Ranged Weapons Weapon Summary
Armor Types ummary
Bow Weapons Punch Weapons A 1\/[),.p M. - . Tre SPCH >
We n Armor Prot rm ax ax | o C Spell Tier | Time | Range Effect
apon Size | Damage | Range | Slots | Cost | | Damage: d3  Slots 1  Hands: Tst | D | spd | 7|~ i ion f i
o — - ' - . : D! Armor I | Action 0 d6 Protection for I minute per IT
ght 30 1 25 Flaw to attacks with other weapons and Very Lioht | d4-2 | -1 | anv | 12 0 100 : .
Lona B i ' } i ry Lig any Augment (S) I |Action| I0' Target gains +2 to a Stat for § rounds
ong Bow Medium dé 60! 1 50 manual manipulation Tests when worn Lighe d3-1| -1 6 10 0 250 1 : ! .
Recurve B Medi : - : Blast II | Action| I00 10' r, 2d4+IT dmg, DF[I5] PW for half
ecurve Bow edium d6 40 1 75 Light Melee Weapons Partial d4-1 | -2 6 8 0 500 i \ Si
- B Medi i . : Bolt 1 Action| 100 Single target, roll vs. Def, d6+IT damage
mpound Bow edium 6 60 1 200 Damage:  d4  Slots: 1 Hands: Medium | d6-1 | -4 4 6 I 800 Diminish (S) II | Action| 50' Single target, -2 to a Stat for d4+2 rounds
Great Bow Heavy d8 80" 2 350 -2 to hit if throwing a 'can throw' weapon Full d6 -6 3 N 1 |IL,500 : s = ; ounes
T = : . ) Heal I | Action| Touch Target heals d4+IT Health
it Gzl ight d4 15 I 30 Medium Melee Weapons Heavy |d6+I1| -8 2 4 2 (2,500 Inflict (S) I | Action| 30' Single target, Condition for d4+2 ds
Light Crossbow Light d4 30" 1 60 Damage: d6 Slots: 1 Hands: Very Heavy [ 2d4 | -10 2 3 3 [5000]|Mass Augment (S)| II | Action \20' é I%I‘CA"II'gCt" ‘;;' ltl:—rZ], SOr f Smun ;
. . 3 5 a X
Erciomires-opl i <l 0] I 100 Flaw to attacks in cramped spaces A shield offers +1 to Defense — = fac for 3 rounds
Heavy Crossbow Heavy d8 50' 2 150 -2 to hit if throwing a 'can throw' weapon Getting Out of Armor BumPS and Kinks for SPeucasﬁl’lg Danger Close
Reload - hand (Frc(‘)—[ight (Movc)—mcdium (Attack)-heavy (Full) Heavy Melee Weapons I round per armor Test Penalty Add d4 to the spell's damagc DF[IZJ Save
Thrown Weapons Damage: d8  Slotss 2 Hands: Half that if willing to damage armor Increase the spell’s duration by 25% Kink | -2 to Save vs. spell
Weapon Size Damage | Range | Slots | Cost Flaw to attacks in confined spaces Getting Into Armor Bump Save DF is increased by 2 Fail Affected normally
Dart Light d4 15 1/3 3 Cannot attack in cramped spaces 2 rounds per armor Test Penalty Allow allies to avoid Danger Close Save Success | +5 to Save vs. spell
Light Sling Light d4 25 1 3 Pole Weapons Drain is reduced by I (to a minimum of I) Bump Safety
Throwing Knife Light d4 15 1/3 8 Damage: d6 Slots: 2 Hands: Dual Wielding Fizzled spell knocks caster prone
Tomahawk Light d4 20' 1/3 12 Reach Normal Ambidex Kinl -2 Defense for one round Encumbrance
Atlatl Medium d6 40' 1 20 Flaw to attacks in confined spaces Normal 8/-12 8/-8 Fizzled spell’s Drain increased by 2 Ammo 3 to aslot
Javelin Medium d6 30" I 10 Cannot attack in cramped spaces Dual Wiclder | -6/-10 /-6 Magic feedback deals d3 damage to caster Coin Pouch 100 coins
Sling Medium 46 30 I 3 Thrown Weapons Dual Wartior 278 Wy Crit! Effortless casting, Drain is reduced to one Hip Pouch | 20 or 10 stones
Throwing Axe Medium d6 20 1 15 Damage: by size Slots: 1/3-2 Hands: ) Damage roll is number of Rabble defeated Potions 2 to a slot
Throwing Hammer | Medium dé6 15 1 25 Ran, ies by Inflict a significant Conditi i
- ange varies by weapon A nflict a significant Condition on self Quiver holds 20 arrows
Throwing Spear | Medium d6 30" I 20 Bows dVaIlCCII‘ 1. ent Summary Backfire, spell affects caster or allies instead Scrolls 3 to a slot
Great Sling Heavy d8 40' 1 20 Damage: bysize Slotss 1-2  Hands: Raising Ranks Positive Effect Item Thrown 3 to aslot
- Ammunition New Defend Luck - -
Base Monster Attributes Range varies by weapon Rank | St2ts | Saves | Prof. | Voc. Fuc [ readied or I magic slot
Size SPD _DEF Proc Hith ATT DMG Spells ate Attack Action to activate
Sooall 3 > o 3 3 - Condition S 1 s — — — — Success as if Intellect 3
Medium | 6 18 I 10 S d4tl Blecding ) 0 pe - - 0 Special DF use 2d10+6
Large 6 18 d4-1 IS 4 do+1 Lose I Health g il stabili
2 pet round until stabilized 1 25 25 {
M | 8 18 4@ 20 6 e — - Is IS 20 The Paths of Magic
i 0 25 o 7
Massive 10 I6 d4+2 30 7 2d6+1 -8 to Tests requiring sight, 50% miss _ _ s 1 2 Animism (Elementalism
Gigantic | 10 16 2d4 50 8 2d6+3 Confused 3| 50 B 0 Conjure  Surge | Instill Align
Colossal | 12 14 3d4 90 9 3d6+3 d4: 1=stand, 2=attack, 3=wander, 4=normal 4 100 50 25 25 50 [x10] [x2] [XI] [x2]
Dazed 5 | 125 75 50 50 100 Spell Focus  Totems
Flaw on Tests (not Saves), half Speed, no spells 6 150 150 150 150 150 Knowledge Store - Totems
Dro . g and Holdjng Yo‘lr Btea&l Deaf 7 300 300 300 ‘;OO 300 L(‘-’]Tn new SPL’HS by Colnlnuning W'lth nature
Base time I or 2 minutes (prep/no-prep) Can't hear, Flaw on some Tests, includes spells 8 Dicroticol (i)
Then DF[I0] MT Save each round (+1 DF per round) Enraged 400 400 400 400 400 Conjure Surge Instill Align
Fail = Drowning (I MT damage per round) Must attack each round, no magic or ranged 9 500 500 500500 500 [x2] [x10] (x2] [XI]
Exposure i 10 | 600 600 600 600 600 Spell Focus  Holy Symbol Stren?,ﬂls and Weaknesses
. Fatigued after 12 hours Speed I, -2 Defense, Flaw to attacks and spells Other Advancement Cost Knowledge Store Book of Scriptures Resistance d4+2 Pror, Boon co Saves
1 point of MT damage every 6 hours after that Fatigued Now o (from Origin) 5% Learn new spells by communing with a deity Invalnerable Immune to normal
Falling Take a Flaw on all Tests (not Saves) New Trait (any) 50 - 57 (Thaumaturgy) 2d4+2 Pror, Boon to Saves
d4 damage per full 10" fallen (max 15d4) Held New Language (Broken) 5 Conjure Surge Instill Align Immunity No damage
Roll with a fall under 50' (DF[18] PW Test for half) Immobilized in place, can take no actions Improve Language (Fluent or Native) 10 [x1] [x2] (x10] (x2] i Boon and *+5 to Saves
- . 3 . 5
Sleeping Helpless New Spell Array (w/ Instruction) 15 Spell Focus Sceprer or Rod Suscepeible *+50% damage
Fatigued if skipping a second night's rest Defense of 10, takes max damage New Spell Array (w/o Instruction) 30 L Knowllledbge Store  Reliquary Yulnerable 2x damage, Flaw to Saves
Sleeping in armor three nights in a row causes Fatigue Inj S isti i carn new spells by communing with the dead
. . . s Fa jury Spell (existing Array) 2 x Tier - - g g
Waking up may require an Insight Test Each Injury causes a Flaw on Tests (not Saves) Remove a Fault 100 + RP T e o1 (lea.td.t’y) Dady Travel Rates (mlleS)
Starvation Out Event Award Conjure  Surge Instill Align Method | Hour e Bt R
- Wwar d
Fatlguvd after 48 hours Drop held items, fall prone, take no actions Survivin: 5 [Xﬂ [X3’ 5 [X:ﬂ [XS} Day Day Day
I point of MT damage every 3 days after that Prone Makino P . Spell Focus - Spell L(?mpomms Foot 3% 20 2 S
Half rations - Fatigued in 4 days, damage every 6 days 4 to attack/SPcll +4/-4 vs. melee and ranged Sionifi - 5_.10 Knowledge Store  Book of Spell Formulae Pack Animal 4 25 30 35
St ” d e - ‘ 9! - 1gnt lc.ant E;Oiress 23 Learn new spells by following a spell formula Horseback 5% 30 40 45
L TG = vercoming Challenges -8 S ] P .
No Test in easy conditions 2 Defense, take a Flaw on Tests (not Saves) Reach a Story Milestone 0 : XLy (WltCh“f'ft) _ RIV.L r, down | 3% 30 50 60
Always Test at least DF[10] w/ armor Test penalty Slowed Reach a Major b:tor Milestone 25 Conurs Surge Instil Align River, up 2 10 ) 20
Recover failure with a Test as a Full Round Action Speed reduced by half, lose Move Action On the S A)’ ards [x2] [x1] [x2] [x10] Ship, cargo S 30 59 80
Thirst — n the Spot Awards 1-3 Spell Focus  Staff, Wand, or Medallion Ship, swift 7 100 | 140 | 180
- t‘gl T [ T = Terrified Avcrng(‘ Session 15-30 Knowledge Store Runes Sl’\ip war 4V 50 100 120
atigued after rs, then amage every 6 hrs ce at maxi . ~ss "safc! . . c - -
g } Flee at maximum movement unless 'safe Average Adventure (3-4 sessions) 75-120 Learn spells by communing w/ other plane Wagon 3% 20 25 35




Vocations Test Summary Test Modifiers Action Summary Mounted Combat
; AA.%Obatt T;]m:llcr Fl;n\n"‘lljulis[ Set the Difficulty and determine the Stat Time is on .Your Side 2x time or mo.n.cv B‘oon One combat 1Z;Oumliis'ten seconds long Move Action to direct mount to move
Tis! OCTa oble ﬂﬂmklm o T Harried Improper conditions | Flaw - = e LEHETE—9 - Move Action to mount or dismount
3 Assass.m M-\ﬂ'dfffr ?1“)’91' - Specialized Task Improper Vocation | -I to -5 Speak about a sentence worth of dialog Attack Action to get untrained mount to fight
‘—1 B;rbarlan : S.Iwagel : Wildman Roll the Dice! Getting Help Makc; SI;lg[C 5 .font s.tcp (n:.c; per rm[md only) Move Action to get trained mount to fight
S BI‘% “th Panhandler Hobo 2d10 or 3d10 with a Boon of Flaw Primary plus Secondaries (usually only two) = mngegems ”;] re;u 160 gearisots Full Round Action to get a mount to Dash
6 i Amorer  Metalsmitl S 7 v DE Id i
- o et ) ; , Secondaries Test vs. DF[15] £9F SESERE Mounts that take damage may get spooked
7 Broker Busar _ Banker If a Boon applies add a die and drop the low die Kink = Flaw, Fail = nil, Success = Boon, Bamp = 2x Boon Drop prone p Test DE[ZxDMG] to k 1
3 Clergy Preacher  Missionary Extra Boons add +1 to the total or improve the effect - — - SeandFromya Encerorerotich resence: Lest X to keep contro.
) 5 . B Lishtin: . .
5 Clerk Najor Domo Tl If a Flaw applies add a die and drop the best die i : g_ g Usesa, Ticaishatrequires a/Eroechetion Full Round Action, DF[15] PN Test to calm mount
— Extra Flaws add -1 to the total Dim Lighting 2 .
10 Courtesan Strumpet Escort Nleat Datkness 3 Improvise a Free Action - —
11 Dancer Aerialist Gymnast Add a relevant Proficiency -or- Vocation (if applicable) Comblete.D k( — T50% o - o—Move Actions—o Ob]eCt D umb‘ht}’
- - — o g = omplete Darkness, Blind (+50% miss) -3 - - Material S D P
12 Gladiator Champion  Pit Fighter Assess Modifiers and Figure the Test total T Move up to 5 feet for each point of Speed al TOf
13 Goaler Inquisitor Torturer - - Attempt to make an observation Ceramic DF[91 3 0
= Guard e o . Me;rborsbear the Dtho succe(]’}d Each range increment past the Ist (max 5) -3 Stand from prone Cloth or Rope | DF[12] S 0
— ucceed by S or more and earn a Bump Firing int 1 -3 p . Cry:
15 Herbalist  Apothecary  Balmist Fail by 5 or more and earn a Kink _Iiilrniu;:: ::V: T Pick up an unattended item Glass or Crystal [ DF[8] 1 0
16 Horseman Dragoon Mountie TS i)yl = T g - F Dismiss an ongoing spell (that you cast) Leather DE[15] S 0
= s Toker — Q103 stiectss andl s possible Gri! T;rch as ctxtrcn;‘c gowy er (arrow slit) -8 Use a Trait that requires a Move Action Metal, thick DF[25] 50 7
18 Journeyman Artisan Tradesman Add the Total: Fail = Success — Success = Bump — Bump = Crit! me“dlg 2 C‘Ln throw’ melee weapon 2 Improvise a Move Action Metal, thin DF[22] 25 S
- anged attack versus a prone target -4 e S hick | DE[22 35 5
19 M. Advoca — o—Attack Actions—o tone, thic [22] N
—3% _V_O i ‘]W“ i Attacker damaged by a Free Attack -5 § i DE[18
20  Mariner Sailor Seaman - - Make an attack tone, thin [18] 20 3
Mariner Extended Tests Attacker fighting Blind (+50% miss) -8 t 2 Spell wi stin ti i Wood, thick | DF[18]| 20
21 Minstrel  Troubadour Poct Diffcal Torl = T T Cast a Spell with a casting time of I Action 0od, thic] [18] 3
22 Physician Barber Surgeon andard - b7 _ (l?get = .mv151 ble (+40% miss) -4 Evade (+3 Bonus to Defense and PW Saves) Wood, thin | DF[15] 10 1
4)(;' _ o Easy 60 Fighting while prone (not crossbows) -4 e ied i
23 Proprietor Innkeeper  Shopkeeper Versus 9 - Retrieve a non-readied item
! v Moderate 90 Making a called shot -5 . . i iri
24 Racketeer Fence Pimp Open : Activate a magic item Health - SPmt
25 Sag Scholar Librari Extended Demendlg =0 Artacking with the off-hand -4 Attempt a grapple 1+ N 1
. =8 = onnan . ) Heroic 200 Attacking with a hand and a half weapon -2 : sy o ) . . orma
26 Scoundrel Charlatan Rake Test Trio - Use a Trait that requires an Attack Action 0 Slowed
Scoundrel - Legendary 250+ Non-lethal damage -5 i ’ ; Breaking Melee
27 Scout Sentinel Spotter Improvise an Attack Action . -1 Out
> @ e o Mounted melee attack vs. target on foot +1 Perform a second Move Actions Pushing Past an Enemy 5 Bleed
5o SEr S - TR — Sample Difficulties Attacking a prone target in melee +4 o—Full Round Actions—o Make a Ranged Attack ) ceding
= . svsovn Onsenpe Easy — DE[8 Pole or heavy weapon in confined spaces Flaw 35 . ; : Casting a Spell = \Vot.mdé‘d
30 Spy Operative  Provocateur I : ; Dash (Speed x3, or x4 in a straight line) €3 °F -6 Maimed
— m—— Clambering up a shallow bank, opening a stuck Medium weapon in cramped spaces Flaw Non-combat task (may take multiple r N Non-Combat Task
31  Teamster Coachman  Charioteer g Up pening (may ple rounds) -9 | Mortal Wound
3 m Ropue Burglit pickle jar, outwitting a grob _ The attacker is FaFigued Flaw Use a Trait that requires a Full Round Action Successful Free Attack 2 chtl‘:)un
33 Tracker Bounty Hunter Marshal Routine — DF[10] Each Injury the atacker is affected by Flaw Improvise a Full Round Action gives -5 penalty -
3 , arsha — -l — o r— B Stat Damage
34 Trader Miichast Importer Picking up a drunk at closing time, swiping an Argel unawate of artacker 0oL Out (-3), Death (-6)
Jrader 2 - p -3), Death (-6
35 Woodsman Hunter Guide unattended coil of rope Spellcasting Heallng Smnma-ty
e Moderate — DF[12] Incomplete line of sight to the target -2 At 0 or mote... Non DL ChaactenS
: T = " on rlayer aracter umnlaty
P B Dread Using a fallen tree to cross a stream, smashing a Line of sight heavily obscured -6 Catch Your Breath (15 mmutes) 24
Micioate 2 Fumble barrel, breaking a simple code Casting while prone -4 Heal half the damage taken in this battle Rabble
gate 2 s
' . Challenging — DF[15 Armor Test Penalty Double A Short Respite (I hour Health-Spirit Luck-Fate
Change a Botch! to a Failure gng P =
- Caster damaged by a Free Attack -5 Efeal 48 Health and Svifk— day 1-5 (+MT/+IT) No
ke an ExtriAction T 1 sooti L il : << ea calth and Spirit — once per day - A
One additional Attack Acti Clim g &'wal; Spottihga maricacross fe Reading a scroll from a different Path Flaw A Good Night's Rest (8 hours) Share initiative roll
ne additiona = ttack Action square, find a tripwire, walking a narrow ledge Using a wand w/o the Price of Magic Flaw . - — Damage rolls over on Rabble (not AOE)
Just a Scratch Fully recover Health and Spirit )
d4+2 Heath, Spirit, or S Demanding — DF[18] The caster is Fatigued Elaw At -1 or less e e o))
eath, Spirit, or Stat 2 P ter is : —
Left for Dead Kicking down a barred door, translating ancient BachTnjuny theseastersis atfected.by Haw Heal 1 Health or Spirit per full day of bed rest Commanders
Stable at -10 Health dialects, convincing the guards you weren’t the Tl Bleeding Out Health-Spirit Luck-Fate
Luck Only one who ‘started it Aeing Poitin Stabilize DF[15] 1S Test as an Attack Action el (+MT1/ HD |  No
Risll Asiother d10 Severe — DF[22] Goit e May conceal themselves in group of Rabble
Sellanotieraly Crit!] 3 ” ge ;
Roll a d10 and replace a die Posing as a diplomat, escaping clockwork Bump > Gtapplmg Sulnlnary Recover 1 point per Good Night's Rest R(’W’.ﬂl themselves as \ Move Action
Reroll all the Dice manacles of doom Prior to limb loss, proving a Success I Attack Action to attempt a grapple Healing Injuries Rabble Igj" a Bzon ti use m. the C“"fm‘m‘md
Roll again, must take 2nd roll magical theorem Failure 0 Versus Test — MT or PW plus Brawl Wounded — I week Maimed — 2 wecks RGVEHBC ) R11 ule .f.If 0 .};11" damnlgf(‘i, —
Fate Only Kink =T Attacker Wins Mortal Wound — treatment within 1 week Full At OS‘t M TOTEENY r“efl €
Change a Die to a Nine Scaling a sheer cliff face, hurling a huge boulder, Botch! 3 Crush, Push, or Hold 30 days recovery (still Maimed and Wounded) ull Round Action EO rally - regain the +1
Choose a die to be 2 9 seducing the married princess at the ball, picking Opverall Results Defender Wins Treatment Rivals
Rolled a Fourteen a magically warded lock Botch! -3 or less Push, Retreat, or do nothing Physician or Herbalist Insight Test Health-Spirit Luck-Fate
As if a 14 was rolled Kink Dior=1 Crush Inflict grapple damage -5 Specialized Task penalty Any Luck or Fate (0-2)
Balancing handstand on one finger, uprooting a Bailue 0 Push Moyeioppoiiet o Doubles Health or Spirit recovery at -1 or less e T e
Change a Die to a Ten sraEmRal: Tesinp D adies Meager Success 1 10" with a Bump Halves healing times for Injuries
Choose a die to be a 10 Success 2or3 Hold Target loses a Move Action Doubles recovery of Stat damage Health-Spirit Luck-Fate
Daring Escape If a static DF is needed for a versus situation Bump 4t05 Attack Action with a Bump Negative Health, Spirit, or Wounded DF[15] Any Dread (1-4)
GM narrates the villain's escape It can be 10 + Stat + Vocation/Proficiency Crit! 6 or more Retreat Defender may move 5’ Stat damage, Maimed, or Mortal DF[18] Full-fledged character
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