma-
jority of statistics can be �t into the 0-99 scale.

2.1 Types Of Statistics
There are three basic types of statistics: primary,
secondary, and tertiary. The reason for this division
is as follows.

• Primary Statistics are the most basic mea-
sures of a character. They de�ne the essen-
tial building blocks on which all other statistics
are based. In any individual setting, all charac-
ters must have each primary statistic required by
that setting's content. Really the only one this
book is concerned with is, however, is Experi-
ence; others will be dealt with in the GMNB1

and in the individual statistics themselves in the
various rules implementations. Experience is
used to purchase secondary statistics.

• Secondary Statistics are the statistics that are
most varied. The vast majority of content is fo-
cused on secondary statistics. These are the ones
most likely to follow the standardized form for
statistics (with the possible exception of advan-
tages/disadvantages) and they are the primary
focus on which the game is centered.

1Game Master's Net Book. This abbreviation will be
used from here on in.
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CHAPTER 2. STATISTICS 10

• Tertiary Statistics are those that are derived
from the secondary statistics. For example, the
chance to dodge an attack would be considered
a tertiary statistic. These di�er from secondary
statistics in that they are not purchased on their
own, but rather they are determined based on a
character's secondary statistics.

2.1.1 Primary statistics
The most basic �statistic� also introduces an excep-
tion: Experience. Experience is an abstract mea-
sure of a character's capabilities; it can be acquired
through combat, training, and just about anything
else that a character does.
Experience, however, does not use the 0-99 scale.

There is no cap, so a character can have 1,000 or
1,000,000 Experience. Of course, the GM might set
a certain limit or might use higher or lower amounts
depending on the level of power desired in a setting.
Experience is the most basic statistic because

it is used to �buy� nearly all others. With enough
spent a character can be a master duelist, the best
painter in the world, a legendary chef, or even a
dimension-travelling mage. Because of the �exibility
of this system it can �t a great number of di�erent
characters within the same ruleset�there's no need
for Winterweb:Epic!, Winterweb:In Space!, or
Winterweb:Kids In High School! beyond the al-
ternate settings these would suggest. The �Epic� set-
ting would simply assume characters of much higher
Experience than normal, and so on. This is, again,
one of the advantages of the separation of content
and mechanics.

It is important to note that although Experience
is an overall measure of a character's ability it is not
necessarily a measure of overall combat capabilities.

A character with 1,000 Experience spent toward
creating the leanest, meanest �ghting machine ever
would easily defeat a character with ten times that
much but only 500 Experience spent on combat-
related skills. Experience, unlike in many other
games, is not merely a scale from �bad at �ghting� to
�good at �ghting�.

2.1.2 Secondary statistics
Secondary statistics are purchased by �spending� ex-
perience points. Although the experience points are
not technically gone, they are spent. This will be
dealt with in-depth in the experience section, how-
ever, and is not important here. Purchasing sec-
ondary statistics will be dealt with elsewhere, as well.

One other point with respect to secondary statis-
tics is timing of purchases. In short, scores can be
advanced virtually whenever a character has enough
experience to do so. However, there are some rec-
ommendations and one rule regarding this. The one
rule is that no score can be advanced in the middle
of combat or during any other similar situation. The
guideline for advancing scores is "whenever it is ap-
propriate".

In short, learning new things takes time, but some-
times less and sometimes more. It should be noted
that advancing scores does not necessarily equate to
"learning", but that learning must take place before
advancing a score; that is, a character can learn some-
thing and not have a mechanical reference for that
(though it would be unusable in the actual game
during the time there was no mechanical represen-
tation until the points were actually purchased) but
a character cannot have the points before learning
it. Sometimes a character can just pick something
up quickly- a character who had mastered swordplay
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might be able to just pick up an axe and "transfer"
some of the old sword skill into axe skill (that is,
spend some experience points on axe weapon skill)
but a wizard who had never picked up an axe or any
other sort of serious weapon before would not have
the background to suddenly acquire those skills.

2.1.3 Tertiary statistics

Tertiary statistics are those that cannot be purchased
(similar to primary) but that are instead derived from
the secondary tier. One important distinction is that
tertiary statistics are the ones most commonly used
mechanically: making an attack requires looking at
attack%, dodge%, and so on rather than at the
secondary statistics of a character. Tertiary statistics
could accurately be described as a lens through which
the secondary statistics are viewed.

2.2 Formal De�nition Of A Sec-
ondary Statistic

A statistic can be describe as a number2 that is given
meaning by a set of standardized descriptions and
a much less standardized description. A statistic's
score is determined in a number of ways, but most
commonly by purchasing it with experience as a sec-
ondary statistic or as a tertiary statistic. Again, there
are other ways but this book is primarily concerned
with the ones that characters and players will en-
counter msot commonly.

2The correct terminology to describe this speci�c number
is �score�. A score is the numeric representation of a statistic,
most commonly (for Secondary Statistics) a representation of
how much experience was invested in it and subsequently how
powerful it is.

2.2.1 The Statistic block
(Insert a TEX formatted version of the standard
statistic block here... blah, annoyingness. Yank the
one from the CCNB)

2.2.2 Supertypes
To start with, each statistic has a �supertype� that
�ts it into the overall hierarchy of statistics. Think
of any given supertype as a block of statistics related
by some sort of fundamental conceptual similarity.
Although there are many supertypes, the most com-
mon are listed here. Note that this list only includes
secondary statistics. Primary and tertiary, of course,
have similar lists.

• Statistic
The most basic type of statistic is the �plain�
statistic. This typically represents a primary or
tertiary statistic or one of the ability of every-
thing, for example: strength, the character's ac-
curacy in combat, and so forth. A statistic (of
all types, not just the �statistic� supertype) can
be purchased and used based on the 0-99 rating,
see the section on purchasing statistics for more
info.

• Skill
Skills are learned and generally speci�c or nar-
row facets of a character. A weapon skill may
be untrained, but it is quite di�erent from a
statistic-not everything has the ability (maybe
lacking the ability to physically use weapons
or maybe lacking the intellectual capability, or
whatever) to swing a sword or �re a gun. Skills
represent a character's learned ability to �do
something�. For example, a complex martial arts
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style would be a skill, calculus (and math in gen-
eral) is a skill, the ability to hurl magical blasts
of �re is a skill, and so on. The vast majority of
ways to describe speci�c character traits fall un-
der �skills�. Skills are technically broken up into
four sub-types of their own that are all �classi-
�ed� as skills:

1. Skill
This is the �default� choice: any skill with
a type of �skill� falls under this category.
These are most commonly non-combat re-
lated and can be used freely.

2. Combat Ability
Combat abilities are �active� combat skills.
Like the other two �ability� type skills they
must be �equipped� in one of the ten �abil-
ity slots� before they can be used. Using a
combat ability takes the character's action
step for one turn in combat (see the section
on the di�erent steps of combat for more on
this).

3. Passive Ability
Passive abilities are skills that have a con-
tinuous or automatic e�ect but that must
be �equipped� in order for that e�ect to take
place. �Ironskin3�, a passive ability that al-
lows a character to defend against physical
attacks with endurance instead of evasion,
is a passive ability.

4. Reaction Ability
Reaction abilities are similar to combat
abilities, but instead of having an �active�

3Ironskin, and all other examples here, are at the time of
this writing hypothetical. They may or may not make the �nal
cut. If you like the sound of them and they don't: feel free to
make them yourself!

e�ect they are �reactive�. They cannot be
used during a character's �action step�, but
instead take e�ect when a particular condi-
tion is met. For instance, to counter-attack
when an enemy attacks the character.

• Advantage/Disadvantage
Advantages represent an innate �advantage� over
normal characters of the same race, class, and so
forth. An ambidextrous character has the Am-
bidextrous advantage. A character that has an
important and powerful family heirloom (for in-
stance, a family sword) or some other type of
item would have the Personal Item advan-
tage. Advantages might be set on a 0-99 scale
(and most are) or they might also have ��at
costs�. In other words, the advantage might just
have a single up-front cost to pay in order to
gain access to it. The cost is usually determined
depending on the cleverness of the GM.
An advantage might be �redeemed� later for the
experience points spent in it-unlike most statis-
tics, advantages are not necessarily permanent!
However, the experience points regained by this
is only half that of the experience spent-this is
not an e�cient means of storage. Furthermore,
advantages redeemed in this manner probably
ought to have role-playing reasons behind the re-
demption: a character with a super-human sense
of smell that suddenly has �only� a normal level
of olfactory capability with no reasoning doesn't
make much sense. Some advantages simply can-
not be �sold o�� in that manner, however, with-
out signi�cant external intervention.
Disadvantages are the opposite: they are weak-
nesses the character has that the typical char-
acter of that race, class, and training would not
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have. A character that has lost an eye in battle
might be partially blind, or a character might
have only one arm, or a character might have a
really bad temper. Disadvantages are basically
restrictions on the character. However, in ex-
change for being restricted, the character gains a
certain number of points. These are either based
on the 0-99 scale or they have a �at cost.
Like advantages, disadvantages can be �re-
deemed� later-however, instead of getting expe-
rience points back they must be �bought o�� by
spending two experience points for every expe-
rience point gained by the disadvantage. For
instance, a character with a disadvantage that
granted 300 experience points would have to
spend 600 to be rid of it. Like advantages these
can be modi�ed incrementally assuming they
aren't �at-costed. The disadvantage might be
increased or decreased depending on the charac-
ter's desire. Like advantages, changes to disad-
vantages ought to be based in role-playing. A
character that suddenly loses a nasty case of hy-
drophobia right before a long ocean voyage prob-
ably needs a good role-playing reason for this
change. For instance, the hydrophobia might be
�paid o��, but the character's fear of water re-
mains until after the voyage. As always, GMs
should reward the behaviors of players that are
desired and not reward undesirable behaviors.
Finally, some disadvantages are essentially per-
manent. Limbs (usually) aren't going to grow
back just because some experience points were
spent. Likewise, various extra-statistical means
of removing a disadvantage (for instance, us-
ing healing magic to re-grow a lost limb) will
probably fail as well. 10,000 points worth of
Quadriplegia aren't going to suddenly vanish

because someone casts a �cure� spell on the char-
acter. However, spending the experience to �buy
o�� the disadvantage and then using heal magic
might allow a character to re-grow a lost limb or
so forth. The judgment of the GM and players
comes into play here.

• Class4
Insert content here (damnit!)

• Race
A race is a special statistic that describes a
character's physical body. A race determines
the character's general appearance, abilities, and
�place� in the world. The default race, human,
costs nothing but other races can cost additional
experience points to purchase. Many will have
a ��at� cost in addition to a �racial score� that
exists on the 0-99 scale. In addition, many races
have their own racial skills, advantages, disad-
vantages, and so forth. Examples of races would
be human, elf, dragon, orc, and so on. A char-
acter can be any race in theory, but in prac-
tice most characters will be the less powerful
races because starting characters can't a�ord the
amount of experience required to be a dragon or
a demon. Additionally, characters can occasion-
ally be more than one race: for instance, a char-
acter might be half-elven or the character might
have been turned into a vampire. In these cases
the racial characteristics are combined. Note
that not all races are compatible in this way.

4Classes are, at this point, not �nalized. Classes may or
may not exist in the �nal game depending on whether they
add to the game or whether they are instead useless extra
baggage.
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2.2.3 Subtypes
A �subtype� is another description of the statistic. A
statistic can have many di�erent subtypes-each sub-
type describes a di�erent part of the statistic. Al-
though there are theoretically a limitless number of
subtypes, a representative sample will be given here.

• Combat Ability
A combat ability is a skill that can be used in
combat if it is equipped. A combat ability must
be used during the �action step� of a character's
turn.

• Reaction Ability
A reaction ability is a skill must be equipped. It
triggers a certain action under the right circum-
stances.

• Passive Ability
A passive ability is a skill that automatically en-
hances the character's other statistics as long as
it is equipped.

• Skill
A skill is a generic form of learnable statis-
tic. Skills can be nearly anything: knowledge
of chemistry, ancient lore, cooking, pro�ciency
with a weapon, jumping, and more are all skills.

• Magic
This is usually applied to skills or abilities and it
signi�es that the statistic in question is magic-
based. All spells, for example, fall under the
�magic� category.

• Physical
Physical skills, abilities, and so on, are �physi-
cally based�. In other words, they describe some-
thing the character can do: running quickly,

swinging a sword, and so on. Most combat-
oriented skills are physical.

• Mental
Mental skills represent some form of knowledge
the character has. For instance, math or her-
aldry would both be mental skills. Most social
skills also fall under this category.

• Trained
This indicates that the statistic in question re-
quires training to use. In other words, a char-
acter must have at least a score of one before it
can be used.

• Untrained
Untrained statistics, in contrast to trained ones,
do not require any point investment prior to be-
ing used. They can be used as though their score
were �zero�. For instance, all characters can run
so a �running� skill would be untrained-there is
no requirement to invest points into it prior to
using it.

• Sphere 5

A �sphere� indicates the particular statistic be-
longs to a class's �set� of abilities. For example,
a skill that was �Knight Sphere� would be a skill
Knights used.

• Short Spell
Short spells are spells cast in turns. In other
words, the spell charges based on turns. Short
spells are usually quick and easy or combat ori-
ented or similar. The major advantage over long
spells, of course, is the casting time- but in turn
they do not have the same potential for power.

5As with classes, �spheres� may not make it to the �nal
version of this game.
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• Long Spell
Long spells are cast in larger periods of time-
defaulting to �hours�, though sometimes they
can require even �days� to cast-and in turn have
much greater e�ects than short spells.

• Unbound
An unbound statistic does not exist on the 0-99
scale. In other words, it has no natural limit.
Experience would be unbound, for example.

• Flat Cost
A statistic with a �at cost is a sort of cop-out
on the GM's part. In other words, it is one that
could not be �t into the 0-99 scale. The statistic
has a �at cost to purchase (hence the name) and
once it is purchased is totally in e�ect.

• Racial
Racial statistics are those granted by a race and
are speci�c to that race. The ability to �y would
be a racial advantage, for example.

• Constant
A constant statistic is one that cannot be ad-
vanced merely by spending more experience
points. Unlike a �at cost statistic it can be im-
proved (or worsened in some cases) but it re-
quires something special to change it. Most con-
stant statistics fall under the advantage or dis-
advantage supertype.

• Unpurchased
An unpurchased statistic has a score that is not
purchased through experience but it is instead
determined through some other means. How to
calculate the statistic is de�ned on a per-statistic
basis.

2.2.4 Scores

A statistic's score is the abstract representation of
the character's level of ability with the statistic in
question. A score is (mostly) a number from 0 to 99
that is purchased with experience points. There are
some exceptions, but for the vast majority this is the
case.

2.2.5 Prerequisites

A prerequisite, as the name implies, is a set of re-
quirements the character must ful�ll in order to be-
gin putting points in a particular statistic. Note that
once the requirements are met the character can im-
mediately put as much experience into the statistic
as is desired. However, if the character stops meeting
the requirements for some reason then the character
can no longer invest new points in the statistic and,
depending on what caused this, might be no longer
able to use the statistic until the prerequisites are met
again.

2.2.6 Descriptions

Descriptions are the ��avor� of a statistic. Though
unlinked and linked e�ects determine the mechan-
ics of a statistic, the description determines what
the statistic is in-game. Strength is di�erent than
Magic not just in what it does for a character in bat-
tle but in what it represents within the game world.
Furthermore, descriptions are the ��nal arbiter� on
the mechanical e�ects as well: if a character wants to
do something unusual with a statistic the description
can aid the GM in determining whether or not that
is possible.
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2.2.7 Unlinked e�ects
The unlinked e�ects of a statistic are the basic ways
in which the statistic can be used. For example,
Strength (on its own) is used when a character
wants to lift or crush something or otherwise use per-
sonal, physical strength to some e�ect. Note that
the what is described in the �e�ects� section is more
important than any general rule saying a character
can't do something. For example, a skill that allows
a character to break the 99 point cap on a certain
score trumps the rule that says 99 is the limit.

2.2.8 Linked e�ects
Like unlinked e�ects, the linked e�ects describe the
mechanical e�ects of a statistic. However, linked ef-
fects are the result of combining statistics and (espe-
cially) skills6 rather than just the statistics on their
own. For example, a character who wants to use a
counter attack reaction ability must link that with
the Weapon Skill of the weapon that character is
using. The Counter Attack ability would then
describe, in the linked e�ects section of the statistic
block, how the skills were �assembled� and what the
ultimate result would be.

6See the section on linking and chaining in the �Skills� chap-
ter for more information on how this works.



Chapter 3

Combat

This chapter deals with combat�characters tend to
get into �ghts a lot, so it is best to understand how
combat works out in depth. Although combat is by
no means a necessity of character life1 it is assumed
that there will be at least one serious encounter once
every other adventure, probably more like once or
twice per adventure. One thing to note is that com-
bat in this system tends to be a more serious a�air
than in others. It takes a long time to set up and is
intricate in and of itself so quality of combat is prob-
ably more important than quantity of combat. This
was, in part, a conscious decision made with the goal
of moving away from the �hack-and-slash� style of
play that dominates many role playing games.

The phases of combat are the di�erent steps that
each combat goes through, from start to �nish. Each
phase consists of a certain set of steps, and some
phases are repeated. Many of these are fairly obvious,
especially to those who have a lot of experience with
similar games, but nonetheless they will be detailed

1In order to have a sample of how �exible this game system
is I once wrote up an outline for a setting/content/rule-set
in which the characters were politicians and as such would
very rarely (if ever) actually engage in combat themselves. Of
course, others engaged in combat�but on a mass, rather than
individual, scale. In any case, the point is that entire cam-
paigns can be set up in which this chapter is more or less
unnecessary. That's �ne, but it will likely be the exception
rather than the rule.

here.

3.1 Setup
To prepare for combat there are two important ques-
tions to consider: one is �what is the context in-game
in which this combat is taking place and what are
the implications of the context?� The terrain might
be rocky or �at or maybe two opposing sides meet on
opposite sides of a river with only one bridge between
them. While that might seem to be an intimidating
question, it isn't quite as scary once some familiarity
with the system is acquired.

The second question is to determine how the com-
bat will be handled by the players. Essentially: will
the game will be run tactically or not. �"Tactical
combat� is a reference to the grid system that many
people prefer, As a warning: All the information on
this site will be written up with abstracted combat
in mind (in which there is no physical representation
of the combat, but in which it is up to the players
and especially the GM to keep track of everything)
with notes made for tactical combat (ie, ranges and
various things like that).

One �unit� of tactical combat range equals �ve feet
of abstract combat range. Plan appropriately. Use

17
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what works, change what does not. Do not underes-
timate the detail and depth a well run abstract com-
bat can give, do not underestimate the advantages of
the tactical combat mode. My advice as the creator
is to always run in tactical mode except when it is
impossible or impractical. Seeing how many of the
rules center around combat, this is very important.
If you have a di�cult time visualizing combat and
cannot use the tactical rules then either make notes
as to who is in the �melee� and who is to the side-
lines. Finally, in order to avoid confusion, the game
should be run entirely in one mode or another- or let
the players know it will be switching back and forth.

Furthermore, there are even more ways to run com-
bat than the ones that are outlined in this chapter.
As implied earlier, it is even possible to write up rules
for combat in which it is groups of characters rather
than individual characters who are focused on. Or
maybe naval combat rules or a number of other op-
tions. Again, however, these will be assumed to be
the default.

3.2 Terrain
Because of these things one side or the other might be
"surprised" (or perhaps both sides are surprised) or
maybe neither will ever become aware of each other
as one side escapes through stealth. More power-
ful characters and creatures might even be capable
of conducting combat when, for example, in non-
connected rooms of a castle. A powerful Liche (or
other creature with Spirit Sight) might be able
to destroy the walls between rooms or maybe even
teleport through the walls or cast spells that don't
require sight of the targets. With that in mind, it
should be obvious that determining just what consti-

tutes an "encounter" for a particular group of char-
acters or monsters or whatever else is an important
job for the GM.

Smart beings will attempt to use terrain to their
advantage, as will non-smart but instinctively com-
bat aware creatures. For example, a party contain-
ing a powerful mage might try to �nd a narrow area
where a couple �ghter-types could hold o� opposing
forces while the mage prepares to unleash magical
doom. An outnumbered force, similarly, will want
to use narrow terrain to prevent the enemy to avoid
being swarmed; conversely, a numerous force is wise
to draw their opponents into the open and then sur-
round them. This is one of the instances where cre-
ativity can add life to a campaign. Too many battles
take place in a square, featureless room- throw some
curves at the party. Even an inferior force can wreak
havoc on a superior force if the inferior force is pour-
ing burning oil onto them from an unreachable posi-
tion. GMs (and players, too) are encouraged to read
The Art of War, The Book of Five Rings, perhaps
some Napoleon or Genghis Khan2. Get some good
ideas from the greats of history and borrow them.

Of course, conversely, not all characters are tacti-
cal geniuses- in fact, the majority probably aren't.
Likewise, every orc in existence does not know how
to properly execute a feinted retreat into superior
terrain- well, unless the orcs in question are all
trained in military strategy. In any case, none of
this can happen without terrain. As above, what is
the context?

2Although few illusions are had about the willingness of
players to study old Asian manuals on war to get a leg up on
�ghting imaginary battles with their friends...



CHAPTER 3. COMBAT 19

3.3 Awareness
It is important to determine how the various groups
of would-be combatants are set up on the battle�eld.
Rarely do two groups of warriors just line up and
have at each other- at least, rarely do successful ones.
Much of the time, combat begins precisely because
there isn't really anything other than to chop through
the opposition in gruesome fashion. In fact, much
of this game system could be said to detailing the
various ways in which fantasy heroes and heroines
chop through said opposition. But it is important
that any system such as this �rst take care of how the
characters managed to get them into a �x requiring
the swords to be drawn and spells to be readied.

First of all, there is an assumption on the part of
the rules that the GM is going to provide various
things (like a plot- a reason for being "here", wher-
ever "here" is- and some enemies or whatever else)
that lead up to combat and then the system's job to
take over. This section handles the transition.

3.3.1 When one party is aware, the
other is not

This situation often occurs due to some scheme made
on the part of the �rst party. Perhaps the �rst party
is a group of bandits waiting for some juicy prey to
wander into their ambush. Perhaps there's a demon
tracking down the characters with intent to kill one
or all of them. This is the GM's job, again, but once
we get into a situation there are some general things
that can be noted about the situation:

• The aware side will almost surely get the initia-
tive

• The aware side will also often be able to decide

whether the �ght should or should not take place

• The aware side has an advantage and should, if
it is intelligent, work to consolidate and use that
advantage (through stealth, decisive action, or
whatever)

• Because one side has an advantage it can use
that to get into appropriate position, however
the unaware side will be caught in its "march-
ing order" or just standing around or whatever
else. It's important for the GM to keep track of
marching order pre-combat.

3.3.2 When both or neither parties
are aware

This situation often occurs when neither party has
complete awareness, for example: a group of tomb
raiders might stumble on some bandits using the
tomb as a base of operations. The general notes
about this situation:

• Neither side has a decided advantage in deter-
mining when combat occurs (it's up to whoever
can react �rst)

• Note that this might not just occur because both
parties lack sight or warning or whatever but also
occur when both parties have very good aware-
ness or preparedness. As a side note, if both
parties are trying to set up close to each other
it might be wise to move the whole distance be-
tween the two back.

• Both sides might be in their "marching order",
or both might be prepared for anything (in de-
fensive positions), or one side might be caught
o�-guard with the other being prepared.
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3.4 Initiative
Initiative is important as it creates the ordering of
who gets to go �rst and who has to go last in combat.
This method is essentially whole-team turn based. In
other words, each team rolls for initiative and then
the higher of the two rolls gets actions �rst, then
the lower, then the higher again, and so on. This
is handy because it doesn't take many dice rolls to
�gure out the order of combat, but it also can lend
to some silly situations (completely focusing on one
character at a time and killing them while they are
totally unable to do anything about it). The second
version is recommended, but for large combats this
version can save some time.

3.4.1 Initiative one
This is the recommended version of initiative. In-
stead of rolling a per-team initiative, take each mem-
ber of combat and roll a d100 + Agi and the highest
result goes �rst, then the second highest, and so on
until the lowest "initiative" has gone at which point
the round ends and the highest takes action again.

3.4.2 (Variant) Initiative two
The second initiative system is similar to the �rst,
except it allows for additional turns per round. Each
character rolls initiative as per normal, but any result
over 100 allows the character to take extra turns. A
character can take one turn per 100 points of initia-
tive.

3.4.3 (Variant) Initiative three
Blahblahblah, describe the FFT-like system here and
why it sucks for practical use.

3.4.4 (Variant) Speed primary score

Speed (Spd) is an additional primary score like str,
agi, and so on. The default rule-set does not use the
speed statistic because under the two recommended
initiative systems it does not a�ect a great deal of
combat. However, if the second or third initiative
variants described above are in e�ect or if the cam-
paign calls for more focus spent on initiative (for ex-
ample, in a campaign full of assassins where going
�rst can mean the di�erence between "neutralizing"
a sentry or alerting an entire army then speed might
be worth using. The speed score replaces agility in
initiative calculations. Speed may be as expensive as
a full primary statistic (if the virtual real time rules
are used then speed becomes a vital consideration
for every single character just as hit points are) or it
might be only 3x cost or some other number. The
precise value will be up to the individual GMs and
the standard rules set will not be concerned with it.

3.4.5 (Variant) Per-round initiative
rules

While the standard rules make the assumption that
initiative (and subsequently: order of actions in com-
bat) will be determined at the start of combat and
then left as-is, barring various in-combat possibili-
ties, another possibility is to re-order initiative for
each round. This rule is really only relevant for the
per-character initiative rules, the per-team rules can
lead to an aggravation of the problems found in those
rules if a particular side of combat goes second one
round and then �rst the next, leading to two actions
in a row for every member of that team; and these
rules are also (hypothetically) pointless for the vir-
tual real time initiative system. However, as with
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the speed rules above, sometimes initiative should be-
come more of a focus in combat than it is under the
standard system.

The per-round initiative rules are fairly simple: in-
stead of rolling for initiative once, roll each round
and then the highest initiative character gets �rst ac-
tion as per normal. The primary problem with this
system is how to determine the duration of various
e�ects. For example, if e�ect duration is based on
the character the e�ect was created by a "stun" spell
that lasts one turn might not do any stunning at all:
it might take e�ect after the target takes action on
one turn and then end before the target takes ac-
tion on another. This can lead to some unfortunate
situations and should at least be examined before im-
plementing these rules- although it isn't necessarily
something that should never happen. The two al-
ternatives to this are either an "absolute" duration
(that is: note at what initiative value the e�ect came
into being and make it last until that e�ect ceases)
or alternatively to make durations dependent on their
target's initiative if it has one (so 1 turn of stun would
remove precisely one turn from the target, no more
and no less). The �rst solution leaves the possibility
of two or zero turns removed, though the randomness
(and thus, chance of this happening) is reduced. The
second has di�culties with speci�c abilities and ef-
fects that are beyond the scope of these variant rules
to fully address. All of these have problems, but it
is up to individual GMs to resolve them as they will
not be dealt with further here.

3.5 Running Combat
(This one is probably going to be big... not sure how
precisely to do it either...)

3.6 Turns and Rounds

Once combat is set up and initiative (and order of
combat) is determined it's time for the various forces
to actually come into con�ict. The �rst round of
combat can then begin. A combat round is de�ned
as one cycle of turns from the highest initiative to
the lowest. Note that the virtual real time initiative
variant rules don't technically involve rounds. A turn
refers to an individual character's actions in any one
round. In any individual turn, the following steps are
taken (in order):

3.6.1 Spell resolution

If the character is in the process of casting a spell the
character can decide the spell is "ready" and actu-
ally cast it (if the requirements for casting are met,
of course). Once the character decides to cast the
spell, targets are determined and the e�ects worked
out as described elsewhere. If the character decides
to continue charging the spell then the character's
actions are constrained for the rest of the turn. The
character cannot move without losing the spell (note
that certain skills and abilities can aid with this- no-
tably, the "concentration" skill).

If the spell is lost, consult the variant rules on los-
ing control of spells if you are playing by them. Ad-
ditionally, the character cannot take normal action
during the turn at all. Spellcasting requires time and
concentration- unlike in some game systems, spell
casters don't just recite a magical formula and sud-
denly meteors rain from the sky. Spellcasting involves
wrestling with the very forces of the universe- it is not
to be taken lightly.
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3.6.2 E�ect resolution
All e�ects created by the character have their du-
ration reduced by one unless otherwise stated. Any
e�ects that were created by the character and that
have run out of duration (their duration is zero) are
removed.

3.6.2.1 (Variant) Per-round initiative e�ect
duration

Under the per-round initiative model (and possibly
under various other situations) an e�ect's duration
will depend on whoever is a�ected by it, rather than
whoever created the e�ect. In this case, instead
of decrementing (and subsequently removing) e�ects
created by the character in question instead do the
same to e�ects as they a�ect the character. Note
that this might mean a particular spell runs out of
its duration on one character sooner than another.

3.6.3 Acting or holding action
Once the above steps are taken care of, the character
then gains the opportunity to take action. However,
this is not always wise. Sometimes having a high ini-
tiative means either doing something foolish or doing
nothing at all- in these cases, a wise character will in-
stead delay acting. If the character skips the action
step (detailed below) then that character can �slide
down� in the initiative order for this round. By delay-
ing action the character can wait until before or after
the next character's turn or any other participant's
turn.

Note that if the character delays for an entire turn
(the character is the last one in the initiative order
and takes no action, delaying again) then the char-
acter is instead moved to the top of the order for the

next round and all subsequent rounds. That is, if the
character does nothing in one turn then that char-
acter automatically gets a chance to take the �rst
action in the next round. If more than one char-
acter does this (for example, when no characters are
left on the round's standard initiative order but there
are still multiple characters holding action) then they
are all placed at the front of the order in the next
round on the basis of their initiative in that round.
In other words, if character A holds, character B acts,
and character C holds then the characters would take
turns the next round in the order A, C, and �nally
B.

3.6.4 Character turns: movement and
action

A character can, each round, take any two of the
following three actions. In other words, the charac-
ter can do one of the following: move then act, act
then move, move then move a second time (a �double
move� or �run� or what not).

3.6.4.1 Pre-action move

The character has an opportunity to take a move ac-
tion and change position on the battle�eld before tak-
ing any actual actions this turn. The character can
move up to the Mv rate in squares (or �ve foot in-
crements) each move action.

3.6.4.2 Action

The character then gains a chance to act. Action is
a variety of things, most likely the use of a combat
ability (as de�ned elsewhere). If a combat ability is
not used, a non-passive skill may be used. Certain
reactive abilities can also be used as combat abilities
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as determined by the ability in question. Finally, the
character might decide to try to ad-hoc something
not covered in the rules (a pirate trying to kick a lit
barrel of gunpowder into some nearby water might �t
here). The character can also decline to take action
and can instead move on to post-action movement.

3.6.4.3 Post-action move

Finally, the character can then make a move as in the
Pre-Action Move. Note that if the character moved
and acted then this step cannot be taken.

3.6.4.4 (Variant) Multiple action rounds

If using an initiative system that allows a character
to gain multiple actions per round3 it is important to
ensure game balance is maintained. While this can
be done by using a speed primary score it can also
be done by weakening the e�ect of multiple actions.
Under this variant, the �rst action a character takes
in a round is a full turn and each subsequent turn the
character would get due to high initiative is only a
single action rather than two actions. This e�ectively
halves the power high initiative under the second ini-
tiative system and helps maintain game balance.

3.6.5 Turn resolution step

This isn't a step in the strict sense, but anything
that needs resolution will be resolved here. If nothing
requires resolution (and at present nothing should)
then the character's turn ends and the next person
on the initiative order's turn begins.

3Most commonly the �Initiative Two� variant described
above in the initiative section

3.7 When combat ends
Combat ends is when no participants have the abil-
ity and the desire to continue it. If one participant
wants to continue and can, but another does not or
cannot- combat will continue; this includes, for exam-
ple, killing "downed" foes. (At least, if the character
in question is not opposed to such actions!) Some-
times retreat is the best option- so �eeing can remove
the ability for determined opponents to continue com-
bat, or (for certain types of foes) it might also not.
Sometimes all involved decide that they don't really
want to �ght and they can come to a peaceful conclu-
sion to the combat. This is essentially the transition
of the game back into the hands of the GM. One im-
portant note (especially for the players) is that this is
the step that experience rewards are calculated and,
depending on how the GM runs things, they might
also be handed out at this time. However, a full dis-
cussion of experience awards is beyond the scope of
this chapter and will be dealt with elsewhere.



Chapter 4

Skills

4.1 Foreword
Skills make the character. Really.

People like to say that characters are really all
about the role playing and personality and so on,
but skills are what make the character�at least, in
this game system.

See, personality is great and it can even make char-
acters. But skills are what give the characters a con-
text. If there's no need for that context then free-
form works pretty well. But really, skills are very
important. Now: skills can be determined by a char-
acter concept (as discussed in the Character chapter),
but as far as the system is concerned the skills are
very important.

There's nothing worse than a great character con-
cept being held back by an inadequate system. Well,
actually there is. But for the purposes of this chapter
that's what we're going to be assuming.

4.2 What Are Skills?
Skills are what a character knows. Most RPG char-
acters will know a lot about chopping up monsters
with sharp, pointy chunks of metal and there's noth-
ing wrong with that. It's a classic (or cliche) for a rea-

son. But characters can also know ballet, understand
calculus, be olympic swimmers, and so on. Charac-
ters can have hobbies and problems. Characters can
know a lot of things and the game system has a re-
sponsibility to at least attempt to model that.

Skills are a speci�c sub-set of statistics that are
descriptive of a character. Skills don't describe how
hard a character hits, but in what way the character
hits; tertiary statistics describe how hard a character
hits and other, similar things. Skills, though, are
what give a character life within the game.

4.3 Equipping Abilities
Several references thus far have referred to �equip-
ping� abilities, a process that will be explained here.

Abilities di�er from skills or scores in that there is
a limit to the number that can be accessed at any
one time. The in-game justi�cation of this is left
up to GMs1. Perhaps the characters are all robots
with a hardware or software limitation, or perhaps all
�abilities� are in fact spells (and purely non-magical

1The out-of-character justi�cation is that �abilities� are
more directly related to combat and ought to be limited so
that truly disgusting characters who have every combat abil-
ity in the game at 99 don't get to just run everyone over with
disgusting skill chains.
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combat abilities would be skills) and thus equipping
abilities would be like �memorizing� spells in certain
other systems. Perhaps, although a character might
be master of several di�erent styles of martial arts,
only a certain number of abilities are available at the
level of recollection required to use them in combat.
In any case, the standard rule is that by spending an
action �bringing them to the surface� (so to speak)
a character can re-con�gure an ability slot to �t a
new ability. Note that this has implications for pre-
combat setup as well! Wise characters attempting to
pull o� an ambush might notice if situation isn't pre-
cisely what was expected and thus decide to readjust
their abilities- though watch out that things don't get
out of hand during the readjustment!

As far as the actual process, up to ten2 abilities can
be equipped at any one time; note that this means
it would take ten turns to completely re-con�gure
a character's abilities, although usually a large shift
in ability emphasis could be done with fewer turns
taken.

4.4 Chains3 and Links
A �link� is a way to describe that two scores should
be connected in a particular fashion. A �chain� refers
to a set of two or more linked scores (any number
of separate things can be linked together, so long
as all links are legitimate as de�ned by the indi-
vidual skills/abilities). Earlier on, a �<~� notation
was used to describe �substitute the lower of the two
numbers�- what is being described to there can be

2For Development Purposes: Five? It seems 5-10 seems to
be the most reasonable default, although starting at 4-6 and
putting heavy emphasis on "extra ability slot" skills might be
appropriate.

3Note: an o�cial template for writing chains should be
created. Using the ~> thing just doesn't work.

formally called a �chain� between the linked scores.
All chains follow two basic premises:

• They enable a combining of abilities, scores, or
skills in a bene�cial way- for instance, a particu-
lar sword technique must be linked with a sword
skill in order to use it or a spell might be linked
with the area magic ability to give the spell an
area of e�ect rather than making it single-target.

• A chain also requires the worst score in those
linked be used for the calculation of the e�ect,
so for example: a character with a firestrike
score of 40 and an area magic: 2 score of 35
would have an e�ective score 35 for the fire-
strike+area magic: 2 chain.

That is essentially the basics of chains, but in practice
links and chains can be both complex and impres-
sive. A particularly clever spell chain might produce
some deadly results (firestrike linked to the area
magic and residual burn abilities can leave large
patches of dangerous terrain to cause a great deal
of collateral damage, for example) although it would
require keeping multiple scores within close point val-
ues of each other. An easy way to remember what
score to use as the whole chain's score is that, as in
real life, a chain is only as strong as its weakest link.

Furthermore, there is a sort of "inverse link" which
has the �~>� notation. This one is the opposite of a
link and chain: the greatest, rather than the least,
score is used.

A set of statistics that is �linked� together is for-
mally known as a �chain�. Chains are treated just like
individual statistics and skills�they could be consid-
ered virtual skills with their own score and �unlinked�
e�ects.
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Note also that there are two types of link, although
for a large part these types are irrelevant. Linking
�to� another statistic means that statistic (the �linked
to� statistic) is the one that forms the base of the
resulting chain. Linking �from� another statistic is
merely the other end of the deal. Consider an ex-
ample where Skill A links to Skill B, Skill B would
subsequently be linked from Skill A. This is impor-
tant in certain cases where there is some confusion
over what the resulting chain actually does. For ex-
ample, a weapon skill that is linked to another
skill would merely enable that skill to be used with a
weapon. A weapon skill linked from another skill,
in contrast, would use the weapon skill's �default at-
tack� to make attacks and would be enhanced by the
linked skill. Furthermore, both the weapon skill
and this enhancement skill could link to a third skill
that would be used as the core of that chain. Finally,
as implied by those examples, only one piece of the
chain can be the core, or the �linked from� statistic4.

4.5 �Magic Formula� for Cost
Determination

The calculation of statistics for the various statistics
can become di�cult. Trying to create a villain who
begins "life" as an extremely powerful character with
lots of experience points, treasure, and so forth can
be extremely complicated. The most di�cult part
depends on getting all of the statistics right. While
at �rst the method of just adding the next level's
cost on and going from there might seem very simple
(and it is under the conditions it was designed for-
relative growth from "nothing") it is very di�cult to

4However, hypothetically, a chain could perhaps be linked
to another statistic or something like that. This will have to
be determined later, most likely.

pull numbers out of thin air and have them mean
something. However, thanks to the power of modern
mathematics there is a solution:

n(x2/2 + x/2)

Where n is the cost multiplier of the ability and
where x is the desired level of the ability. Note that
this formula assumes the ability is starting from zero.

I'm sure some of you are saying "You can't honestly
expect me to remember THAT!" or already reaching
for the "close window" button.

Yes: I do expect you to remember that, or at least
to run numbers through it. It isn't so strange a for-
mula. Many game systems (including D&D 3.0) use
this same formula, except they don't tell you about
it. For instance:

1000(192/2 + 19/2)

Which happens to equal 190,000. If that number
looks familiar but you can't quite place it, let me clue
you in: It's the precise amount of experience required
to reach character level 20 in Dungeons and Dragons
3rd Edition. Go look it up if you don't believe me.
But instead of giving you a formula they give you a
chart. How many of you out there have that chart
memorized? You don't need to answer, it's a rhetor-
ical question.

While making (or memorizing) a chart from 0-99
might be impractical, the formula works in all cases-
it just takes a bit more time. Yes, it probably requires
a calculator. That's just how it goes.

So with that in mind, it's going to be taken ax-
iomatically that if you are still reading you are �ne
with this formula. Don't worry; for the most part it
won't be needed.
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One thing to note is that the above formula only
works when the starting value of the statistic is zero,
that is: it only works for a freshly created character
or statistic. However, another formula can come up
with the number for a statistic given any starting
statistic:

n(x2/2 + x/2− y2 − y/2)

The variables are the same as the above, but y
is the starting value of the ability. If you're care-
ful you'll notice that if y=0 then the second part of
the formula (the part that separates this one from
the earlier one) comes out to zero. That's where the
above formula comes from. In e�ect, this formula is
"cost to reach x minus cost to reach y".

Now, as an example, let's say strength has a x7 cost
for a hypothetical "basic character" and we want to
�gure out how much experience 10 strength (the
starting value) costs.

7(102/2 + 10/2)

So by that formula the �nal result is 385.
As a side note, this means that for a character with

"even" stat bonuses (that is, all of the primary statis-
tic modi�cations equal zero when added together)
that means the character begins with 2310 experi-
ence, given all six stats start at 10.

Misc. interesting numbers:

• The number of experience points it takes to bring
a 1x cost skill from 0-99: 4,950.

• The number of experience points it takes to take
all 6 primary scores to 99 points at 7x cost:
207,900 experience.
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Characters

Characters are what, as players, most readers will
be spending the majority of their time involved with.
A �character� is a player's in-game �persona� or
�avatar��although this avatar need not be identical
to the play or, indeed, anything like the player!

5.1 Foreword

5.2 Starting Experience and
Skills

5.3 Concept
A character's concept is perhaps one of the most sin-
gle important things about that character. A concept
is, in a way, what drives all other parts of character
creation. Establishing a concept is important in that
it lets you determine what you want and what you
do not want for your character- even assuming the
content provided can be used to assemble the con-
cept into a character. And if the content provided
doesn't have rules for what you want to know? It's
important to realize that early on and thus to either
scrap the concept or to write up the content required
to bring it to life.

5.3.1 Why concepts matter

I know some people out there are looking at this say-
ing �Establishing a concept? That's for those so-
called 'role players', we don't go for any of that�.
Well, there's some truth to that: a character's per-
sonality, history, race, class, appearance, etc are all
determined by concept. However, even for characters
which lack those things (pure �numeric characters�)
there is still a concept. �A damage sponge/tank� is a
concept, even if it doesn't involve much role playing.
And if you're building a character just to goof around
with your friends on a Friday night? Well that's a
concept too! The concept there is �A character that
is fun to use but not too involved�.

In order to establish a character's concept, it is also
important to consider what sort of �world� the char-
acter will exist in. What is the technology level? Are
there guns available? If there aren't, then a character
with a gun is probably right out- if there are, then a
character without a gun might be at a disadvantage.
It is important to understand how the character will
interact with the world, with the GM, and also with
the other players. Building a character that doesn't
�t with the rest of the group might not be bad- but
building a character that actively disrupts the players
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surely is. This is why care needs to be taken when
designing characters.

5.3.2 Some general �concept� ques-
tions

5.3.2.1 �Meta�, or �player� concerned ques-
tions

• Is the game �serious� or �light hearted�?

• Is �role playing� emphasized?

• What general power level are the other character
concepts? (Characters designed with �high fan-
tasy� designs generally don't get along so well
with more gritty or �realistic� characters.)

• How much min/maxing will the others do?

• What will the balance of combat vs. non-combat
encounters be?

5.3.2.2 �History� questions:

• Where did the character come from?

• What sort of family does the character have?

• What sort of friends does the character have, or
what sort would the character want?

• Similarly, did the character have any friends or
acquaintances of note from before the current
group?

• How did the character end up taking part in the
campaign?

5.3.2.3 Common ground between the charac-
ters

Many groups or parties have little or no reason to
be together, making the job of the GM much trick-
ier and generally making friction between the party
members inevitable. Having commonalities between
the characters can help reduce unnecessary friction.
The following are some good common links between
the characters, though others are certainly possible.

• Shared goals or ideals

• Shared histories/family/etc

• Similar (or identical) employment

• Shared race or training/class

• Shared misfortune

5.4 Races
Once a character's concept is �lled out selecting the
correct race is next in line. Sometimes selecting a
race will be dictated by the concept, sometimes it's
chosen for di�erent reasons, and sometimes races are
picked for their mechanical advantages. In any case,
choosing a race is one of the few pieces of the sys-
tem that (more or less) cannot be undone. Baring
essentially divine intervention or radical science: a
character's race is permanent. With that in mind,
although a character's race can sometimes be an ob-
vious choice it is important to keep in mind that a
race is a choice that can only be made at character
creation.

Actual races will not be discussed here- look to the
Content sections of the individual settings for those-
but a brief overview of what goes into selecting a race
will be.
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One of the advantages of races is that, since
they're permanent choices, they can often include big
changes in the overall character. From a Mystic's
�virtual statistics� to a robot's mechanical might1,
a race can encompass many fantastic and powerful
advantages- or, again, maybe the character is more
designed toward the �exibility in humans. One other
thing to note is that races are one of the most im-
portant things for GMs to get �right� in order for the
game world to be consistent. It's hard to have Lord
of the Rings style epic fantasies when one of the
characters is a cyborg with laser cannons strapped
on.

In order to select a race, �rst a general �up-front�
cost must be paid. This cost includes setting statis-
tics to a certain level or the cost of increasing a char-
acter's physical size (the cost of this should probably
be discounted slightly) and also paying for the ad-
vantage of having permanent special abilities. For
some races, this means they will be not purchasable
at character creation 2� however, with the GM's per-
mission, a character might begin as an �immature�
form of the race- not even having the basic racial
characteristics fully developed. It is also important to
note that some races might have some points in their
starting racial characteristics which would drive the
cost up further. This can be reconciled in a number of
ways, but sometimes it is less reasonable than others-
dragons grow from hatching to full-grown status over
the course of thousands of years, so an immature
dragon character would likely stay that way through
most of the campaign unless the rest of the characters

1See Saga Frontier, an old Playstation game by Square,
if you don't know what I'm talking about here.

2That is: they cost more than the 5,000 experience points
available after buying all statistics up to 10. 5,000 is the �core
content's� starting experience, at least: at the time of this
writing

(not to mention the campaign setting itself) could
survive through that growth period. Once the race
is paid for, the various racial skills and abilities open
up for purchase and the baseline racial bonuses take
e�ect. Note that sometimes these racial �bonuses�
also remove abilities- as with the case of Mystics and
the Strength, Agility, and Vitality scores.

5.5 Classes3

Once a character's race is selected, the next step in
the process is to select a class and purchase skills and
abilities. A character can choose to skip class selec-
tion and just go straight to the skills and abilities, but
classes are often a good �deal� as they let the char-
acter have access to a number of skills or abilities at
discounted cost in exchange for �bulk� purchase.

Classes might sometimes have an �up-front� cost,
as with races, in addition to the cost of purchasing
the class super-skill. However, most of these are the
"advanced" classes which are not available at charac-
ter creation anyway.

5.6 Statistics
Statistics are not the most important part of a char-
acter, but they are the part this system is most con-
cerned about.

5.7 Putting It Together

3Classes may not be used in the �nal version.
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Chapter 6

Introduction To The Core Content
Net Book

6.1 Notes To Self
Devise some way to get the statistic block to display
correctly. This is gonna be blah-and-a-half. It will
probably require using TEX or LATEX typesetting...

Primary and Tertiary Statistics
Secondary Statistics

6.2 The Standard Statistic
Block

All statistics follow this format:

(Name)1

(type: Statistics, Skill, Advantage, Class,
Race, Disadvantage, etc)
(subtype: Combat Ability, Reaction Abil-

ity, Passive Ability, Skill, Magical, Physical,
Mental, etc)

1This is the proposed statistic block format... Note that
this is a �Subsection*� rather than a �Subsection�, in �noun�
style.

Score: (insert cost�for example �7x cost�, the
score's �at cost if it has one) (insert default value,
if any)
Prerequisites: (insert prerequisites here)
(description)

Unlinked E�ects2

(unlinked e�ects)

Linked E�ects

(linked e�ects)
For example, let's look at the Weapon Skill statis-

tic:

Weapon Skill
Skill
Physical, Untrained
Score: 3x cost (Note: Variable cost, 3x is default

but some weapons may cost more or less)
Prerequisites: None (Some weapons might re-

quire certain knowledge before their skills can be pur-
2This is a �Subsubsection*�, for now...
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chased. For example, understanding �rearms is a pre-
requisite to actually using them�this understanding
can come due to cultural exposure or training, but
it must be obtained. This is true for any weapon,
but those that are unusual within a given setting are
worth examining carefully.)
Weapon Skills are used to determine the level

of ability a character uses a particular weapon with.
Eachweapon skillmust be picked for an individual
weapon. Weapon skills are indispensable for the
combat-inclined.

Unlinked E�ects

An unlinked weapon skill is used to make a default
attack. The weapon's skill improves the chances to
hit and determines weapon damage based on the fol-
lowing formulas. The �rst formula determines the
attack% (or chance to hit) with a given weapon.
�WeaponSkill� is the weapon skill's score, �External-
Bonus� is the external bonus given by other sources.

(WeaponSkill + Agi)/2 + 40 + ExternalBonus

Weapon damage is calculated by the following.
�WeaponPower� is the weapon's power bonus linked
with the relevant primary score (usually strength�
determined on a per-weapon basis), �WeaponBonus�
is the weapon's bonus damage, �SkillBonus� is the
bonus as determined by theweapon skill (typically
+1 bonus per 10 points in the weapon skill's score).

WeaponPower ∗ (WeaponBonus + SkillBonus)

Linked E�ects

Weapon Skills are often linked to certain tech-
niques in order that they might be used with the

weapon in question. When linked to any other skill
or ability a weapon skill grants the character use of
that chain with the weapon in question.

If linked from a skill or ability, a weapon skill can
be used to make a normal attack with the subsequent
chain.
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Primary And Tertiary Statistics

7.1 Primary Statistics1

Experience, dealt with in PNB, is the only primary
statistic that this

Experience (Exp)
Statistic
Untrained, Unbound, Unpurchased
Score: Special (See Below)
Prerequisites: Must be capable of gaining expe-

rience
Experience is the core of all characters. Expe-

rience is a measure of, literally, how experienced
the character is. Exp is spent to purchase secondary
statistics and, as such, forms the basis of character
power.

Unlinked E�ects

Experience has two components, �expendable� Exp
and �total� Exp. The �rst is the total Exp minus the
amount of points spent thus far by the character. To-
tal Exp is the total number of points gained by the
character. Whenever a character spends points in a
skill they should be subtracted from the expendable

1Should be placed in the statistic block.

Exp and whenever a character gains points (for ex-
ample, by defeating enemies in combat) they should
be added to both components (in other words, added
to total which subsequently increases the un-spent
points). For example, a character with 15,000 to-
tal experience who has spent 13,500 Exp thus far
would have 15,000 total and 1,500 expendable expe-
rience.

Linked E�ects

None

7.2 Tertiary Statistics2

Hit Points (HP)
Statistic
Untrained, Unbound, Unpurchased
Score: Special (See e�ects for calculations)
Prerequisites: Must have a Vitality score3

2These should be stuck into the statistic block
3Note that anything without Vit but that would have HP

would have its own custom pseudo-HP to replace this statisitc�
notably, physical structures would have something like Struc-
tural Points that are determined by the material used to
create it and the mass of the structure.
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Hit Points measure a character's ability to ab-
sorb blows, withstand punishment without serious
injury, and survive various other physical hardships.
Any character without an HP score has no physical
form at all.

Unlinked E�ects4

Hit Points are one of the most important scores
a character has. Any time a character is attacked
it is HP that are the default place the damage is
subtracted from. For instance, a character who had
150 HP being struck by a sword for 30 damage would
have 120 HP post attack. When a character's HP
is dropped to zero by an attack that character falls
unconscious5.

HP is technically made up of two separate sub-
scores: the maximum HP, which rarely changes and
is determined by the formula below, and current
HP. Current HP is what su�ers when a character
is attacked and what is restored when a character
is healed. Current HP can never exceed maximum
HP and never drops below zero (any excess damage
causes LP damage instead).

Formula for determining maximum hit points:

V it ∗ 10 + 50

Note that HP is capped at 999 total. This cap can
be removed by certain skills.

Linked E�ects

None.

4This is a �Subsubsection*�, for now...
5Or is in danger of falling unconscious, depending on what

i �nally go with...

Magic Points (MP)6

Statistic
Untrained, Unbound, Unpurchased
Score: Special (See below)
Prerequisites: Must have a Magic score
Magic points are a representation of a character's

reserves of magic. They are used to cast spells and
to use other magic-driven abilities. Each spell cast
requires the expenditure of a certain amount of MP.

Unlinked E�ects

Magic Points are spent upon completion of a spell
and when the character runs out of MP (or has so
few that casting the spell would reduce the charac-
ter to fewer than zero) no spells may be cast. Note
that a character can voluntarily reduce the MP cost
of a spell (subsequently reducing its e�ects) as long
as that does not reduce the cost to less than the min-
imum MP to cast rating.

Like HP, MP has both a maximum and a current
component. Current MP cannot be reduced below
zero as well. The maximum MP is 999 and deter-
mined by the following formula.

Magic ∗ 10 + 10

Furthermore, every round in which a character
does not expend MP and does not charge any spells
that character regains a number of MP equal to the
character's Magic score7.

6May not be included in the �nal system. Their range has
not yet been determined (should be 0-99 or 0-999, more likely
the latter due to the other things).

7Not sure if this is in the game yet, MP might regenerate
more slowly or not at all...
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Linked E�ects

None.

Energy Points (EP)8

Statistic
Untrained, Unpurchased
Score: Special (See below)
Prerequisites: (insert prerequisites)
Energy Points measure a character's present

state of physical exhaustion. When a character's en-
ergy points are at maximum the character is not tired
at all, when they reach zero the character falls uncon-
scious from exhaustion. EP are spent to use special
abilities and are also drained by certain attacks.

Unlinked E�ects

There are two components to EP, a maximum EP
and a current EP. If the current EP ever falls be-
low one the character in question is knocked uncon-
scious9. This does not cost the character LP, but if
the character is subsequently attacked then both LP
loss (as per normal) and HP loss (also as per normal,
but with zero evade% as per helplessness) occurs.
If the character is reduced to zero HP then standard
unconsciousness takes over.

EP is calculated by the following formula10:

(Wil + V it)/2

Energy points are restored at a rate per round
equal to 1/1th the character's total EP. Like MP re-
generation, EP does not recover in a round in which

8May not be included in the �nal system. I'm thinking not
as it's pretty arbitrary... Who knows, though.

9Or is in danger of it, depending on the rules used...
10At least, currently...

the character expended energy points.

Linked E�ects

None.

7.2.1 Magic Accumulation (MA)11

Magic accumulation is the number of MP that a
character can spend on a spell per turn charging the
spell. For instance, with a MA of 60 the character
could �charge� 60 points of MP per round. Such a
character would, after two rounds of charging, be able
to cast a spell with a minimum MP cost of 120 or
lower, 120 MP (or fewer, at the caster's discretion�
to the minimum MP to cast of that spell) would be
expended. Furthermore, the spell's damage and hit
rate would be improved over a one-turn casting.

Attack% (At%)
Statistic
Untrained, Unpurchased, Unbound
Score: Special (See Below)
Prerequisites: None
Attack% is used when a character is trying to

attack someone or something.

Unlinked E�ects

In order to determine the chance for success of a stan-
dard attack take the attacker's attack% minus the
defender's evade%. For example, an attacker with
75 attack% attacking someone with a 20 evade%
would have a 55% chance of landing a blow for dam-
age.

Although attack% is technically limited by the
99 point maximum (no attack can exceed 99% to hit,

11This can likely be ditched for straight Magic instead
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there is always a 1% chance of failure) the internal
calculations are not limited in this manner. In other
words a character with 130 attack% hitting a char-
acter with 40 evade% would have a 90% (rather than
59%) chance to hit. However, if the same character
attacked someone with only 10 evade% the 99 point
maximum would come into play and the character
would only have a 99% chance to hit.
Attack% is calculated based on the following for-

mula. �WeaponSkill� is the relevant weapon skill's
score, �ExternalBonus� is the external bonus given by
other sources.

(WeaponSkill + Agi)/2 + 40 + ExternalBonus

Linked E�ects

None

Magic% (Mg%)
Statistic
Untrained, Unbound, Unpurchased
Score: Special (See below)
Prerequisites: None
Magic% measures a character's ability to �con-

nect� with spell attacks (whatever �connecting� may
be). Magic% is highly modi�ed by what spell is cast.

Unlinked E�ects

While many physical spells will easily have Magic%
values into the hundreds, non-damaging spells will
typically be in the lower ranges (i.e., 30-80%). Like
attack%, magic% is modi�ed by an avoidance score
and cannot exceed 99% success rate. The formula to
calculate Magic% is as follows.

Cha/2 + MPSpent/4 + SpellBonus

MPSpent is the number of Magic Points spent
on the spell in question and SpellBonus is a pre-
determined number (usually between 0 and 50) that
each particular spell determines. Like At%, targets
get a chance to avoid the e�ects of spells. How-
ever, each spell uses a di�erent one of Rs%, Ev%,
or Ed% to defend against. Which one is deter-
mined by the spell in question. Rs% generally
defends against purely magical attacks (especially
mind-a�ecting ones), Ev% against most physical at-
tacks, and Ed% against those that attack the char-
acter directly.

Linked E�ects

None

Evade% (Ev%)
(type)
(subtype)
Score: (insert cost)
Prerequisites: (insert prerequisites)
Evade% is used to enable characters to avoid

physical blows, most commonly attacks from ene-
mies.

Unlinked E�ects

A character's evade% is subtracted from enemy
characters making physical attacks for the most
part and it is also used to avoid traps and vari-
ous other hazards. With traps, the trap will have a
base attack% depending on the trap's e�ectiveness
from which the character subtracts evade% from.
Evade% is calculated by the following formula12:

12A variant would use (Agi+Spd)/4, though that puts more
emphasis on Spd...
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Agi/2 + bonuses

Linked E�ects

None

Endure%

Statistic
Untrained, Unbound, Unpurchased
Score: Special (See below)
Prerequisites: (insert prerequisites)
This statistic measures the ability to absorb and

sustain blows like falling rocks, falls, and other meth-
ods of physical damage (including poison) that can-
not be dodged. Like Evade% this one should be 0-
50%.

Unlinked E�ects

(unlinked e�ects)

Linked E�ects

(linked e�ects)

Resist% (Rs%)

(type)
(subtype)
Score: (insert cost)
Prerequisites: (insert prerequisites)
Resist%measures ability to withstand magical as-

saults, especially ones that attack the mind. Rs% is
another 0-50% scale.

Unlinked E�ects

(unlinked e�ects)

Linked E�ects

(linked e�ects)



Chapter 8

Secondary statistics

8.1 Spellcasting

Spellcasting in this system is di�erent than how most
people are used to. The primary limitation on a
mage's ability to throw around magic isn't some ar-
bitrary number of magic points1 or number of spell
memorizations but rather time. Casting spells is all
about grabbing onto the reigns of the universe�you
don't just snap your �ngers and magic happens. Not
mostly, at least.

Furthermore, some spells take more time than oth-
ers. Throwing �reballs around generally doesn't take
a lot of time (primarily because mages have �ne-
tuned that sort of magic to be quick�those that didn't
ended up in the bellies of various large creatures with
disturbing frequency) but destroying a castle wall
with an earthquake might take a full day.

1Although the default system does, at this point, include
MP.

8.2 Combination/Cooperative
Skills2

Combinations are essentially chains of skills that are
distributed across characters. Additionally, coopera-
tive skills are separate in that they are actually indi-
vidual skills that are purchased with pre-requisites to
the ones they are based on. Each combination skill
is actually a variant on one or more other skills and
�adds� that skill to a combination. For example:
(type: Statistics, Skill, Advantage, Class,

Race, Disadvantage, etc)
(subtype: Combat Ability, Reaction Abil-

ity, Passive Ability, Skill, Magical, Physical,
Mental, etc)
Score: (insert cost�for example �7x cost�, the

score's �at cost if it has one) (insert default value,
if any)
Prerequisites: (insert prerequisites here)
(description)

Unlinked E�ects

(unlinked e�ects)
2Combinations are not supported in the Core Content. The

rules are only provided here as a framework for additional con-
tent and for the sake of completeness.
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Linked E�ects

(linked e�ects)

8.2.1 (Variant) Skill-less cooperation
If the content is designed with combinations in mind
then it can include rules for cooperative chaining
of skills. Under this model the �cooperative skills�
would be built into the originals. Note that this
means the resulting skills are more useful and as such
should be priced accordingly.

8.3 The Six Primary Scores3

The following six statistics are the �primary scores�
for characters. Each of these is a representation of
some basic character capability.

It is important to note that, although with training
the six primary scores can be improved they are sepa-
rate from all others in that they measure the natural,
generic capacities of a character. Although someone
might be able to develop a certain sword technique
or spell through hard work it is much easier with for-
mal instruction- either through that of a mentor or
through a book or through any number of external
guides.

Although these six statistics can certainly bene�t
from external advice (a particular training regimen
to increase agility, for example) they can all be de-
veloped just by putting concerted e�ort into their

3Not to be confused with �Primary Statistics�, the �Primary
Scores� are �Secondary Statistics� that are fundamental to all
player characters. Confusing? Yes. It helps to think of them
as �strength, agility, vitality, magic, willpower, and charisma�
and the rest of this document (and others) will do their best
to use that terminology. Another way to think of it is that
these are �primary� within the PNB, whereas the �Primary
Statistics� are more important for the GMNB and the setting.
Eventually a replacement term should probably be invented.

development. This is especially important to note in
the case of magic: by the basic scores, magic is not
an exclusive trait or some inborn talent that only cer-
tain people or certain bloodlines can harness. Each
person has the capacity for spellcasting and if one
naturally has a bit more? Well, that doesn't matter
a great deal in the long run. Now, training to cast
magical spells is another thing- like sword training,
this stu� doesn't just pop into people's heads.

Strength
Statistic
Untrained
Score: 7x Cost, Default: 10
Prerequisites: The character's race must have a

strength score (that is: it must be corporeal and
capable of movement)
Strength is the general measure of a character's

physical capability both in bursts of activity (for ex-
ample: combat) and over time (for example: a forced
march). High strength generally indicates both of
these characteristics, while low strength indicates a
lack of them.

Unlinked E�ects

Strength allows a character to interact with the
world physically. Strength allows a character to do
just what the name implies: lift things, push things,
bend them, carry them, and so forth. A character can
try to use strength for anything �strength� would
be used for; the target number of the strength
test (Strength score + 1d100 roll) is set by the GM
based on the di�culty of the task at hand. Note
that a strength score of one (or an agility, vi-
tality, magic, will, or charisma sore of one) is
enough to do many strength-related activities and



CHAPTER 8. SECONDARY STATISTICS 41

is not a sign the character is incapable of physical
activity. Technically the character could perform
any strength-based task that required a 101 roll or
less. Characters who are weaker (that is: who would
have sub-1 level strength) can take disadvantages
to weaken themselves further.

Linked E�ects

When linked to other skills or statistics strength
enhances them. For instance, strength increases
damage done by most weapons.

Agility
Statistic
Untrained
Score: 7x Cost, Default 10
Prerequisites: The character's race must have

an agility score (must be corporeal and capable of
movement)
Agility measures a character's capacity for quick-

ness and precision, especially under chaotic situa-
tions. While characters with low or medium agility
scores would be able to unlock a jail cell with ease (as-
suming the correct keys are available) it would take
a character with a much higher agility to do it while
hanging upside-down, with only one hand, while tak-
ing archer �re.

Unlinked E�ects

Agility increases the character's quickness in com-
bat (as measured by initiative) and it also increases
accuracy with weapons and the ability to dodge en-
emy attacks. Agility is primarily useful whenever
�ne motor skills are required. A character walking

along a narrow surface would be an agility-based
action, as would juggling or catching a thrown item.

Linked E�ects

When linked to other skills or statistics agility en-
hances them. For instance, agility improves the dam-
age done by most ranged weapons.

Vitality
Statistic
Untrained
Score: 7x Cost, Default 10
Prerequisites: The character's race must have a

vitality score (must be living)
Vitality is a measure of physical toughness both

in terms of strength reserves and in ability to with-
stand damage and assaults. A character with high
vitality will be able to sustain multiple blows
from lesser opponents�a character with low vital-
ity should probably stay out of reach of even weak
enemies.

Unlinked E�ects

(insert e�ects)

Linked E�ects

(insert e�ects)

Magic
Statistic
Untrained
Score: 7x Cost, Default 10
Prerequisites: The character's race must have a

magic score (must be capable of using magic)
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Magic represents a character's capacity for work-
ing with energies of arcane (or otherwise) origin.
Magic is not a representation of either intelligence
or knowledge (the former is a function of the charac-
ter's personality itself and the latter being dictated by
what skills the character has purchased) but rather
the strength of the character's spells and similarly
magical e�ects.

Unlinked E�ects

(unlinked e�ects)

Linked E�ects

(linked e�ects)

Will
Statistic
Untrained
Score: 7x Cost, Default 10
Prerequisites: The character's race must have a

Will score (must have free will)
Will measures a character's self re�ection, ability

to withstand mental punishment, and general mental
fortitude. Characters with high will scores can with-
stand extensive magical assaults (especially charm-
type spells) or grueling conditions. Characters with
low will are easily in�uenced and easily fatigued.

Unlinked E�ects

(unlinked e�ects)

Linked E�ects

(linked e�ects)

Charisma

Statistic
Untrained
Score: 7x Cost, Default 10
Prerequisites: The character's race must have a

Charisma score (must have free will)
While willpower is a measure of internal men-

tal fortitude, charisma is a measure of a character's
external mental presence. Grace, the force of magi-
cal attacks (especially those that include mental as-
saults), the ability to in�uence others, and a general
social bearing. High charisma characters can easily
in�uence others whereas a low charisma character
�nds in�uencing others di�cult- not necessarily due
to some like or dislike (a high charisma character
might be disliked- just irresistible) or other external
views on the character, but rather the character's own
charisma.

Note that a character with low charisma is not
necessarily reclusive. Charisma measures a char-
acter's ability rather than a character's desire. A
character can have a high charisma and still be an-
tisocial, or the reverse: a character can have a low
charisma and be extroverted. The �rst type is the
kind of character who others �nd distant and per-
haps controlling (but e�ective) whereas the second
type generally ends up either laughed at or outcast
due to repeated social ineptness.
Charisma additionally is useful when trying

to exert control over others through spellcasting�
especially in the areas of �charm� and similar magic.

Unlinked E�ects

(unlinked e�ects)
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Linked E�ects

(linked e�ects)

8.4 Variant Additional Scores

8.5 Miscellaneous Secondary
Statistics

8.5.1 Life Points (LP)
How much serious injury a character can sustain be-
fore actually dying? Characters that lose all their
hit points are knocked unconscious and begin to
lose life points- when life points run out then
that's it, the character is dead. Although there are
even ways to bring back the dead (perhaps through
twisted science, evil necromancy, or even divine resur-
rections) they are certainly not something that char-
acters just throw around as easily as in other games.
The most desired one (a resurrection fueled by dei�c
power) requires giving an extremely powerful, inhu-
man being a reason to bring the character back to life-
not something easily accomplished. Life points are
one of the rare exceptions to the 0-99 scale: four life
points would be a low total, ten would be high.

8.5.2 Movement (Mv)
This is how fast a character is on the battle�eld. Even
a quick (high-agility) character might not be able to
run fast, and even the fastest character might get
bogged down with heavy equipment. This is mea-
sured in 5'x5' "squares", so a character with 6 move-
ment (about average) would be able to move either
six squares or thirty feet per round, depending on
the system of combat used. Like life points above,

movement is another exception from the 0-99 scale:
four is a low number, eight a high number.
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The Core Setting Net Book
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Chapter 9

Introduction

9.1 Notes To Self
Should this even be a part of the book? Can the
setting be rolled into �content�?

Possibly, possibly not. Perhaps it should be in-
cluded not because it needs to be to make the game
playable but because it is a good demonstration.
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The Game Master's Net Book
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Chapter 10

Introduction to the Game Master's
Net Book

10.1 Forward to the GMNB
This book is designed to introduce the various con-
cepts of this game system to game masters- the people
who actually run the game and arbitrate the rules for
the players.

10.2 Notes To Self
Include a breakdown on spell skills and abilities into
their base components- suggested breakdown:

• Spellcasting Skill: grants the character the abil-
ity to charge spells and cast them

• Range Skill: improves range

• Area Skill: improves AoE

• Target Skill: one target or one square or "self"
or something else

• Damage Type Skill: determines what type of
damage the spell will do (also what sort of
evade%/resist%/endure% and def/magic def is
used against it)

• Magic% Skill: determines how much base
magic% the spell has

• E�ect skill: adds e�ects to the spell (ie, stun,
death, HP drain, etc)

• And so on...

Note that this is mechanically a superior method to
the whole-spell method presented in the PNB: Con-
tent chapter. It reduces the cost of individual spells
to their components and lets the components be pur-
chased once for all spells rather than once per spell.
Spells should perhaps be slightly cheaper to compen-
sate? Anyway, the other option is to have classes only
pay for the components but get the whole spell. More
realistically: not letting the characters buy spells in
pieces is a better solution for now.

47



Part V

Tables, Lists, and Appendices
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