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Welcome to a fantasy medieval role-playing
game that focuses on realism and detail whenever
possible without sacrificing fun. Despite the focus
on realism, several tenets of fantasy are assumed.
In the world of this game, magic exists as well as
spellcasters such as mages, witches, and druids. Sec-
ond, fantastic creatures roam the world, including
kobolds and dragons, among others. Finally, hun-
dreds of deities exist, and moreover these gods are
concerned with their worshippers, the state of the
world, and their own deific interests. Aside from
these basic assumptions of fantasy, realism is sought
in every other respect and applied to these fantastic
tenets as well as the gaming world and role-playing
system.

What is a Role-Playing Game?

A role-playing game is a game in which the
participants make decisions as though they were a
certain character. The decisions a player may make
are incredibly diverse compared to other games. For
instance, assume you are an adventuring knight who
has just fought his way to the top of a dark tower
where you find a comely young maiden chained to
the wall. What would you do? Some may choose to
simply free the whimpering wench. Others may free
her while hoping to win her heart. Instead of seek-
ing affection, some may talk to her to see if they
can collect a reward for her safe return. Then again,
others may be more interested in negotiating free-
dom for fellatio. Some may think she has no room
to bargain and take their fleshly pleasures by force.
Others would rather kill her, dismember her young
cadaver, and feast on her warm innards.

As you can see, the number of decisions one
could make with one simple situation can quickly
become overwhelming, Typically, this is the attrac-
tion of role-playing games. No other game allows
so much individual choice, and consequently, so
much fun.

Events in the game do not occur merely by
the will of the player, however. Instead, decisions
and outcomes are mediated by odds and rolls of
the dice. Hence, this book is full of rules and guide-
lines based on odds. Do not let the sheer volume
of information be intimidating; as a player you will
not need to memorize it, though familiarity helps.

The best definition is that a role-playing
game is a game that allows players to utilize their full
potential for imagination and enjoyment within a
controlled setting,

Necessary Gaming Materials

To play this game, some materials are nec-
essary. First, it is most convenient to have a sepa-
rate copy of this book for each player, as it will be
used often. Next, a set of gaming dice is necessary,
which may be purchased at most hobby stores and
some bookstores. Sets of gaming dice usually in-
clude one 4-sided, one 6-sided, one 8-sided, two 10-
sided (or percentile dice), one 12-sided, and one 20-
sided die. Another book entitled Grimoirium
Genitoris (Grimoire of the Gods) will be very use-
tul, and necessary if anyone plays a priest as a char-
acter. Further, numerous pencils, erasers, scratch
paper, and graph paper come in handy. Miniatures
are available from several companies for purchase
and are useful for combat situations, though they
are not required for play; any coin could be used
instead to represent a character. A gaming mat that
is drawn in a 1-inch grid may be purchased or easily
made, and is used on which to place the miniatures.
Calculators, while not required, are recommended.
Finally, a small group of gaming participants, typi-
cally 4-8 players, is best. Here is a review:

*  Numerous copies of this book

*  Gaming dice (d4, d6, d8, d10, d12, d20)

* FATA.L. Character Generator Program

* Talitaria Fantasy World

*  Grimoirium Genitoris (Grimoire of the
Gods)

e Grimoirium Monstrum
Monsters)

*  Grimoirium Vita Futura (Grimoire of the
Next World)

* DPencils, erasers, scratch paper, and graph
paper

e 25mm Miniatures or small markers such as

(Grimoire of

coins
*  Gaming mat (17 grid)
e (Calculator
* Players




Terminology

Some terms used throughout the game need
to be understood. When a die is to be rolled, the
type of the die (how many sides it has) usually ap-
pears after a ‘d’, designating the die. For instance,
‘d12’ indicates that one twelve-sided die is to be
rolled. If anumber appears before it, such as ‘3d12’,
then three twelve-sided dice are to be rolled, and
the numbers added together, which this example
produces a range from 3-36. Finally, a number may
follow as a modifiet, such as ‘3d12 + 2’, which means
that three twelve-sided dice are rolled and added
together as before, but now two is added to the sum.
This particular example produces a range from 5-
38. Additionally, ‘d%’ or ‘d100’ indicates that two
ten-sided dice are to be rolled, but the results are
not added together. Instead, one die (which is an-
nounced beforehand) is interpreted as the ‘tens’
position and the other as the ‘ones’ position. So, if
two ten-sided dice were rolled, resultingina 6 and a
9, and the die that resulted with a 6 was announced
as the ‘tens’ position, then the results would be in-
terpreted as 69. If the results are a 10 and a 10
(probably a 0 and a 0 on the dice), then this is inter-
preted as 100. Finally, a ‘d1000’ is possible, which
simply requires three ten-sided dice, with the third
die being interpreted as the ‘hundreds’ position.

Math

No math is introduced in this game that is
more complicated than basic algebra, and even that
is relatively rare. One rule that applies to all calcula-
tions is that whenever a decimal remainder exists,
such as if a character has 53.96 points of Intelli-
gence, the number is truncated or the decimal is
discarded. So, this particular individual would have
53 points of Intelligence. While this game attempts
to simplify any math that may be involved, percent-
ages are used frequently. Here are a few helpful re-
minders, which will consistently use 77% as the
modifier:

77% of any value (say, a charactet’s
Strength score of 130) is equivalent to mul-
tiplying the value (130) by 0.77. In this
example, 77% of 130 is 100.

If avalue (say, an Intelligence score of 115)
is reduced by 77%, then only 23% remains.
In this example, 23% of 115 is 26.

If 77% is added to any value (say, 22 points
of damage due to Strength), then the value
is multiplied by 1.77. In this example, an
additional 77% of 22 results in a total of
38 points of damage (1.77 x 22 = 38.94).

Roles

Two fundamentally different roles must be
tulfilled for a game to occur, and hence this game
requires at least two people. One person must as-
sume the role of the Maim Master (hereafter re-
ferred to as the MM). While the MM does much
more than maim, this is the nickname that has been
acquired due to the frequency of injury to charac-
ters. MM’s do not create and role-play one charac-
ter as do the players of the game. Instead, the MM
directs the game, often acting as a referee or a story-
teller.

Essentially, before the game the MM devises
a plot or a purpose to the game. For example, one
plot may be for the characters to happen upon a
dungeon in the wilderness, and to encourage them
to enter and combat its inhabitants. If this were the
case, prior to the game the MM would draw a map
of the dungeon on graph paper. Next, the MM
would stock the dungeon with monsters, traps, and
treasure for the characters to encounter. During
the game, the role of the MM is to explain to the
players what their characters see and hear as they
enter and traverse the dungeon. Further, as the char-
acters encounter monsters, the MM role-plays the
monsters, representing them against the characters.

The players, on the other hand, create one
character apiece, and role-play that character for the
game. For example, a player named Ryan may cre-
ate a character who is by occupation a thug, and
names the thug Torturon. Throughout the game,
Ryan role-plays Torturon, making gaming decisions
as though he actually were Torturon. Typically, sev-
eral players work together, creating a small group
of unique characters, each with their own talents
and shortcomings. Together, the small group of
adventurers attempts to tackle a dilemma or plot
devised by the MM.




The role of the MM is more complicated
than that of a player, since a good and entertaining
MM must be familiar with everything that players
are familiar with, but also be familiar with their own
role. For this reason, this book has been arranged
so that information for players is presented before
information for MM’s. If you are new to the game,
the best suggestion is to read this book.

Creating a Character

Aside from having the necessary gaming ma-
terials listed above, the game cannot be played with-
out a character. Each player must progress through
this book, chapter by chapter, to create a character.
Before you begin, you will need a character sheet.
If you do not have one handy, you may photocopy
the template presented in an appendix of this book.
These sheets are a handy means of recording char-
acter information. As you progress through the
chapters of the book, making rolls of the dice and
decisions, the results must be recorded on your char-
acter sheet. A friendly tip is to record the informa-
tion with a pencil and to not write heavy-handedly;
a lot of the information is subject to change. Dur-
ing the game, you will continually refer to your char-
acter sheet.

Not every chapter, nor every part of each
chapter, will be used while creating a character.
Nonetheless, the safest method is to progress
through the book page by page to avoid missing
anything. When in doubt, information relevant to
character creation is listed in the beginning of each
chapter, though some chapters, such as Chapter 1:
Abilities are vital, while others such as Chapter 16:
Advancement are irrelevant to creating characters. In
general, the more relevant the information to cre-
ation, the sooner it appears in the book.

The fastest way to create a character is to
use a computer program called the Fatal Character
Generator, which is available free.

Character creation is often as fun as the game
itself, due to the seemingly infinite variety of pos-
sible characters. For instance, when initially rolling
a charactet’s sub-abilities, there are (199*) combi-
nations possible!

Warning

This role-playing game is not intended for
children due to violent and sexual content. It is
entirely possible to play this game without a charac-
ter entering a single combat or sexual situation,
though information and tables for sex and violence
are provided so that it may be used or dismissed as
deemed appropriate by each gaming group. The
information in this game does not represent the
wotld-views of Fatal Games, nor is extreme violence
or extreme sex condoned by Fatal Games. Instead,
the information is included for comprehensiveness.

For instance, the detail of violence may ex-
ceed that of other role-playing games, as crucial
damage may explicitly explore the destruction of
many body parts and internal organs. Similarly, char-
acteristics of genitalia are often determined and uti-
lized, such as penis size or maximum vaginal cir-
cumference. Further, role-playing situations that
accurately represent mythology are likely at some
point to include rape, molestation, encounters in
brothels, or possibly situations that deviate more
from social norms. While the objective of the game
is not intended to be any of these in their own right,
sex and violence may reasonably occur depending
on the circumstances, and have been detailed in gam-
ing terms herein. Therefore, Fatal Games advises
minors not to participate in this game, and suggests
that the players and MM discuss the appropriate-
ness and degree of sex and violence for their gam-

ing group.
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Chapter 1.
Lbilities

Chapter 1: Abilities

Abilities are a character’s capacities. With few exceptions, abilities are unchanging. There are five
core abilities (Physique, Charisma, Dexterity, Intelligence, and Wisdom), each with four sub-abilities. To
determine your character’s abilities, begin by calculating each of the twenty sub-abilities. For each sub-
ability, roll 4d100, divide the sum by 2, and subtract 1 from the result. Numerically, this creates a range of
1-199 for all abilities and the average of each ability is 100, similar to a modern I.Q. test. It may be easier
to look at the formula:

(4d100 / 2) - 1

Then, simply average each group of four sub-abilities to determine the core ability. For example,
average the sub-ability scores for Physical Fitness, Strength, Bodily Attractiveness, and Health to deter-
mine the ability score for Physique.

As you progress through other chapters during character creation, other modifiers may adjust
your ability scores, such as gender, age, and race. On the following tables, a score of 100 is the average for
all humans. For instance, if a male rolls a Strength sub-ability score of 100 and is horrified that the average
Bench Press is 120 pounds, as noted above this is also an average for gender. Later, to resolve this
example, males will receive a bonus for Strength. For now, simply determine your sub-ability scores and
record them on your character sheet, which is available in the back of this book in Appendix 1: Character
Sheets.  Finally, observe that when these sub-abilities and abilities are determined initially for a character,
the abilities are determined for young adults. After the sub-abilities are described and the tables presented,
aging effects are illustrated, which must be referenced throughout the character’s life. The last part of this
chapter details how two abilities, Physical Fitness and Strength, may be increased through persistent exer-
cise, and also, an alternate rolling method is presented.

Lastly, these abilities are arranged not in an order of importance (they are all important), but in an
order that progresses from concrete (Physique) to abstract (Wisdom).
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Physique

The most obvious of all abilities, Physique
is comprised of Physical Fitness, Strength, Bodily
Attractiveness, and Health. High Physique ability
scores indicate a body that is trim, strong, well-pro-
portioned, and resilient.

Physical Fitness — Often considered en-
durance or stamina, a character’s Physical Fitness is
not concerned with the size or strength of the
muscle, but its ability for durative exertion. Charac-
ters with high Physical Fitness have low body fat
and are able to perform exerting activities for long
durations, such as sprinting. Physical Fitness may
be affected by another sub-ability of Physique:
Bodily Attractiveness. Physical Fitness determines
a character’s Sprint speed per round according to
their Height (see Chap. 3: Body). The Sprint skill in
Chapter 8: SKills has more information on sprinting,
running, jogging, walking, and forced marches. To
determine the distance in terms of miles walked per
hour, divide the Sprint speed by 58. This sub-ability
may be increased with Persistent Exercise, as de-
tailed at the end of this chapter. Physical Fitness
affects skills such as Climb, Contortion, Jump, Moun-
taineering, Sprint, and Swim.

Strength — This refers to the size of the
character’s muscles and the amount of force that
may be generated. Strength may be affected by an-
other sub-ability of Physique: Bodily Attractiveness.
Characters with high Strength are able to exert con-
siderable force and move impressive amounts of
weight. Specifically, Strength entails measurements
of the Clean and Jerk (amount in pounds that may
be lifted and pressed above one’s head), Bench Press
(pressed away from one’s chest), and Dead Lift (lifted
from the ground, but unable to move about with
it). If the Clean and Jerk is attempted with only one
hand, 40% of the weight on the table may be pressed.
In Chapter 9: Equipment, the amount listed for Dead
Lift will determine a charactet’s Encumbrance; two
other measures are included: Pull and Push. Finally,
Strength has a Skill Modifier for use with the skills
in Chapter 8: Skills, such as Blacksmithing, Brass-
smithing, Brawling, Climb, Coppersmithing, Dis-
memberment, Hewing, Hurl, Impaling, Mangling,
Mountaineering, Silversmithing, Stonemasonry,
Swim, General and Specific Types of Weapons,

Weapon Mastery, and Wrestling, Strength also af-
fects the amount of damage a character inflicts with
melee weapons. FPor instance, a Strength score of
115 indicates that an additional 29% of normal dam-
age occurs. Strength also affects Life Points (see
Chap. 10: Combat). Finally, is affected by exercise.
For information, see Persistent Exercise, which is
detailed at the end of this chapter.

Bodily Attractiveness — Usually, this pot-
tion of a character’s Physique is comprised of the
attractiveness of their frame and how appropriately
muscles and fat are distributed over their skeletal
frame. For example, characters with low Bodily At-
tractiveness may have disproportionately long or
short arms, legs, or upper body. Males with high
Bodily Attractiveness tend to have high Physical Fit-
ness, Strength, and Height (see Chap. 3: Body), while
females with high Bodily Attractiveness tend to have
large Cup Size (see Chap. 3: Body), low Weight (see
Chap. 3: Body) and low Strength. Bodily Attractive-
ness affects skills (see Chap. 8: SKills) such as Seduc-
tion and Sexual Adeptness.

Health — Healthy characters are not sickly
or prone to illness, have fewer allergies, are unaf-
fected by poison ivy, vomit only rarely, have better
hearing (see Sound in Chap. 8: Skills), have more
Life Points (see Chap. 10: Combat), and maybe most
importantly, respond well to shock and injury. The
modifiers for Allergies and Intoxication are explained
in Chapter 3: Body. Regarding skills, Health is useful
with Sound and Urinating, Perhaps Health is most
useful when considering Crucial Damage (see Chap.

10: Combat).

VIS CONSILI EXPERS
MOLE RUIT SUA.

Brute force bereft of wisdom
falls to ruin by its own weight.
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Chapter 1.
Lbilities

Charisma

The ability of Charisma is the appeal of a
character to others based on four sub-abilities: Fa-
cial, Vocal, Kinetic, and Rhetorical Charisma. High
Charisma is indicative of a beautiful countenance,
voice, movement, and style of speech.

Facial — Distinct from all other forms of
attractiveness, this only considers the beauty of the
character’s hair, eyes, complexion, facial structure,
and expressions. Characters with low Facial Cha-
risma may seem to have one eyebrow instead of
two, severe acne, an ugly birthmark, a large nose or
ears, dark rings under the eyes, or disfiguring scars
to list a few examples. Facial Charisma affects the
skill of Sexual Adeptness (see Chap. 8: SKills).

Vocal — While someone may be speaking or
singing in a foreign language that is not understood
by the listener, factors such as tone, pitch, accent,
and inflection may influence the listener to perceive
them as attractive, or conversely, repulsive. On the
table presented later in this chapter, a description
of Vocal Charisma at each category of ability offers
a reference point for comparisons.

Kinetic — Different from the Bodily Attrac-
tiveness sub-ability, Kinetic Charisma deals not with
the physical shape and appearance of the character
in question, but the beauty of their bodily move-
ments, gestures, stride, etc. On the table presented
later in this chapter, a description of Kinetic Cha-
risma at each category of ability offers a reference
point for comparisons. This sub-ability is particu-
latly important in Dance, Massage, and Sexual Adept-
ness (see Chap. 8: Skills).

Rhetorical — As rhetoric is the art of per-
suasion, this sub-ability of Charisma is concerned
with the potential to make oneself seem credible,
to make one’s ideas or suggestions seem appealing
by soliciting emotions. Rhetoric has been accused
as an art of verbal trickery, a tool of political propa-
ganda, and the opponent of reasoned and logical
arguments. Just the same, it is very influential and
often more influential than reasoned argument. Fur-
ther, rhetoric is important for leadership. Talented
rhetoricians know that the most persuasive speech
rate is one that is slightly faster than the societal
norm, and accordingly speak at such a rate. Aver-
age Speech Rate is indicated on the table for Rhe-
torical Charisma later in this chapter. It is represented
in words-per-minute (w.p.m.), and is not to be con-
fused with a character’s Maximum Speech Rate, as
indicated on the table for the sub-ability of Enun-
ciation. Obviously, a character’s Average Speech
Rate, as listed for Rhetorical Charisma, may never
exceed their Maximum Speech Rate, as listed for
Enunciation. This sub-ability is useful in skills (see
Chap. 8: SKills) such as Haggling.

Artwork Here




Dexterity

This ability is physical precision, which is
more abstract or less concrete than Physique. Dex-
terity is comprised of four sub-abilities: Hand-Eye
Coordination, Agility, Reaction Speed, and Enun-
ciation. A high ability score in Dexterity indicates
that a character is probably nimble, moves easily and
as desired, has lightning reactions, and can speak
quickly and clearly if necessary.

Hand-Eye Coordination — This type of
Dexterity affects skills (see Chap. 8: SKills) such as
Aim, Ambidexterity, Basketweaving, Delousing, Dis-
arm, Dying, Enameling, Engraving, Forgery, Hunt-
ing, Juggling, Lock-picking, Massage, Milking,
Mounted Archery, Musical Instrument, Painting,
Parry, Pick Pocket, Complex Ritual, Rope Use, Sculp-
ture, Surgery, Tailoring, Urinating, Weapon Trick,
and any other activity demanding accurate finger or
hand movements. Hand-Eye Coordination detet-
mines a character’s Finger Movement Precision, the
finest intended precision with which fingers may be
manipulated.

Agility — Differing from Reaction Speed be-
low, Agility is not the ability to physically react to a
stimulus, so much as the ability to physically enact
an action as desired, once chosen. Agility affects
Current Armor, thereby protecting those who are
agile, while those with low Agility are more vulner-
able to attacks. Agility affects skills (see Chap. 8:
Skills) such as Balance, Blindfighting, Brawling,
Climb, Physical Comedy, Contortion, Dance, Dis-
arm, Dismemberment, Hide, Hurl, Impaling, Jug-
gling, Mangling, Mountaineering, Mounted Archery,
Parry, Riding, Silence, Tumble, General and Specific
Types of Weapons, and Wrestling. Regarding the
Brawling skill, Agility affects the number of Brawl-
ing attacks per round. Agility also affects the num-
ber of seconds necessary to stand.

Reaction Speed — Often considered to be
mental Dexterity, Reaction Speed entails neural re-
sponsiveness such as combat responsiveness or the
speed of awakening in an emergency. Those with
high reaction speeds can awaken from a deep sleep
and be coherently on their feet in a few seconds, or
react very quickly to the many minute factors of
combat. This is represented on the table as Deep
Sleep Recovery, listing the number of rounds re-
quired to be alert and able to react without penalty
in an emergency. Reaction Speed directly affects
Initiative (see Chap. 10: Combat), as well as the
Blindfighting skill (see Chap. 8: SkKills).

Enunciation - Verbal coordination is the
basis of Enunciation, such as speaking quickly and
not getting tongue-tied, avoiding the slurring of
words, and speaking clearly. Characters with low
scores in Enunciation may, upon being frustrated
or fearful, become unable to articulate their speech,
and therefore babble incomprehensibly. Direct
measures of Enunciation include how quickly a char-
acter may cast a spell, and a character’s Maximum
Speech Rate, which is represented in words-per-
minute (w.p.m.). Few characters ever speak at this
rate, but this is the fastest that this sub-ability of
Dexterity allows a character to speak. Obviously, a
character’s Average Speech Rate, as listed for Rhe-
torical Charisma, may never exceed their Maximum
Speech Rate, as listed for Enunciation. Enuncia-
tion affects the skills of Spitting and Ventriloquism
(see Chap. 8: Skills).

Artwork Here
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Chapter 1.
Lbilities

Intelligence

Fairly abstract, Intelligence is a character’s
mental precision, as well as capability and capacity
to learn new things. Intelligence is comprised of
four sub-abilities: Language, Math, Analytic, and
Spatial Intelligence. A high Intelligence ability score
indicates that a character is likely to easily learn lan-
guages and properly use them, perform abstract
mathematical operations such as geometry, solve
logical problems and arrange critically reasoned ar-
guments, and perceive and manipulate parts and the
whole of objects with accuracy. After controlling
for body size, brain size weakly correlates to Intelli-
gence, so those with bigger brains also tend to be
more intelligent'.

Language — Those with excellent Language
sub-ability are able: to speak multiple languages flu-
ently; acquire, retain, and utilize a large Vocabulary;
and demonstrate impressive reading comprehension.
However, this is only the potential to do these things.
In a fantasy medieval environment where illiteracy
is the norm, most of the potential of this sub-abil-
ity may go unrealized. Note that the examples for
Vocabulary are not necessarily words that are un-
derstood by the character, so much as the level of
the character’s Vocabulary that is used daily and
nonchalantly. Language affects skills (see Chap. 8:
SKills) such as Forgery, Read/Wrrite Language, Speak

Artwork Here

Language, and Transcribing,

Math — The ability to consistently perform
mathematical calculations accurately entails algebra,
geometry, and believe it or not, musical skills, as well
as basic arithmetic. The table lists the Highest Pos-
sible Math that may be performed, provided the
character has been trained in the Math listed. Math
affects skills (see Chap. 8: SKills) such as Architec-
ture, Chemistry, Numerology Divination, Gambling,
Algebra, Geometry, Math (Fundamental), Music
(Counterpoint), and Music Theory.

Analytic — Characters with high analytic or
reasoning ability are able to think critically and logi-
cally. Analytic characters make better decisions based
upon available facts and probabilities. Some argue
that morality is derived from Analytic reasoning,
Analytic Intelligence affects skills (see Chap. 8: SKills)
such as Appraise, Chemistry, Logic, and Music
(Counterpoint).

Spatial — This sub-ability is concerned with
manipulating visual-spatial images. Spatial Intelli-
gence may be observed during the following: the
ability to correctly imagine how objects will appear
when rotated in two- or three-dimensional space,
finding hidden figures within the contours of a larger
figure, accurately predicting where a moving object
will be at any given moment, the ability to arrange
items to make or resemble a specific design, and
object assembly. On the table later in the chapter
for this sub-ability, Unfamiliar Object Assembly dem-
onstrates the differences in ability. This does not
mean that a character is qualified to assemble all
unfamiliar objects, but that there is a limit to the
number of pieces they can comprehend before be-
ing overwhelmed. Generally, Spatial Intelligence may
be considered mechanical aptitude, and is most use-
ful with crafts or trades, and also with skills (see Chap.
8: Skills) such as Architecture, Armorsmithing,
Blacksmithing, Bowyer, Brass-smithing, Carpentry,
Cartography, Clockmaking, Constellations,
Coppersmithing, Fletching, Gemcutting, Glassblow-
ing, Glovemaking, Goldsmithing, L.ocksmithing, Mu-
sical Instrument, Painting, Papermaking, Sailmaking,
Shipwright, Silversmithing, Stonemasonry,
Weaponsmithing, and Wheelwrighting,

1. Brain size and intelligence have been correlated in at least three studies appearing in scholarly journals. See the References
section at the end of this book for: a) Lynn, R., b) Rushton, J., ¢) Willerman, I, Schultz, R., Rutledge, J., & Bigler, E.
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Wisdom

The most abstract ability, Wisdom is a
character’s potential to actualize what they have and
know; it is an ability to adapt to situations. Wise
characters tend to make decisions that they do not
regret. Wisdom is comprised of four sub-abilities:
Drive, Intuition, Common Sense, and Reflection.
A high Wisdom ability score indicates that a charac-
ter is likely to be determined and disciplined, recep-
tive to subtle cues, adapt well to situations, and fre-
quently reflect on their life.

Drive — A Drive may be considered a
character’s determination, willpower, persistence, dis-
cipline, and perseverance. A character with high
Drive sub-ability does not necessarily always ap-
proach everything with a high Drive, but has the
ability, should it be necessary, preferred, or desired.
Drive also is used to determine whether creatures
remain in combat or flee (see Chap. 10: Combat), and
it also initially affects Life Points (see Chap. 10: Com-
bat). The column entitled Hours Relaxing indicates
the number of hours per day that, if it were up to
the character in question, they would generally relax
and refrain from all exertion. Drive affects the skills
Animal Conditioning and Combat Spellcasting (see
Chap. 8: Skills).

Intuition — This sub-ability is a charactet’s
familiarity with or awareness of subconscious and
subtle cues or clues; Intuition is an acuteness of per-
ception and attention to nearby, local, or observ-
able detail. Characters with high Intuition are still
limited by the physical world, unable to glean facts
or feelings that do not present themselves or are
fully hidden. Often, what is attributed to Intuition
is subtle information that we are unable to attribute
to its source, so we consider it metaphysical when it
is not. Por instance, a female may have an uneasy
feeling when a stranger looks at her. Though she
does not realize it in this example, the pupils of the
male’s eyes are not dilated but very narrow. This is
a biological cue that the male is either in bright sun-
light or displeased. Likely, the animal in her human
nature recognizes his displeasure as he looks at her,
though she is not consciously aware of the cue.
Intuition is a form of knowledge that is indepen-
dent of experience or reason. Some claim that it is
only through Intuition that characters come to know

their god. Therefore, some consider morality to
depend on Intuition. Some contrast Intuition with
Intelligence, declaring Intuition to be the purest form
of instinct. Intuition affects skills (see Chap. 8: Skills)
such as Animal Conditioning, Animal Handling,
Blindfighting, Chemistry, Direction Sense, many

forms of  Divination  (Alectromancy,
Anthropomancy, Aspidomancy, Austromancy,
Axinomancy, Belomancy, Ceraunoscopy,
Chiromancy, Cleromancy, Crystalomancy,
Dririmancy,  Gastromancy, Gyromancy,
Hydromancy, Libanomancy, Lithomancy,
Lunomancy, Necromancy, Numerology,

Omphalomancy, Oneiromancy, Onomancy,
Oomancy, Ornithomancy, Pyromancy, Scatomancy,
Sortilege, Stichomancy, Urimancy, and Xenomancy),
Etiquette, Haggling, Read Lips, Sculpture, Search,
Taste, Teaching, and Touch.

Common Sense — It is easier to describe
what this sub-ability is not, than what itis. Examples
of individuals lacking in Common Sense are often
those who are naive, gullible, and have a tendency
toward idealism more than pragmatism. Common
Sense, as a sub-ability, is an abstract measure of how
much a character is in touch with reality. Nerds are
good examples of people who may have some high
forms of Intelligence, but may lack Common Sense.
On the table presented later in this chapter, examples
of each category of ability demonstrate what a char-
acter may be “Likely to” do. Common Sense af-
fects skills (see Chap. 8: SKills) such as Agriculture,
Basketweaving, Bookbinding, Brewing, Brickmaking,
Candlemaking, Cleaning, Cobbling, Cooking, Dis-
guise, Divination (Alectromancy), Fishing, Foresting,
Gambling, Genealogy, Girdlemaking, Grooming,
Hatmaking, Heraldry, Hide, Inkmaking, Milking,
Milling, Mining, Minting, Perfumemaking,
Pewtersmithing, Pottery, Pursemaking, Ropemaking,
Saddlemaking, Search, Sheathemaking, Silence, Skin-
ning, Soapmaking, Tailoring, Tanning, Teaching,
Thatching, Tilemaking, Tinkering, Trapping,
Wainwrighting, Weather Prediction, and Weaving.

Reflection — While Intelligence, ot learn-
ing, is more concerned with short-term mnemonic
accuracy, the accuracy of long-term memory corre-
lates with a gain in Wisdom over time as the deci-
sions made by the individual reflect the inclusion of

11
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more experiences that are accurately remembered.
Those who do not remember and reflect upon the
majority of their lives are more likely to make un-
wise decisions. The Earliest Memory is determined
by this sub-ability. Reflection affects skills (see Chap.
8: Skills) such as Constellations, Etiquette, Remem-
ber Detail, and Weather Prediction.

Skill Modifiers
Each ability and sub-ability has a Skill Modi-
fier. Whenever a skill is used or must be checked,
abilities may modify the roll of a skill. Information

on skills and how Skill Modifiers function may be

found in Chapter 8: SKills.

Ability Checks

Instances in the game may occur when abili-
ties need to be checked. For instance, a slovenly
trollop offers herself to a strapping young adven-
turer if and only if he can expediently say a tongue-
twister of her choice. Driven by hormones, the
young male agrees, and asks what is the tongue-
twister. The courtesan challenges “Huge hung hero
hunks hastily hump horny heaving hot whores.
How‘bout it, huh?” To make an ability check, roll
percentile dice and apply the Skill Modifier to the
result. This number may be compared with a diffi-
culty threshold (TH) determined by the MM or the
roll of another player. In the example provided above
regarding tongue-twisting, the MM may have secretly
decided the TH to be 80. The strapping young ad-
venturer tests his Enunciation sub-ability at the mo-
ment by rolling percentile dice and applying the Skill
Modifier from Enunciation to the roll. He rolls 31
and the MM tells him that he tried to say it faster
To the
adventurer’s dismay, the soliciting strumpet laughs

than he was capable at the moment.

as she abandons him for a lad with a more nimble

tongue.
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1-24 -90 1 1 2 2 5 5 10 10
25-39 -75 2 3 5 5 10 7 15 20
40-54 -60 4 5 8 15 10 20 30
55-59 -45 5 8 11 11 20 15 25 35
60-64 -40 7 10 14 14 24 20 30 40
65-69 -35 9 13 17 17 28 25 35 45
70-72 -30 10 15 20 20 32 30 40 50
73-75 -27 12 18 23 24 36 35 45 55
76-78 -24 14 20 26 28 38 40 50 60
79-81 -21 16 23 29 32 42 45 55 65
82-84 -18 18 25 32 36 46 50 60 70
85-87 -15 20 28 35 40 50 55 65 75
88-90 -12 22 30 38 44 54 60 70 80
91-93 -9 24 33 41 48 58 65 75 85
94-96 -6 26 35 44 52 62 70 80 90
97-99 -3 28 38 47 56 66 75 85 95
[wote T - T 50 [ o [ s0 | e | w T e | % | wo ]

103-105 +1 35 45 b5 65 75 85 95 105
106-108 +2 40 50 60 70 80 90 100 110
109-111 +3 45 55 65 75 85 95 105 115
112-114 +4 50 60 70 80 90 100 110 120
115-117 +5 55 65 75 85 95 105 115 125
118-120 +6 60 70 80 90 100 110 120 130
121-123 +7 65 75 85 95 105 115 125 135
124-126 +8 70 80 90 100 110 120 130 140
127-129 +9 75 85 95 105 115 125 135 145
130-134 +10 80 90 100 110 120 130 140 150
135-139 +11 85 95 105 115 125 135 145 155
140-144 +13 90 100 110 120 130 140 150 160
145-159 +15 95 105 115 125 135 145 155 165
160-174 +20 100 110 120 130 140 150 160 170
175-189 +25 105 115 125 135 145 155 165 175
190-204 +30 110 120 130 140 150 160 170 180
205-219 +35 115 125 135 145 155 165 175 185
220-234 +40 120 130 140 150 160 170 180 190
235-249 +45 125 135 145 155 165 175 185 195
250-264 +50 130 140 150 160 170 180 190 200
265-279 +55 135 145 155 165 175 185 195 205
280-294 +60 140 150 160 170 180 190 200 210
295-309 +65 145 155 165 175 185 195 205 215
310 +70 150 160 170 180 190 200 210 220




Physique: Strength

Sub-ability score| Skill Modifier | Damage [Life Points Mod.| Clean & Jerk| Bench Press| Dead Lift
1-24 -90 -99% -8 1 2 3
25-39 -75 -75% -7 3 5 8
40-54 -60 -60% -6 6 10 16
55-59 -45 -45% -5 12 20 32
60-64 -40 -40% -5 13 23 36
65-69 -35 -35% -4 16 27 43
70-72 -30 -30% -4 18 30 48
73-75 -27 -27% -3 22 38 60
76-78 -24 -24% -3 27 46 73
79-81 -21 -21% -3 32 54 86
82-84 -18 -18% -2 37 62 99
85-87 -15 -15% -2 42 70 112
88-90 -12 -12% -2 46 78 124
91-93 -9 -9% -1 51 86 137
94-96 -6 -6% -1 56 94 150
97-99 -3 -3% -1 61 102 163
100-102 - - - 66 110 176
103-105 +1 +5% +1 70 118 188
106-108 +2 +10% +1 75 126 201
109-111 +3 +15% .-’ 80 134 214
112-114 +4 +20% 2 85 142 227
115-117 +5 +25% +3 90 150 240
118-120 +6 +30% +3 94 158 252
121-123 +7 +35% +4 99 166 265
124-126 +8 +40% +4 104 174 278
127-129 +9 +45% +5 109 182 291
130-134 +10 +50% +5 114 190 304
135-139 +11 +60% +6 121 203 324
140-144 +13 +70% +7 129 215 344
145-159 +15 +75% +8 138 230 368
160-174 +20 +100% +10 162 270 432
175-189 +25 +125% +12 186 310 496
190-204 +30 +150% +14 210 350 560
205-219 +35 +175% +16 234 390 624
220-234 +40 +200% +18 258 430 688
235-249 +45 +225% +20 282 470 752
250-264 +50 +250% +22 306 510 816
265-279 +55 +275% +24 324 540 864
280-294 +60 +300% +26 348 580 928
295-309 +65 +325% +28 372 620 992

310 +70 +350% +30 396 660 1056
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Physique: Bodily Attractiveness

Sub-ability score

Skill Modifier

Male Modifier

Female Modifier

1-24 -90 - 18 Physical Fitness, Str.ength, and Height - 18 to Cup Size and + 18% Weight

25-39 -75 - 16 Physical Fitness, Str.ength, and Height - 16 to Cup Size and + 16% Weight

40-54 - 60 - 14 Physical Fitness, Str.ength, and Height - 14 to Cup Size and + 14% Weight

55-59 - 45 - 12 Physical Fitness, Str.ength, and Height - 12 to Cup Size and + 12% Weight

60-64 - 40 - 10 Physical Fitness, Str.ength, and Height - 10 to Cup Size and + 10% Weight

65-69 -35 - 8 Physical Fitness, Str.ength, and Height - 8 to Cup Size and + 8% Weight

70-72 - 30 - 6 Physical Fitness, Str.ength, and Height - 6 to Cup Size and + 6% Weight

73-75 -27 - 5 Physical Fitness, Str.ength, and Height -5 to Cup Size and + 5% Weight

76-78 -24 - 4 Physical Fitness, Str.ength, and Height - 4 to Cup Size and + 4% Weight

79-81 -21 - 3 Physical Fitness, Str.ength, and Height - 3 to Cup Size and + 3% Weight

82-84 - 18 - 2 Physical Fitness, Str.ength, and Height - 2 to Cup Size and + 2% Weight

85-87 -15 - 1 Physical Fitness, Str.ength, and Height - 1 to Cup Size and + 1% Weight

88-90 -12 - ,

91-93 -9 - -

94-96 -6 - -

97-99 -3 - -
100-102 - - -
103-105 +1 - -
106-108 + 2 - -
109-111 +3 - -
112-114 +4 - -
115-117 +5 + 1 Physical Fitness, Str.ength, and Height + 1 to Cup Size, - 1 Strength, and - 1% Weight
118-120 +6 + 2 Physical Fitness, Str.ength, and Height + 2 to Cup Size, - 2 Strength, and - 2% Weight
121-123 +7 + 3 Physical Fitness, Str.ength, and Height + 3 to Cup Size, - 3 Strength, and - 3% Weight
124-126 +8 + 4 Physical Fitness, Str.ength, and Height + 4 to Cup Size, - 4 Strength, and - 4% Weight
127-129 +9 + 5 Physical Fitness., Str.ength, and Height + 5 to Cup Size, - 5 Strength, and - 5% Weight
130-134 + 10 + 6 Physical Fitness, Str.ength, and Height + 6 to Cup Size, - 6 Strength, and - 6% Weight
135-139 + 11 + 8 Physical Fitness, Str.ength, and Height + 8 to Cup Size, - 8 Strength, and - 8% Weight
140-144 + 13 + 10 Physical Fitness, Str.ength, and Height| + 10 to Cup Size, - 10 Strength, and - 10% Weight
145-159 + 15 + 12 Physical Fitness, Str.ength, and Height| + 12 to Cup Size, - 12 Strength, and - 12% Weight
160-174 + 20 + 14 Physical Fitness, Str.ength, and Height| + 14 to Cup Size, - 14 Strength, and - 14% Weight
175-189 + 25 + 16 Physical Fitness, Str.ength, and Height| + 16 to Cup Size, - 16 Strength, and - 16% Weight
190-204 + 30 + 18 Physical Fitness, Str.ength, and Height| + 18 to Cup Size, - 18 Strength, and - 18% Weight
205-219 + 35 + 20 Physical Fitness, Str.ength, and Height| + 20 to Cup Size, - 20 Strength, and - 20% Weight
220-234 + 40 + 22 Physical Fitness, Str.ength, and Height| + 22 to Cup Size, - 22 Strength, and - 22% Weight
235-249 + 45 + 24 Physical Fitness, Str.ength, and Height| +24 to Cup Size, - 24 Strength, and - 24% Weight
250-264 + 50 + 26 Physical Fitness, Str.ength, and Height| + 26 to Cup Size, - 26Strength, and - 26% Weight
265-279 + 55 + 28 Physical Fitness, Str.ength, and Height| + 28 to Cup Size, - 28 Strength, and - 28% Weight
280-294 + 60 + 30 Physical Fitness, Str.ength, and Height| + 30 to Cup Size, - 30 Strength, and - 30% Weight
295-309 + 65 + 32 Physical Fitness, Str.ength, and Height| + 32 to Cup Size, - 32 Strength, and - 32% Weight

310 + 70 + 34 Physical Fitness, Str.ength, and Height| + 34 to Cup Size, - 34 Strength, and - 34% Weight




Physique: Health
Sub-ability score| Skill Modifier | Life Points Mod. | Intoxication/Vomit|  Allergies lliness Immunity

1-24 -90 -27 +90% 7 0%
25-39 -75 -23 +75% 6 2%
40-54 -60 -19 +60% 5 5%
55-59 -45 -16 +45% 4 10%
60-64 -40 -14 +40% 3 15%
65-69 -35 -12 +35% 3 20%
70-72 -30 -10 +30% 2 25%
73-75 -27 -9 +27% 2 30%
76-78 -24 -8 +24% 2 35%
79-81 -21 -7 +21% 2 40%
82-84 -18 -6 +18% 2 45%
85-87 -15 -5 +15% 1 50%
88-90 -12 -4 +12% 1 55%
91-93 -9 -3 +9% 1 60%
94-96 -6 -2 +6% 1 65%
97-99 -3 -1 +3% 1 70%
100-102 - - - - 75%
103-105 +1 +1 -3% - 76%
106-108 +2 +1 -6% - 77%
109-111 +3 Aril -9% - 78%
112-114 +4 +1 -12% - 79%
115-117 S AFil -15% - 80%
118-120 +6 +1 -18% - 81%
121-123 +7 +2 -21% - 82%
124-126 +8 +2 -25% - 83%
127-129 +9 +2 -30% - 84%
130-134 +10 +2 -40% - 85%
135-139 +11 +3 -50% - 86%
140-144 +13 +3 -60% - 87%
145-159 +15 +3 -70% - 88%
160-174 +20 +4 -80% - 89%
175-189 +25 +4 -90% - 90%
190-204 +30 +5 -91% - 91%
205-219 +35 +5 -92% - 92%
220-234 +40 +6 -93% - 93%
235-249 +45 +6 -94% - 94%
250-264 +50 +7 -95% - 95%
265-279 +55 +7 -96% - 96%
280-294 +60 +8 -97% - 97%
295-309 +65 +8 -98% - 98%

310 +70 +9 -99% - 99%
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1-24 -90 Monstrous
25-39 -75 Hideous
40-54 -60 Deformed
55-59 -45 Disgusting
60-64 -40 Repulsive
65-69 -35 Ugly
70-72 -30 Uncomely
73-75 =27 Repelling
76-78 -24 Unsightly
79-81 -21 Tll-shapen
82-84 -18 Tll-looking
85-87 -15 Homely
88-90 -12 Plain
91-93 -9 Plain
94-96 -6 Plain
97-99 -3 Plain

[ wowe - [ Pan ]
103-105 il Plain
106-108 +2 Plain
109-111 +3 Plain
112-114 +4 Plain
115-117 5 Attractive
118-120 +6 Inviting
121-123 <7 Inviting
124-126 +8 Enticing
127-129 +9 Good-looking
130-134 +10 Comely
135-139 +11 Alluting
140-144 +13 Enchanting
145-159 +15 Fascinating
160-174 +20 True Beauty
175-189 +2p Causes wetness
190-204 +30 Inspires jealousy
205-219 +35 Inspires lust
220-234 +40 Strangers must stare
235-249 +45 Strangers must stare
250-264 +50 All others must stare
265-279 +55 All others must stare
280-294 +60 Positively maddening
295-309 +65 Orgasm from viewing

310 +70 Perfection
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1-24 -90 Gay

25-39 -75 Weak

40-54 -60 Detached

55-59 -45 Whiney

60-64 -40 Soft

65-69 -35 Raspy

70-72 -30 Shrill

73-75 -27 Scratchy

76-78 -24 Hoarse

79-81 -21 Monotone

82-84 -18 Always says "uh" or "um"

85-87 -15 Always says "uh" or "um"

88-90 -12 Normal

91-93 -9 Normal

94-96 -6 Normal

97-99 -3 Normal

[ woawe - [ Noww ]
103-105 +1 Normal
106-108 +2 Normal
109-111 +3 Normal
112-114 +4 Normal
115-117 45 Avoids "uh" or "um"
118-120 +6 Avoids "uh" or "um"
121-123 1/ Uses vocal pausing effectively
124-126 +8 Rythmic
127-129 +9 Melodic
130-134 +10 Strong
135-139 =il Strong
140-144 +13 Strong
145-159 +15 Confident
160-174 +20 Confident
175-189 +25 Confident
190-204 +30 Clear
205-219 +35 Clear
220-234 +40 Clear
235-249 +45 Clear
250-264 +50 Projecting
265-279 +55 Projecting
280-294 +60 Projecting
295-309 +65 Projecting
310 +70 Otherworldly

18




1-24 -90 Degenerate
25-39 -75 Lumbering
40-54 -60 Loutish
55-59 -45 Rough
60-64 -40 Inept
65-69 -35 Uncouth
70-72 -30 Ungraceful
73-75 =27 Coarse
76-78 -24 Bungling
79-81 -21 Unrefined
82-84 -18 Abrupt
85-87 -15 Awkward
88-90 -12 Ordinary
91-93 -9 Otdinary
94-96 -6 Ordinary
97-99 -3 Ordinary

[ wowe - [ Ouimg ]
103-105 ctall Ordinary
106-108 +2 Ordinary
109-111 & Ordinary
112-114 +4 Otdinary
115-117 5 Smooth
118-120 +6 Flowing
121-123 B Becoming
124-126 +8 Refined
127-129 +9 Polished
130-134 +10 Graceful
135-139 +11 Natural
140-144 +18 Natural
145-159 +15 Sleek
160-174 +20 Sleek
175-189 +25 Sleek
190-204 +30 Suave
205-219 +35 Suave
220-234 +40 Suave
235-249 +45 Cat-like
250-264 +50 Cat-like
265-279 +55 Cat-like
280-294 +60 Glabrous
295-309 +65 Glabrous

310 +70 Glabrous
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Charisma: Rhetorical
Sub-ability score Skill Modifier Average Speech Rate
1-24 -90 1
25-39 -75 5
40-54 -60 20
55-59 -45 40
60-64 -40 60
65-69 -35 80
70-72 -30 90
73-75 =27 100 or 270 (50%)
76-78 -24 110 or 260 (50%)
79-81 -21 115 or 250 (50%)
82-84 -18 120 or 240 (50%)
85-87 -15 125 or 230 (50%)
88-90 -12 130 or 220 (50%)
91-93 -9 135 or 210 (50%)
94-96 -6 140 or 200 (50%)
97-99 -3 145 or 195 (50%)
100-102 = 150 or 190 (50%)
103-105 +1 152 or 187 (50%)
106-108 +2 155 or 185 (50%)
109-111 48 157 or 182 (50%)
112-114 +4 160 or 180 (50%)
115-117 A5 162 or 177 (50%)
118-120 +6 165 or 175 (50%)
121-123 +7 167 or 172 (50%)
124-126 +8 170
127-129 and) 170
130-134 +10 170
135-139 SRl 170
140-144 by o 170
145-159 +15 170
160-174 +20 170
175-189 F 28] 170
190-204 =r5§0) 170
205-219 +35 170
220-234 +40 170
235-249 +45 170
250-264 +50 170
265-279 +55 170
280-294 +60 170
295-309 +65 170
310 +70 170

20



Dexterity: Hand-Eye Coordination

Sub-ability score

Skill Modifier

Physical Movement Precision

1-24 -90 1 foot
25-39 -75 6 inches
40-54 -60 2 inches
55-59 -45 1 inch
60-64 -40 1/2 inch
65-69 -35 3/8 inch
70-72 -30 1/4 inch
73-75 -27 1/4 inch
76-78 -24 1/4 inch
79-81 -21 1/8th inch
82-84 -18 1/8th inch
85-87 -15 1/8th inch
88-90 -12 1/16th inch
91-93 -9 1/16th inch
94-96 -6 1/16th inch
97-99 -3 1/16th inch
100-102 - 1/16th inch
103-105 +1 1/32 inch
106-108 &2 1/32 inch
109-111 4 1/32 inch
112-114 +4 1/32 inch
115-117 +5 1/64 inch
118-120 +6 1/64 inch
121-123 +7 1/64 inch
124-126 +8 1/64 inch
127-129 +9 1/100 inch
130-134 +10 1/100 inch
135-139 +11 1/100 inch
140-144 +13 1/100 inch
145-159 +15 1/250 inch
160-174 +20 1/250 inch
175-189 +25 1/250 inch
190-204 +30 1/250 inch
205-219 +35 1/500 inch
220-234 +40 1/500 inch
235-249 +45 1/500 inch
250-264 +50 1/500 inch
265-279 +55 1/1,000 inch
280-294 +60 1/1,000 inch
295-309 +65 1/1,000 inch
310 +70 1/1,000 inch
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Dexterity: Agility

Sub-ability score Skill Modifier Armor Brawling Attacks/round | Seconds to Stand
1-24 -90 -90 1/4 9
25-39 -75 -75 1/3 8
40-54 -60 -60 1/2 8
55-59 -45 -45 1 7
60-64 -40 -40 1 6
65-69 -35 -35 2 5
70-72 -30 -30 2 4
73-75 -27 -27 2 3
76-78 -24 -24 2 3
79-81 -21 -21 2 3
82-84 -18 -18 2 3
85-87 -15 -15 2 3
88-90 -12 -12 2 3
91-93 -9 -9 2 3
94-96 -6 -6 2 3
97-99 -3 -3 2 3
100-102 - - 2 3
103-105 +1 - 2 3
106-108 +2 +1 2 3
109-111 +3 +2 2 3
112-114 +4 a5 2 3
115-117 45 +4 2 3
118-120 +6 +4 2 3
121-123 +7 +5 2 3
124-126 +8 +6 2 3
127-129 +9 +7 2 3
130-134 +10 +8 2 2
135-139 +11 +8 2 2
140-144 +13 +9 3 2
145-159 +15 +12 3 2
160-174 +20 Rl 3 2
175-189 +25 +20 3 2
190-204 +30 +24 4 2
205-219 +35 +28 4 2
220-234 +40 +32 4 2
235-249 +45 +36 4 2
250-264 +50 +40 5 2
265-279 +55 +44 5 2
280-294 +60 +48 5 2
295-309 +65 +52 5 2

310 +70 +56 6 1
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1-24 -90 7
25-39 -75 6
40-54 -60 5
55-59 -45 4
60-64 -40 3
65-69 -35 3
70-72 -30 3
73-75 -27 2
76-78 -24 2
79-81 -21 2
82-84 -18 2
85-87 -15 2
88-90 -12 2
91-93 -9 2
94-96 -6 2
97-99 -3 2

103-105 aril 2
106-108 o2 2
109-111 +3 2
112-114 +4 2
115-117 +5 2
118-120 +6 2
121-123 +% 2
124-126 +8 2
127-129 o 2
130-134 +10 1
135-139 +11 1
140-144 +13 1
145-159 +15 1
160-174 +20 0
175-189 +25 0
190-204 +30 0
205-219 +35 0
220-234 +40 0
235-249 +45 0
250-264 +50 0
265-279 +55 0
280-294 +60 0
295-309 +65 0

310 +70 0
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1-24 -90 25 Unable to chant propetly
25-39 =75 50 Unable to chant properly
40-54 -60 60 Unable to chant propetly
55-59 -45 70 + 130%
60-64 -40 80 + 120%
65-69 -35 90 + 110%
70-72 -30 100 + 100%
73-75 -27 110 + 90%
76-78 -24 120 + 80%
79-81 -21 130 + 70%
82-84 -18 140 + 60%
85-87 -15 150 + 50%
88-90 -12 160 + 40%
91-93 -9 170 + 30%
94-96 -6 180 + 20%
97-99 -3 190 + 10%
[ weae - T we T -
103-105 +1 210 - 2%
106-108 2 220 - 5%
109-111 ) 230 - 7%
112-114 +4 240 - 10%
115-117 +5 250 -12%
118-120 +6 260 - 15%
121-123 +7 270 -17%
124-126 +8 280 - 20%
127-129 +9 290 -22%
130-134 +10 300 - 25%
135-139 +11 310 -27%
140-144 +13 320 - 30%
145-159 +15 330 - 32%
160-174 +20 340 - 35%
175-189 +25 350 -37%
190-204 +30 360 - 40%
205-219 +35 370 - 42%
220-234 +40 380 - 45%
235-249 +45 390 - 47%
250-264 +50 400 - 50%
265-279 +55 425 - 52%
280-294 +60 450 - 55%
295-309 +65 475 -57%
310 +70 500 - 60%

24



Intelligence: Language
Sub-ability score Skill Modifier Possible # Learned Vocabulary Limit
1-24 -90 0 NA
25-39 =75 0 NA
40-54 -60 0 Ga-ga
55-59 -45 1 Mom
60-64 -40 1 Horse
65-69 -35 1 Woman
70-72 -30 1 Violate
73-75 -27 1 Delicious
76-78 -24 1 Insanity
79-81 -21 1 Wavering
82-84 -18 1 Preparation
85-87 -15 2 Combination
88-90 -12 2 Authorize
91-93 -9 2 Substantial
94-96 -6 2 Experimental
97-99 -3 2 Conversion
100-102 - 3 Instantaneous
103-105 +1 3 Undismayed
106-108 +2 3 Beguile
109-111 +3 3 Transcendental
112-114 +4 3 Contumacious
115-117 +5 4 Discursive
118-120 +6 4 Paradigmatic
121-123 +7 4 Perniciousness
124-126 +8 4 Disapprobation
127-129 +9 4 Consubstantiality
130-134 +10 5 Antidisestablishmentatianism
135-139 +11 5 -
140-144 +13 5 -
145-159 +15 6 -
160-174 +20 7 -
175-189 +25 8 -
190-204 +30 9 -
205-219 +35 10 -
220-234 +40 11 -
235-249 +45 12 -
250-264 +50 13 -
265-279 +55 14 -
280-294 +60 15 -
295-309 +65 16 -
310 +70 17 -
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1-24 -90 Addition
25-39 -75 Addition
40-54 -60 Addition
55-59 -45 Subtraction
60-64 -40 Subtraction
65-69 -35 Subtraction
70-72 -30 Multiplication
73-75 -27 Multiplication
76-78 -24 Multiplication
79-81 -21 Division
82-84 -18 Division
85-87 -15 Division
88-90 -12 Fractions
91-93 -9 Fractions
94-96 -6 Fractions
97-99 -3 Algebra

[ wee T - T Aebe
103-105 +1 Algebra
106-108 T2 Geometry
109-111 23] Geometry
112-114 +4 Geometry
115-117 45 Geometry
118-120 +6 Geometry
121-123 o’ Geometry
124-126 +8 Geometry
127-129 +9 Geometry
130-134 +10 Geometry
135-139 K1 Geometry
140-144 +13 Geometry
145-159 +15 Geometry
160-174 +20 Geometry
175-189 +25 Geometry
190-204 +30 Geometry
205-219 +35 Geometry
220-234 +40 Geometry
235-249 +45 Geometry
250-264 +50 Geometry
265-279 +55 Geometry
280-294 +60 Geometry
295-309 +65 Geometry

310 +70 Geometry
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1-24 90
2539 75
40-54 60
5559 45
60-64 40
65-69 35
70-72 30
7375 27
76-78 24
79-81 21
82-84 18
85-87 -15
88-90 12
91-93 9
94-96 6
97-99 3

[ e ]

103-105 +1
106-108 +2
109-111 +3
112-114 +4
115-117 +5
118-120 +6
121-123 +7
124-126 +8
127-129 +9
130-134 +10
135-139 +11
140-144 +13
145-159 +15
160-174 +20
175-189 +25
190-204 +30
205-219 +35
220-234 +40
235-249 +45
250-264 +50
265-279 +55
280-294 +60
295-309 +65
310 +70
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1-24 -90 NA
25-39 -75 2
40-54 -60 3
55-59 -45 4
60-64 -40 5
65-69 -35 6
70-72 -30 7
73-75 -27 10
76-78 -24 12
79-81 -21 15
82-84 -18 17
85-87 -15 20
88-90 -12 50
91-93 -9 100
94-96 -6 125
97-99 -3 150
[ e - T we 0]
103-105 +1 250
106-108 +2 350
109-111 e 500
112-114 +4 750
115-117 4+ 1000
118-120 +6 1250
121-123 +7 1500
124-126 +8 1750
127-129 +9 2000
130-134 +10 2500
135-139 +11 3000
140-144 +13 3500
145-159 +15 4000
160-174 +20 5000
175-189 +25 6000
190-204 +30 7000
205-219 +35 8000
220-234 +40 9000
235-249 +45 10000
250-264 +50 12500
265-279 +55 15000
280-294 +60 17500
295-309 +65 20000
310 +70 25000
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1-24 90 5 24
2539 75 4 23
40-54 60 4 23
5559 45 3 22
60-64 40 3 22
65-69 35 3 21
70-72 30 2 21
7375 27 2 20
76-78 24 2 20
79-81 21 2 19
82-84 18 2 19
85-87 15 1 18
88-90 12 1 18
91-93 9 1 17
94-96 6 -1 17
97-99 3 1 16

[ e e

103-105 +1 +1 15
106-108 +2 +1 15
109-111 +3 +1 14
112-114 +4 +2 14
115-117 +5 +2 13
118-120 +6 +2 13
121-123 +7 +3 12
124-126 +8 +3 12
127-129 +9 +3 11
130-134 +10 +4 11
135-139 +11 +5 10
140-144 +13 +6 10
145-159 +15 +7 9
160-174 +20 +9 9
175-189 +25 +10 8
190-204 +30 +11 8
205-219 +35 +12 7
220-234 +40 +13 6
235-249 +45 +14 5
250-264 +50 +15 4
265-279 +55 +16 3
280-294 +60 +17 2
295-309 +65 +18 1
310 +70 +19 0

29




1-24 -90
25-39 -75
40-54 -60
55-59 -45
60-64 -40
65-69 -35
70-72 -30
73-75 -27
76-78 -24
79-81 -21
82-84 -18
85-87 -15
88-90 -12
91-93 -9
94-96 -6
97-99 -3

[ woae -
103-105 “F il
106-108 +2
109-111 +3
112-114 +4
115-117 5
118-120 +6
121-123 +7
124-126 +8
127-129 +9
130-134 +10
135-139 +11
140-144 +13
145-159 +15
160-174 +20
175-189 +25
190-204 +30
205-219 855
220-234 +40
235-249 +45
250-264 +50
265-279 +55
280-294 +60
295-309 +65

310 +70
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Wisdom:; Common Sense

Sub-ability score

Skill Modifier

Likely to:

1-24 -90 Get caught for greater schemes: Attempt to kill a god
25-39 -75 Get caught for greater schemes: Attempt to lie to a god
40-54 -60 Get caught for greater schemes: Attempt to lie to their god
55-59 -45 Get caught for greater schemes: Disrespect a god
60-64 -40 Get caught for schemes: Make a pact with an immoral god
65-69 -35 Get caught for schemes: While bound, threaten the lives of orkish captors
70-72 -30 Get caught for schemes: While bound, yell curses at their orkish captors
73-75 -27 Get caught for lesser schemes: Call a marching army a bunch of pussies
76-78 -24 Get caught for lesser schemes: Sleep with the spouse of your best friend
79-81 -21 Get caught for lesser schemes: If a slave, to steal from their master
82-84 -18 Get caught for lesser schemes: Steal from the militia
85-87 -15 Get caught for lesser schemes: Flirt, but then get your ass kicked
88-90 -12 -
91-93 -9 -
94-96 -6 -
97-99 -3 -
100-102 - -
103-105 +1 -
106-108 +2 -
109-111 +3 -
112-114 +4 -
115-117 +5 Probably has the trust of immediate family
118-120 +6 Probably has the trust of close friends
121-123 +7 Probably has the trust of non-immediate family
124-126 +8 Probably has the trust of friends
127-129 +9 Probably has the trust of associates
130-134 +10 Usually has the trust of strangers
135-139 +11 Probably has not been in some sort of trouble for 1 year
140-144 +13 Probably has not been in some sort of trouble for 5 years
145-159 +15 Probably has not been in some sort of trouble for 1 decade
160-174 +20 Probably has only been in some sort of trouble 3 times in life
175-189 +25 Probably has only been in some sort of trouble 2 times in life
190-204 +30 Probably has only been in some sort of trouble once in life
205-219 +35 Probably has never been in some sort of trouble in life
220-234 +40 Others tend to seek out this character from miles around due to wisdom
235-249 +45 Others tend to seek out this character from nearby countries due to wisdom
250-264 +50 Others tend to seek out this character from around the world due to wisdom)
265-279 +55 Others tend to seek out this character from other wotlds due to wisdom
280-294 +60 Others tend to seek out this character from other planes due to wisdom
295-309 +65 Others tend to seek out this character from other planes due to wisdom
310 +70 Others tend to seek out this character from other planes due to wisdom
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1-24 -90 1 day ago
25-39 -75 1 month ago
40-54 -60 1 year ago
55-59 -45 age 8
60-64 -40 age 7
65-69 -35 age 6
70-72 -30 age 5
73-75 -27 age 5
76-78 -24 age 5
79-81 -21 age 5
82-84 -18 age 4
85-87 -15 age 4
88-90 -12 age 4
91-93 -9 age 4
94-96 -6 age 4
97-99 -3 age 3
[ w0 s ]
103-105 gzl age 3
106-108 =2 age 3
109-111 +3 age 3
112-114 +4 age 3
115-117 5 age 3
118-120 +6 age 2
121-123 + age 2
124-126 +8 age 2
127-129 +9 age 2
130-134 +10 age 2
135-139 & 1.1 age 1 year
140-144 +13 11 months
145-159 +15 10 months
160-174 +20 9 months
175-189 +25 8 months
190-204 +30 7 months
205-219 +35 6 months
220-234 +40 5 months
235-249 +45 4 months
250-264 +50 3 months
265-279 +55 2 months
280-294 +60 1 month
295-309 +65 1 day
310 +70 1 minute
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Skill Modifiers per Overall Ability

Ability score Skill Modifier
1-24 -90
25-39 -75
40-54 -60
55-59 -45
60-64 -40
65-69 -35
70-72 -30
73-75 27
76-78 24
79-81 21
82-84 -18
85-87 -15
88-90 -12
91-93 -9
94-96 -6
97-99 -3

100-102 -
103-105 +1
106-108 +2
109-111 +3
112-114 +4
115-117 +5
118-120 +6
121-123 +7
124-126 +8
127-129 +9
130-134 +10
135-139 +11
140-144 +13
145-159 +15
160-174 +20
175-189 +25
190-204 +30
205-219 +35
220-234 +40
235-249 +45
250-264 +50
265-279 +55
280-294 +60
295-309 +65
310 +70

33




Chapter 1.
Lbilities

Intelligence

If a character’s Intelligence (that is their av-
erage for the sub-abilities of Language, Math, Ana-
Iytic, and Spatial) is 130 or above, then they are con-
sidered a genius. If the overall Intelligence is be-
tween 115-129, they may be considered gifted. In-
telligences between 86 and 114 are unremarkable.
Conversely, an Intelligence of 71-85 is deemed slow.
Finally, Intelligence of 70 or below constitutes re-
tardation.

Artwork Here

Artwork Here

Retard Strength

If a character’s Intelligence is 70 or lower,
then the character is technically retarded. Many
MM’s will simply tell the player to reroll the score,
all abilities, or some may demand that the character
is played despite the low score. If your character is
retarded, consult your MM. In any case, any char-
acter thatis a retard must roll percentile dice to make
a check to see if they have Retard Strength. Next,
consider three times the difference between the
character’s retarded Intelligence and 70 to be the
percentile chance of Retard Strength.

(71 - retard Intelligence) x 3 = (% chance of
Retard Strength)

If the character has Retard Strength, then
increase the charactet’s Strength sub-ability by 3d10
if anakim, 3d8 if bugbear, 2d10 if dwarven or hu-
man, 1d10 if elven, 1d12 if kobold, 3d20 if ogre,
and 3d12 if troll.
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Aging Effects
Abilities are not constants throughout a character’s lifespan. Instead, abilities vary as the character
ages, though some vary more or less, and in different proportions. Different races vary regarding lifespan
and years per age category listed below. Racial information may be found in Chapter 2: Gender and Race.
Effects are cumulative as they progress away from the norm of young adulthood. For instance, the
average ability of Reflection for an infantis 10 (100 - 10 - 30 - 50 = 10), while for Old Age itis 125 (100 +
20 + 5 =125).

Sub-Ability Infant Child Puberty | Young Adult | Middle Age | OlId Age Venerable
Physical Fitness - 50 - 30 - 10 - - 10 - 20 - 30
Strength - 30 - 40 - 20 - -5 - 20 - 40
Bodily Attract... - 50 - 30 - 10 - - 10 - 30 - 50
Health - 20 - 10 -5 - - 10 - 20 - 30
Facial - 40 - 20 - 10 - -5 - 20 - 40
Vocal - 50 - 30 - 10 - - - 20 - 40
Kinetic - 55 - 30 -5 - - - 20 - 40
Rhetorical - 45 - 30 - 15 - 4 15 - 15 - 40
Hand-Eye Cootd.' [ - 60 - 20 -10 - -10 - 10 - 10
Agility - 60 - 20 - 10 - - 10 - 30 - 40
Reaction Speed - 60 - 20 - 10 - - 10 - 30 - 40
Enunciation - 50 - 30 - 10 - - - 10 - 20
Language - 50 - 30 - 10 - + 10 - 10 - 20
Math - 30 - 40 - 20 - -5 - 20 - 40
Analytic - 30 - 40 - 20 - + 20 - - 40
Spatial - 50 - 30 - 10 - + 10 - 10 - 20
Drive - 40 - - - - - - 40
Intuition - 40 - 10 -5 - + 10 - 10 - 40
Common Sense - 50 - 30 - 10 - + 10 - 10 - 40
Reflection - 50 - 30 - 10 - + 20 +5 - 50

Persistent Exercise

Only two sub-abilities, Physical Fitness and Strength, may be increased with Persistent Exercise.
The other eighteen sub-abilities are unable to be increased by the character’s determination and efforts,
though particular skills that depend upon those sub-abilities may be substantially increased (see Chap. 8:
Skills).  For example, a character’s Facial Charisma is simply that with which they are born. Can they
experiment with grooming, hairstyles, etc.? Sure, though this does not directly change their Facial Cha-
risma, but is more applicable under a skill, such as Disguise, since this is not their natural state. With the
exception of Physical Fitness and Strength, sub-abilities are relatively fixed, and may only be altered by
aging, magic, or something happening to the character that is debilitating,

Gains may occur with Physical Fitness and Strength, provided the character devotes at least an
hour every other day to appropriate exercise. Appropriate exercise is somewhat of a qualifier, since

1. Manual Dexterity and age were correlated in the following study: Adult Norms for the Box and Block Test of Manual
Dexterity. For more information, see the References section at the end of this book.
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Chapter 1.
Lbilities

proper diets, techniques, and weights are unknown
to the races populating this gaming world. For in-
stance, it was common to think that more exercise
always yields more benefit, which of course would
fail to give the muscles time to repair. Therefore,
any character desiring to increase their Physical Fit-
ness or Strength through Persistent Exercise must
roll a Common Sense check with a TH of 60 to
Otherwise, the adopted
method utterly fails to cause noticeable results.

successfully exercise.

If successful, and assuming that exercise is
not periodically neglected, the character must make
checks at certain intervals of time to determine im-
provement. These checks are made without modi-
fiers by rolling percentile dice. If successful, the
following roll represents the number of sub-ability
points gained:

Time Interval| Threshold Gains
3 months 2 1d20
6 months 10 1420
1 year 20 1d12
2 years 60 1410
4 years 80 1d8
8 years 90 1d6
16 years 95 1d4

If a character begins exercising, but does not
continue to exercise regularly, then gains will be sub-
stantially less, if any at all. The MM may assign pen-
alties to sub-ability points gained due to inconsis-
tency or neglect. Further, if the character exercises
for some time and then stops exercising altogether,
they may lose sub-ability points. If they have con-
sistently exercised for one year or less and then stop
exercising altogether, they lose d% of their gains
from the last year of exercise. The losses will be
proportionally distributed over (20 + 1d100) days.
If they have exercised for two or more years, they
will lose (|1d100 - 3d20|%) of their gains. Note
that the previous roll utilizes absolute values, which
means that even if the resultant number is a nega-
tive number, the sign is changed to positive. Finally,
the losses will be proportionally distributed over (20
+ 2d100) days. In either case, if exercise is aban-
doned, in addition to losing previous gains, the char-
acter is 90% likely to gain (3d6)% of their weight in
body fat. Roll d% to determine where the fat accu-
mulates:

Roll Result
01-20 Waist

21-40 Buttocks

41-60 Buttocks and thighs
61-80 Buttocks and waist
81-100 Evenly distributed

Once this occurs, future fat gains will occur
in the same location.

Alternative Method: Rolling Abilities

The method described in the beginning of
the chapter for determining abilities should be the
standard method for several reasons. First, the av-
erage sub-ability score rolled should be 100, which
is the norm of all human populations. Additional
modifiers, such as for gender and race, are applied
in the following chapter. This method [(4d100 / 2)
- 1] more accurately reflects nature, and therefore,
adds a sense of realism to the game. Exceptionally
high and low ability scores still occur with this
method, though there is an appropriate measure of
central tendency, such that the mean, median, and
mode should usually be 100.

Due to this method, however, the resultant
sub-ability scores are less likely to allow the charac-
ter to meet the prerequisites of magic-using occu-
pations, for instance, than warriors. Indeed, some
players become greatly disheartened when they ob-
serve that some occupations are more rare than oth-
ers, not necessarily due to differences in appeal, but
ability. While objectivity should always be sought,
this is only a game. If a player expresses significant
discontent, and should the MM agree, the MM may
consider another method. Above all, caution is ad-
vised, since this may become a slippery slope to other
concessions.

Solely at the MM’s discretion, a player may
be permitted to roll 5d100, drop the lowest result,
divide the sum by 2, and subtract 1 from the total to
determine a sub-ability. This alternate method
should produce an average sub-ability of 115. No
more than four attempts, meaning four sub-abilities
or retries, may be made with this method. For each
roll with this advantaged method, another roll must
be made, one that will balance the character; roll
percentile dice and consult Table 5-4: Random Mental
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IlIness in the end of Chapter 5: Mind. If the roll indi-
cates a mental illness that the character already has,
then reroll. Hence, no more than four mental ill-

nesses may be acquired in this way. This option
only exists at the moment of character creation and
at the MM’s discretion.




Chapter 2: Gender and Race

Gender' and race are selected by the player for their character; these choices are important. Gen-
der and race may affect the rest of character creation, opening some doors of opportunity and closing
others. The different genders and races, while flexible to a certain extent, are also more naturally suited for
different occasions. For instance, male anakim are likely to be more successful as gladiators than female

kobolds.

Gender

Now that you have the basic scores for your abilities and sub-abilities, you must decide your
character’s gender: male or female. Gender is a correlative factor with many things, from abilities, to
height and weight. For example, on average it is obvious that males tend to be physically stronger, taller,
and weigh more than females.

According to a prominent philosopher,” males tend to be more spirited, savage, simple, and less
cunning, Females, on the other hand, tend to be more compassionate than males, more easily moved to
tears, at the same time are more jealous, more querulous, and are more apt to scold and to strike. Females
are, furthermore, more prone to despondency and less hopeful than males, more void of shame and self-
respect, more false of speech, and more deceptive. Females are also more wakeful, shrinking, and difficult
to rouse to action. The philosopher goes on to note that males are more courageous, and sympathetic in
the way of standing by to help. Even in the case of mollusks, when the cuttle-fish is struck with the trident
the male stands by to help the female; but when the male is struck the female runs away.

The philosopher’s observations presented above are generalizations and do not hold true for all
characters. Certainly, it is possible to find a surpassingly shameless male or a female who is less susceptible
to depression than males, but these instances are the exception to the rule, assuming that the above
observations are correct.

Record your gender on your character sheet, and consult the following table of Gender Modifiers
to adjust your Abilities and Temperament:

1. Though $eX usually refers to biological differences and gender usually refers to environmental differences, gender is chosen for
this chapter because $¢€X may be confused with sexual acts.

2. In Book IX of “Historia Animalium,” Aristotle refers to gender differences and compares animals as well as humans. His
comments are deemed relevant to the setting of FA.T.A.L. due to the prevalence of his opinion throughout the Middle Ages.
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Gender Modifierst
To be Modified [ Male | Female
ABILITIES
Physique: Physical Fitness| + 5 -5
Physique: Strength + 15 - 15
Physique: Bodily Attract. -3 +3
Intelligence: Language -2 + 2
Intelligence: Math +3 -3
Intelligence: Spatial +3 -3
Wisdom Drive +2 -2
Wisdom: Intuition -5 +5
Wisdom: Reflection -4 + 4
TEMPERAMENT
Sanguine -2 + 2
Choleric + 2 -2

According to the adjustments above, it may
seem as though males are superior, though it is im-
portant to understand that there are other instances,
such as nurturing, that are not apparent in the ad-
justments and may become evident and valuable
during role-playing. The function of altering gen-
der according to the table above is to shift the aver-
ages of the sexes to more closely resemble reality.
The shift in range represents masses of characters
better than extreme instances. For instance, the high-
est measured Intelligence is that of a female, though
by large numbers females tend to score slightly lower
than males in Intelligence. In this case, shifting the
range lower for females also prevents the possibility
of a female possessing the highest Intelligence. This
is an unfortunate limitation.

After noting the gender adjustments on your
character sheet, you may return to Chapter 1: Abili-
ties and update your abilities accordingly.

Most cultures are patriarchal and the preva-
lent belief regarding gender is that females are infe-
rior to males physically, intellectually, morally, and
emotionally. For example, menstruation may be un-
derstood as punishment by the gods. Further, the
natural role of women regarding childbirth, and sub-
sequently motherhood, has impacted the societal
role of women, such that they are deemed better

suited to stay at home, cook, clean, and care for their
husband and children. Prior to marriage, maidens
are expected to be chaste, though few fulfill this ex-
pectation. Once married, a wife is expected to be
submissive to her husband, who owns het.

Conversely, in most patriarchal cultures,
males are considered superior to females physically,
intellectually, morally, and emotionally. For example,
since emotions are often understood as the antith-
esis of reason, and since females seem more influ-
enced by their emotions, males value the ability to
suppress emotions. The role of a husband is to
work outside the home and thereby provide for his
wife and children. Within a family structure, the
husband is considered dominant and the final arbi-
ter, though some males are passive or soft-spoken.
In most patriarchal societies, a husband owns his
wife and children and may sell them into slavery if
necessary to pay a debt.

The more that males or femakes violate the
cultural norms of their gender, the more disappro-
bation, and possibly punishment, they receive.

Artwork Here

1. All Gender Modifiers are based upon scholarly literature. Hand-Eye Coordination receives no Gender Modifier. Males
have faster Movement Times, but finger size is a better predictor than gender. For more information, see studies concerning

dexterity in the References section at the end of this book.




Race

Next, carefully select the race of your char-
acter. Race', here, may seem an inappropriate term
because humans and trolls are not merely different
races, but different species. However, various races
of trolls exist, and so it is the more specific term.
Just as in the real world, race is a correlative factor
with many things, from abilities to height and weight.
For example, on average it is obvious that humans
are physically stronger, taller, and weigh more than
kobolds. Characters may select from the following

races:

Race Percent Overall Population
Anakim 0.3%
Bubear 15%
Dwarf, Black 3%
Dwarf, Brown 0.4%
Dwarf, White 2%
Elf, Dark 2%
Elf, Light 2%
Human 30%
Kobold 20%
Ogte 6%
Ogte, Cliff 2%
Ogtre, Gruagach 3%
Ogre, Kinder-fresset 0.3%
Troll, Borbytingarna 2%
Troll, Hill 3%
Troll, Subterranean 10%

Just as with gender, races differ substantially
regarding abilities and many other dimensions. For
instance, it is possible to find a kobold with more
Strength than a troll, but not very likely.

Following is a brief description of each race.
A character may deviate from the following racial
notes with the MM’s permission, though this must
be done with caution; characters should comply with
the following descriptions in the majority of cases
or observable instances. As a case in point, it is
noted that bugbears tend to have a melancholic tem-
perament (see Chap. 5: Mind). A character may, at
the MM’s discretion, role-play a bugbear who is the
opposite -- sanguine. However, the further the char-
acter deviates from the general nature of the race,
the more caution must be observed. If the MM
concurs, a player may choose a race from
Grimoirium Monstrum; this is not recommended.

If the MM is inexperienced with FAT.A.L.,
then the game will be easiest if all players role-play
human characters. Indeed, this is also the best com-

bination for inexperienced players. However, even
if the MM is experienced, caution should be heeded
regarding the mixture of races among the players’
characters. Racial diversity is likely to cause gaming
problems, such as threatening group cohesion if
propetly role-played. Therefore, the MM has the
right to limit the racial options of players as neces-
sary. Under normal gaming circumstances, at least
half of the players in the group should be role-play-
ing characters of the same race.

Artwork Here

1. The races for players have been selected strictly from European mythology and folklore. Other criteria include that they
must be bipedal, mortal, smaller than giants, and have no special abilities such as invisible gnomes. For more information, see

the References section at the end of this book.
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Anakim gsing), Anakim )

Anakim' are the offspring of fallen angels
and mortal women. They are recognizable to oth-
ers who often refer to anakim as giants, since they
are much taller than the typical human. Ancient
terms for anakim are the annunaki, enim, nephilim,
zuzim, and zamzumin. Compared with the human-
oid races listed here, anakim are the youngest, sec-
ond only to humans. As a guideline, each gaming
group should have no more than one anakim; this
race has the potential to unbalance a game, but
anakim are not a race so much as a result. It is not
every day that fiends mate human women, so very
few anakim exist.

Most anakim are the result of an incubus or
succubus mating with a human. These anakim are
more commonly called cambion. Oftentimes,
cambion children show no signs of life until they
are seven years in age.

Sub-Ability Modifiers: Strength + 100,
Hand-Eye Coordination - 30, Agility - 25, Reaction
Speed - 20, Language + 5, Math + 5, Analytic + 5,
Spatial + 5, Drive - 5, Intuition - 10, Common Sense
- 20, and Reflection - 10.

Base Life Points: 27.

Physical Description: Anakim average a
towering 8 feet in height for males, 7 feet for fe-
males, and are appropriately heavier than humans
as well. Often, they are considered giants. Also,
they are likely to live much longer, provided they do
not meet a premature death. Because of their fiend-
ish heritage, anakim characters must roll 1d10 to de-
termine how many traits for which they must roll
on the table following the description (roll 1d100):

Disposition Modifiers: - 25 Ethicality and
- 50 Morality.

Temperament Modifiers: - 25 to Sanguine
and - 25 to Melancholic.

Sociality: The human mother of an anakim
dies during childbirth. Anakim do not have their
own society, so they try to live secretly among hu-
mans or in isolation. Due to their size, many hu-
mans mistake them for giants. Anakim tend not to
get along well with others.

Artwork Here

Occupations: It is possible for an anakim
to be nearly any occupation, but the most common
include: bandit, berserker, gladiator, mercenary, slave,
slave-trader, sorceror, and thug.

SKills: For being an anakim, characters re-
ceive Brawling + 5, Intimidation + 10, Mangling +
5, Sexual Adeptness + 5, Trickery + 5, a bonus
Weapon (Specific), and Wrestling + 10.

Religion: Anakim may worship any religion,
though often they are foreign to notions of wor-
ship or venerate fiends. All anakim receive a bonus
of 1d20 PP (see Chap. 4: Disposition).

Language: Anakim usually speak Sapien,
and if they have both good Language ability and
the luxury of education, most aspire to learn Un-
derworld.

Names: Anakim often have human names,
since their mother names them at birth, ot if she
dies immediately, those in her culture will name the
infant.

1. Anakim have been referenced from Gustav Davidson’s A Dictionary of Angels. For more information, see the References

section at the end of this book.
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Roll Anakim Trait

The anakim has a scaly tail. Roll 4d12 to determine how many inches it is in length. Next, roll 1d100 to

01 |determine the number of Strength sub-ability points the tail possesses. Refer to the Dead Lift measure of
Strength to determine how much weight the tail may move.

02 Two 1d8 inch horns protrude from the head of this anakim. With each successful head-butt (see
Wrestling in Chap. 8: SKills), each horn also does d2 points of stabbing damage.

03 The anakim has fangs that are 1d3” in length. The character may bite others, causing 1 LP per fang,
The anakim has very pale skin.  This character loses 1d8 Facial Charisma because of their likeness to a

04 [corpse. This anakim prefers to avoid sunlight. No matter how much time this anakim spends in the sun,
their skin will not tan.

05 The anakim has abnormally recessed eyes. This character loses 1d8 Facial Charisma, since they look
more immoral, dead, and less innocent.

06 | The anakim has a forked tongue.
The anakim has black eyes with no whites. The character loses 2d8 Facial Charisma, since this feature is

07 |obviously inhuman. It is impossible to observe the face of this anakim and be sure where they are
looking,

08 The anakim has snake-like eyes.  The character loses 2d8 Facial Charisma, since this feature is
obviously inhuman. However, the anakim may see heat patterns up to 50 feet away.

09 The anakim has cat-like eyes.. The character loses 1d8 Facial Charisma since the eyes are so large and
round.

10 The anakim has eyes that grow red when angered. When angered, the anakim’s eyes are visible up to
d100 feet away in darkness.

11 The anakim has skin that radiates heat for one foot.

12 | The anakim has cold, clammy skin.

13 The anakim has black hair.

14 The anakim has black fingernails. The fingernails are not black from filth, but are black naturally.

15 Theanakim has claw-like fingernails. If used in Brawling (see Chap. 8: Skills) and as a Called Shot
(consult the MM), then 1d4 points of damage are delivered per claw.

16 The anakim has an unusually low voice. If male, the Vocal Charisma increases by 3d6 sub-ability
points. If female, the Vocal Charisma decreases by 3d6 sub-ability points.

17 | The anakim has a hairless body.

18 The anakim has the legs of a goat.

19 The anakim has unusually large hands. The hand measures (10 + 1d06) inches from the wrist to the tip of
the middle finger. Hand-Eye Dexterity decreases by 1d8 sub-ability points.

20 The anakim has unusually large feet. Each foot measures (18 + 1d12) inches from the heel to the tip of
the big toe. The character loses 1d8 sub-ability points of Agility.
The anakim has unusually large genitals. If male, determine the size of the manhood of the anakim

o1 | usual (see Chap. 3: Body). Then, add (200 + 1d100) percent to both the length and circumference. If
female, increase their cup size by 1d4 cups and Vaginal Circumference Potential by (200 + 1d100) percent
(see Chap. 3: Body).

2 The anakim has an unusually long tongue. Determine the length of the character’s tongue as usual (see
Chap. 3: Body), then add (200 + 1d100) percent to the length.

23 The anakim has rough skin.

24 | The anakim has the odor of rotting flesh extend one foot from their body.

25 | The anakim has eyes that are permanently bloodshot.

26 | The anakim has a body that casts no shadow.

27 The anakim has no reflection in a mirror.

28 The anakim causes alarm or fear in animals.

29 The anakim has a touch that withers flowers.
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30 The anakim has absolute odds of reproduction. If male, the anakim will impregnate any female with
whom he copulates. If female, the anakim will become pregnant by any male with whom she copulates.

31 The anakim suffers 1d10 LP of damage upon any contact with holy water.

32 | The anakim is repelled by holy ground.

33 | The anakim is only harmed by special weapons. Consult with the MM.
The anakim causes babies to scream when present. If the anakim touches a screaming baby, the baby is

34 [75% likely to urinate, 50% likely to defecate, and 25% likely to vomit. Thereafter, the anakim may
touch the child without such an occurence for one day.

35 The anakim is followed by a cold wind. All within 1d20 feet of this anakim feel a cold chill.

36 | The anakim is always accompanied by the gathering of 1d6 black birds near and above them.

37 | The anakim has a body that is covered by magical markings and may not be removed.

38 The anakim causes grass to die where they walk. Dead grass is yellow.

39 | The anakim causes creatures within 1d20 feet to get goosebumps.

40 The anakim causes humans within one foot to desire anal sex according to their sexuality.

41 The anakim knows how to speak devil.

42 | The anakim knows how to speak demon.

43 | The anakim has a 10% chance to attack anyone who insults them per perceived insult.

44 | The anakim automatically detects moral beings within 1d20 feet.

45 | The anakim is cannibalistic. Eating vegetables will make this anakim nauseated.
The anakim has the tail of a hotse that extends 4d12 inches. Next, roll 1d100 to determine the number

46 |of Strength sub-ability points the tail possesses. Refer to the Dead Lift measure of Strength to determine
how much weight the tail may move.

47 | The anakim is accompanied by inaudible whispering voices that may be heard 1d6 feet away.
The anakim has the hooves of a goat for the feet only; the anakim has normal hands. Hence, the

48 |kneecaps of the anakim are in the rear, the legs are thin and hairy, and the anakim has hooves instead of
toes. If the anakim kicks an opponent, a hoof will deliver twice the damage of a normal foot.

49 The anakim has blood for sexual fluid. If male, the anakim will ejaculate blood. If female, blood is the
lubricating vaginal fluid all month long.

50 The anakim may cast the spell Force Missile once per day at will. Casting requires no chant , ingredient,
or ritual.
The anakim has a robust jaw that is able to crush bone. However, it is so robust that the anakim loses

51 . .
2d8 Facial Charisma.

52 | The anakim has webbed toes. The anakim may swim at 1.5 times the rate of a humanoid.

53 | The anakim has webbed fingers. The anakim may swim at 1.5 times the rate of a humanoid.

54 The anakim has gills on the side of their neck, allowing them to breathe underwater.
The anakim slowly devours food like a snake. The anakim will need to feed once per week, consuming
at least one-third of their body weight to survive. Digestion of food which is one-third of their body

55 |weight takes one hour. Bone is digested as well. The anakim has a mouth circumference of (15 + 1d20)
inches. The jaw dislodges, like a snake, so that large food may be swallowed. When the jaw is not
dislodged, the lips of this anakim appears abnormally wide.

56 The anakim has skin that reduces damage due to fire by 50%. The skin does not seem abnormal when
examined.

57 The anakim has skin that reduces damage due to cold by 50%. The skin does not seem abnormal when
examined.

58 The anakim has skin that reduces damage due to electricity by 50%. The skin does not seem abnormal
when examined.

59 The anakim has skin that reduces damage due to corrosion (acids or bases) by 50%. The skin does not
seem abnormal when examined.

60 The anakim has a single horn of 1d12 inches which protrudes from their forehead. For each successful
head-butt (see Wrestling in Chap. 8: SKills), the horn contributes 3 LP of damage.

61 All veins in the anakim become visible 5' away while angered.
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The anakim has a prehensile tail of 1d6 feet in length with a point on the end. Next, roll 1d100 to

62 |determine the number of Strength sub-ability points the tail possesses. Refer to the Dead Lift measure of
Strength to determine how much weight the tail may move.
The anakim has an abnormally thick skull. They receive only 50% of damage from physical head

63 |wounds such as hacking, pounding, or stabbing. Unfortunately, they also lose 1d10 points from each sub-
ability of Intelligence.

64 The anakim has a third eye in the middle of their forehead. Having three eyes improves Vision by 1d20
points. Since 50 Vision points is perfect Vision, these bonus points are applied in this direction.

65 | The anakim has skin that is hard, crusty, and flaky.

66 The anakim is accompanied by an odor of feces that extends 1d6 feet from their body.

67 | The anakim is able to cry at will with tears.

68 The anakim has a wingspan of 2d8 feet. They are able to fly if the wingspan exceeds 10 feet. Consult
the MM for specifics.

69 | The anakim has fiendish hunger and must eat twice as much as normal to survive.
The anakim has bloodlust, craving the act of murder 1d4 times per week. If the anakim does not murder

70 the determined number of creatures per week, they begin foaming at the mouth, experience an increased
heart rate, an increase of 2d20 Strength and Drive, and a decrease of 2d20 Hand-Eye Coordination and
Agility until the requisite number of creatures are murdered.

7 The anakim is angered by the color of white clothes. The anakim must pass a Drive check at TH 50 or
attempt to rip the white clothes to shreds.

72 | The anakim twitches violently when angered.
The anakim has white eyes, apparently with no pupil or iris. The anakim loses 2d8 Facial Charisma

73  |since this feature is clearly inhuman. It is impossible to observe the eyes of this anakim and determine
exactly where they are looking at any given moment.

74 The anakim has a 2% chance of waking with bloodthirst. If so, the anakim will not stop until they
murder a creature and drink its blood.

75 | The anakim is accompanied by the odor of sex, which extends 1d6 feet.

76 | The anakim is able to cast Call Fog once per day. No chant, ingredient, or ritual is necessary.

77 | The anakim is able to cast Call Maggots once per day. No chant, ingredient, or ritual is necessary.

78 The anakim is able to cast Bestow Virus once per day. No chant, ingredient, or ritual is necessary.

79 | The anakim is able to cast Force Rancor once per day. No chant, ingredient, or ritual is necessary.

80 The anakim is able to cast Force Scream once per day. No chant, ingredient, or ritual is necessary.

81 The anakim is able to cast Force Slumber once per day. No chant, ingredient, or ritual is necessary.

82 | The anakim is able to cast Acidic Touch once per day. No chant, ingredient, or ritual is necessary.

83 | The anakim is able to cast Frosty Touch once per day. No chant, ingredient, or ritual is necessary.

84 | The anakim is able to cast Seal Orifice once per day. No chant, ingredient, or ritual is necessaty.

85 | The anakim is able to cast Detect Magic once per day. No chant, ingredient, or ritual is necessary.

86 | The anakim is able to cast Determine Magic once per day. No chant, ingredient, or ritual is necessary.

g7 The anakim has barbed skin. All who make forceful contact with the skin of this anakim suffer an
additional 1 LP of damage.

33 The anakim has abnormal hatred for other anakim. Whenever within 1d100 feet of one, the anakim
must pass a Drive check at TH 80 or attack with the intent to kill.

89 The anakim has abnormal hatred for bugbears. Whenever within 1d100 feet of one, the anakim must
pass a Drive check at TH 80 or attack with the intent to kill.

90 The anakim has abnormal hatred for humans Whenever within 1d100 feet of one, the anakim must pass
a Drive check at TH 80 or attack with the intent to kill.

91 The anakim has abnormal hatred for kobolds. Whenever within 1d100 feet of one, the anakim must pass
a Drive check at TH 80 or attack with the intent to kill.

90 The anakim has abnormal hatred for ogres Whenever within 1d100 feet of one, the anakim must pass a
Drive check at TH 80 or attack with the intent to kill.

93 The anakim has abnormal hatred for trolls Whenever within 1d100 feet of one, the anakim must pass a

Drive check at TH 80 or attack with the intent to kill.
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94 The anakim has abnormal hatred for males. Whenever within 1d100 feet of one, the anakim must pass a
Drive check at TH 30 or attack with the intent to kill.
95 The anakim has abnormal hatred for females. Whenever within 1d100 feet of one, the anakim must pass
a Drive check at TH 30 or attack with the intent to kill.
96 The anakim has 1d4 inches of black fur on their entire body. This lowers Bodily Attractiveness by 2d8
sub-ability points.
97 The anakim has 1d8 inch horns on each shoulder.
98 The anakim is able to bellow as loud as a lion.
99 | The anakim is able to belch melodiously.
100 | The anakim has 1% immunity to magic per occupational level.
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Bugbear ing), Bugbears 1)

Also known as a bugbeare, a bugbear is a
malevolent humanoid creature resembling a large,
hairy beast. Above all, bugbears enjoy devouring
naughty human children; adults contain more gristle
and do not taste as well.

The most renowned characteristic of bug-
bears is that they annoy all other races. Bugbears
have annoying behavioral habits, speech patterns,
societal customs, etc. Though other bugbears are
annoyed, every other race who has contact with a
bugbear describes the experience to others as an-
noying,

Bugbears prefer melee weapons and medium
armor. The favorite weapons of bugbears are spiked
bludgeoning melee weapons, such as military flails
and morgensterns, and polearms. Bugbear military
is organized into massed formations, in which sol-
diers with polearms rush the opponents first. Bug-
bear soldiers of lower rank are the first to fight. Their
favorite armor includes bronze plates. If bugbears
raid a human community, then victorious bugbears
will often rape human women before devouring the
children. Human women who are raped by bug-
bears may become pregnant, though the fetus aborts
prior to birth. In fact, 50% of human women who
are raped by a bugbear die due to a ripped uteral
lining,

Since the pale human-like skin of bugbears
is covered with dark fur, the hide of a bugbear is
valued by other races. Of course, a bugbear will not
wear the hide of another bugbear. However, if a
bugbear discovers that any character is wearing such
a hide, the bugbear will become angry and probably
compelled to attack.

Sub-Ability Modifiers: Strength + 25,
Bodily Attractiveness - 20, Facial - 15, Rhetorical -
10, Hand-Eye Coordination - 10, Agility - 10, Reac-
tion Speed - 10, Enunciation - 10, Language - 10,
Math - 10, and Analytic - 10.

Base Life Points: 25.

Physical Description: A male bugbear av-
erages 7' in height, while a female averages 6'. Bug-
bears have fur that is dark brown, though it is thin.

Disposition Modifiers: Ethicality + 25 and
Morality - 50.

Temperament Modifiers: Sanguine - 25,
Choleric + 25, and Melancholic + 25.

Sociality: Bugbears live in communities
ranging from a hamlet to a capitol city of their kind.
Bugbears rarely live alone.

Occupations: Any.

Skills: Brawling + 5, 1 Weapon (Specific),
and Wrestling + 5.

Religion: Bugbears worship their own im-
moral gods.

Language: Kobold. The most intelligent
and educated bugbears know Sapien.

Names: Common male first names include
Lljotbjaltr and Radketill. Common female first
names include Ismaer and Sigrheidr. Common last
names for a bugbear include Arnlidi and Botgeirr.
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Dwarf sing), Dwarves L)

A dwarf is a humanoid creature who is short
and stocky, compared to a human. The origin of
this race is unknown and ancient. Dwarves prefer
to live underground in palaces and near water. Their
favorite place to dwell is deep within a mountain. If
a dwarf is exposed to direct sunlight, then they turn
to stone and die immediately. Dwarves value pre-
cious stones, metals, and craftsmanship. Most
dwarves are skilled jewelers, smiths, and craftsmen.
Three races of dwarves exist, named according to
the color of their garments: black, brown, and white.

Dwarves are neither mortal nor immortal.
Although dwarves may be killed just as mortals, they
do not die naturally. In fact, they do not suffer pen-
alties due to aging. Since dwarves are above mortal-
ity, they have closer associations with their gods.

All dwarves have the ability to shape-shift.
However, dwarves may only shape-shift into the
following creatures: butterfly, chipmunk, and owl.
Each dwarf may choose from those creatures each
time they shape-shift. Age affects duration (see
Lifespan in Chapter 3: Body).

Age Category Duration
Infant NA
Children 1d10 seconds
Puberty 1d10 minutes
Young Adulthood 1d10 hours
Middle Age 1d10 days
Old Age 1d10 weeks
Venerable 1d10 months

This is the longest that each dwarf may have
shape-shifted per day or period of twenty-four
hours. Each dwarf is different. Once the duration
is determined above, a dwatf retains that duration
as long as they remain in the age category. For each
unit (seconds, minutes, etc.) of duration that is main-
tained, the dwarf temporarily loses 1d10 Strength.
The cumulative loss of Strength remains in effect
for 1d4 times the duration during which the dwarf
had shape-shifted. Strength will return slowly and
evenly during the period of recovery. If Strength is
ever reduced to zero, the dwarf dies.
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Dwarf, Black

Black dwarves thwart humans. For example,
it is common for them to lure ships with lights at
night onto rocks so that the crew may be murdered
or enslaved and the ship plundered. Black dwarves
usually attack humans on sight. It is rumored that
their race was born as a result of the sorcerous com-
bination of humans and maggots; instead, others
maintain that black dwarves are related to kobolds.
Most black dwarves wear black lambskin coats, black
moleskin breeches and shoes, and a green moss hat.
Black dwarves who are experienced smiths may make
silver weapons that are both magical and danger-
ous. One characteristic of such magical weapons is
that if taken by force, then the weapon will bring
misfortune upon the new owner. Black dwarven
sorcerors are famous for making magical cloaks of
invisibility. When elder black dwarves are on the
surface, they prefer to travel after shapeshifting into
a screech owl, and flying through the night. Other
names for black dwarves are duergar, dvergar, and
svart alfar.

Sub-Ability Points: Physical Fitness - 10,
Bodily Attractiveness - 15, Health + 10, Facial - 15,
Hand-Eye Coordination + 5, Agility - 5, Analytic +
5, Spatial + 10, Drive + 10, and Common Sense +
10.

Base Life Points: 20.

Physical Description: By appearance, black
dwarves are similar to very small humans. However,
they usually have dark skin, green eyes, long gray
beards, and powerful bodies. Oddly, their feet re-
semble the feet of crows.

Disposition Modifiers: Morality - 25.

Temperament Modifiers: Sanguine - 25
and Choleric + 25.

Sociality: Black dwatves live in underground
palaces of treasure, and use treasure to lure and then
mutder or enslave humans.

Occupations: Itis possible for a black dwarf
to be any occupation, but the most common in-
clude: appraiser, armorer, assassin, bandit, black-
smith, bladesmith, brazier, brickmaker, coppersmith,
dockwalloper, gemcutter, gilder, goldsmith, hewer,
ironmonger, jeweler, locksmith, marbler, mason,
mercenary, miner, minter, money-lender, mountain-
eer, pewterer, pick pocket, silversmith, slave-trader,
sorcerot, spy, and weaponsmith.

Skills: Appraise + 5, Architecture + 5,
Armorsmithing + 5, Blacksmithing + 30, Brass-
smithing + 5, Coppersmithing + 5, Direction Sense
+ 5, Divination (Axinomancy) + 5, Gemcutting +
5, Goldsmithing + 5, Mining + 5, Mountaineering
+ 5, Pewtersmithing + 5, Silversmithing + 5, Stone-
masonry + 5, Trickery + 5, and Weaponsmithing +
5.

Religion: Black dwarves worship their own
gods.

Language: Dwarven.

Names: Common male names include
Gunterus and Heidolfus.
include Alberadis and Constantia.

Common female names
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Dwarf, Brown

Brown dwarves are solitary creatures; brown
dwarven communities do not exist. Instead, each
brown dwarf leaves their mother when they reach
young adulthood, seeking a human family of peas-
ants or serfs. The brown dwarf will hide and sleep
during the daylight, and will emerge at night. Dur-
ing the night, brown dwarves perform tasks for their
human family. Brown dwarves are well-known for
stealing human babies, as well as playing tricks on
their human family. Brown dwarves dance during
moonlight. If a brown dwarf likes their human fam-
ily, then the brown dwarf will leave presents and
protect them. However, if a brown dwarf dislikes
their human family, then the brown dwarf will cause
trouble and bad dreams. It is rumored that their
race was born as a result of a sorcerous experiment
with humans. For this reason, brown dwarves have
an obsessive love/hate relationship with human fami-
lies.

Sub-Ability Points: Physical Fitness - 10,
Bodily Attractiveness - 10, Health + 10, Facial - 5,
Hand-Eye Coordination + 5, Agility - 5, Analytic +
5, Spatial + 10, Drive + 10, and Common Sense +
10.

Base Life Points: 20.

Physical Description: By appearance,
brown dwarves are similar to very small humans.
However, they usually have tan skin, brown eyes,
long gray beards, and powerful bodies.

Disposition Modifiers: None.

Temperament Modifiers: None.

Sociality: None. See human.

Occupations: It is possible for a brown
dwarf to be any occupation, but the most common
include: appraiser, armorer, blacksmith, bladesmith,
brazier, brickmaker, chambermaid, coppersmith,
dockwalloper, gemcutter, gilder, goldsmith, hewer,
ironmonger, jeweler, laundress, locksmith, marbler,
mason, miner, minter, mountaineer, pewterer, sil-
versmith, sorceror, and weaponsmith.

Skills: Appraise + 5, Architecture + 5,
Armorsmithing + 5, Blacksmithing + 30, Brass-
smithing + 5, Cleaning + 10, Coppersmithing + 5,
Dance + 5, Direction Sense + 5, Divination
(Axinomancy) + 5, Gemcutting + 5, Goldsmithing
+ 5, Mining + 5, Mountaineering + 5,
Pewtersmithing + 5, Silversmithing + 5, Stonema-
sonry + 5, and Weaponsmithing + 5.

Religion: Brown dwarves worship human
gods.

Language: Dwarven and Sapian.

Names: Common male names include
Godscalcus and Deigenhardus. Common female
names include Ditwinus and Evfemia.
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Dwarf, White

White dwarves are jolly. During summer,
elders enjoy coming to the surface, shapeshifting into
butterflies and other charming creatures, and danc-
ing freely under the moon. During winter, smiths
craft fine artistic works of silver and gold in their
underground forges.

Sub-Ability Points: Physical Fitness - 10,
Bodily Attractiveness - 10, Health + 10, Facial - 5,
Hand-Eye Coordination + 5, Agility - 5, Analytic +
5, Spatial + 10, Drive + 10, and Common Sense +
10.

Base Life Points: 20.

Physical Description: By appearance, white
dwarves are similar to very small humans. However,
they usually have pale skin, brown eyes, long gray
beards, and powerful bodies. White dwarves are
cleanly and have a pleasant appearance.

Disposition Modifiers: Ethicality + 25 and
Morality + 25.

Temperament Modifiers: Sanguine + 25,
Choleric - 25, and Melancholic - 25.

Sociality: White dwarves live in under-
ground palaces of treasure. On rare occasions, white
dwarves may reward a human with treasure.

Occupations: It is possible for a white
dwarf to be any occupation, but the most common
include: appraiser, armorer, blacksmith, bladesmith,
brazier, brickmaker, coppersmith, dancer,
dockwalloper, gemcutter, gilder, goldsmith, hewer,
ironmonger, jeweler, locksmith, marbler, mason,
miner, minter, mountaineer, pewterer, silversmith,
and weaponsmith.

Skills: Appraise + 5, Architecture + 5,
Armorsmithing + 5, Blacksmithing + 30, Brass-
smithing + 5, Coppersmithing + 5, Dance + 5, Di-
rection Sense + 5, Divination (Axinomancy) + 5,
Gemcutting + 5, Goldsmithing + 5, Mining + 5,
Mountaineering + 5, Pewtersmithing + 5,
Silversmithing + 5, Stonemasonry + 5, and
Weaponsmithing + 5.

Religion: White dwarves worship their own
gods.

Language: Dwarven.

Names: Common male names include

Getlacus and Godscalcus. Common female names
include Berta and Binhildis.
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Elf ¢ing), EIVES (1)

An elf is a tiny, humanoid creature connected
with a forest. Each forest inhabited by elves has an
elven kingdom, which is hidden from others. Elves
do not allow non-elves to see their kingdom, so it is
magically hidden.

All elves are either dark or light, immoral or
moral respectively. Dark or light, all elves seek to
protect and preserve their forest, including the wild
animals. Dark elves protect their forest using im-
moral means, while light elves protect their forest
using moral means.

Since elves protect wildlife, they do not eat
them. In fact, elves refuse to eat meat, and prefer
fruits and vegetables instead. Elves have been known
to advise humans that they will be healthier and live
longer if they avoid eating meat.

The Lifespan of an elf is determined by the
size of their forest (see Lifespan in Chapter 3: Body).
If their forest is destroyed, then its elves die and
their bodies wither, decay, and disappear like leaves
from a tree. If a forest shrinks in size, such as due
to a forest fire or humans felling trees, then the lo-
cal elves are physically unaffected, though they will
be angry. The larger the forest, the longer the
lifespan of its elves.

Forest Size in Miles Squared | Lifespan

<1 250 years
1-10 500 years
11-50 750 years

51-100 1,000 years

101-200 1,500 years

201-300 2,000 years

301-400 2,500 years

>400 3,000 years

Due to their lengthy lifespan, elves are con-
sidered to be wise. Elves are often sought by others
for their advice. However, it is difficult to find an
elf unless they want to be found.

Most elves do not venture far from their
forest. For each mile that an elf is removed from
their forest, their Strength and Health sub-ability
scores decrease by 1. If either sub-ability reaches
zero, then the elf dies.

All elves have the special ability to shape-
shift. Elves may only shape-shift into the following
creatures: cat, dog, fox, and rabbit. Each elf may
choose from those creatures each time they shape-
shift. Age affects duration.

Age Category Duration
Infant NA
Children 1d10 seconds
Puberty 1d10 minutes
Young Adulthood 1d10 hours
Middle Age 1d10 days
Old Age 1d10 weeks
Venerable 1d10 months

This is the longest that each elf may have
shape-shifted per day or period of twenty-four
hours. Each elf is different. Once the duration is
determined above, an elf retains that duration as
long as they remain in the age category. For each
unit (seconds, minutes, etc.) of duration that is main-
tained, the elf temporarily loses 1d10 Strength. The
cumulative loss of Strength remains in effect for
1d4 times the duration during which the elf had
shape-shifted. Strength will return slowly and evenly
during the period of recovery. If Strength is ever
reduced to zero, the elf dies.

Other names for an elf are alp, aelf, alfar,
alfe, alve, elve, and ylf.
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Elf, Dark

Dark elves are immoral and ugly. Nonethe-
less, they are incredibly fertile and are always trying
to mate. Few children are born. Due to the sexual
nature of dark elves, humans have been known to
form cults to worship or summon them.

If any character enters a forest that is in-
habited by dark elves, then their life may be in dan-
ger. Dark elves use the hides of trespassers for
leather, some body parts for ingredients, and usu-
ally feed the local forest animals with the meat.

Above being vicious, dark elves enjoy trick-
ing their victims. For example, a female enjoys en-
ticing a lone human deeper into the woods, seduc-
ing him until he is most vulnerable, and then de-
priving him of life.

It is wise for humans to never underestimate
dark elves, since they are sinister and powerful. Dark
elves are famous for crafting magical weapons.

Other names for a dark elf are dockalfar,
docalfar, dark alfar, swartalfar, svartalfar, and black
alfs.

Sub-Ability Points: Physical Fitness + 5,
Strength - 30, Bodily Attractiveness - 10, Health +
10, Facial + 10, Vocal + 10, Kinetic + 10, Hand-Eye
Coordination + 10, Agility + 5, Enunciation + 5,
Drive + 5, Intuition + 10, Common Sense + 10,
and Reflection + 5.

Base Life Points: 15.

Physical Description: Dark elves tend to
be ugly. The skin of dark elves is black.

Disposition Modifiers: Morality - 25.

Temperament Modifiers: Sanguine - 25,
Choleric + 25, Melancholic + 25, and Phlegmatic -
25.

Sociality: Dark elves live in forest kingdom:s.
The kingdoms are usually hidden underneath their
forest, which they consider their property.

Occupations: Any. Common occupations
for dark elves include Acrobat, Bard, Dancer, Druid,
Gardener, Herbalist, Musician, Ranger, Sage,
Sorceror, and Stabler.

Skills: Contortion + 5, Dance + 5, Etiquette
+ 5, Herbalism + 5, Musical Instrument (Singing) +
5, Nature (Plants) + 5, Nature (Trees) + 5, Tracking
+ 5, Trickery + 10, and Tumbling + 5.

Religion: Dark elves worship their own
gods.

Language: Elven.

Names: Common male names include
Sighard and Tondberct. Common female names
include Aedelberga and Uuffa.
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EIf, Light

Also known as elves of light, light elves are
moral and attractive. Even though they are so at-
tractive, few children are born.

If any character enters a forest that is in-
habited by light elves, and if a light elf detects them,
then they may be either befriended, ignored, or in-
fluenced to leave. If any character harms a forest
or its inhabitants, and if a light elf is aware, then the
light elf will play mischievous tricks on the charac-
ter. For example, their possessions may be stolen.

Above all, light elves enjoy playing harmless
pranks on others. For instance, shoe laces may be
untied. If the light elf is not on bad terms with a
character, a prank will never ruin their property. Just
the same, some characters become angry when the
object of a prank.

Because light elven maidens are usually beau-
tiful, relationships or marriages may rarely develop
between a female light elf and a male human. Some-
times, humans kidnap beautiful light elven maidens
and attempt to force marriage. If the female
percieves herself to be slighted in any way, she will
punish him harshly by playing mischievous tricks.
It is impossible for such relationships to produce
children.

Light elves enjoy making music and dancing
in large rings in the mists or under moonlight. Other
names for light elves are ellen, elfvor, and light alfs.

Sub-Ability Points: Physical Fitness + 5,
Strength - 30, Bodily Attractiveness + 10, Health +
10, Facial + 10, Vocal + 10, Kinetic + 10, Hand-Eye
Coordination + 10, Agility + 5, Enunciation + 5,
and Common Sense + 10.

Base Life Points: 15.

Physical Description: Light elves tend to
be attractive. In either case, elves tend to be attrac-
tive. The appearance of light elves is whiter than
the sun. The hair of light elves ranges from white
to golden or blond. Light elves prefer to wear green
clothes.

Disposition Modifiers: Morality + 25.

Temperament Modifiers: Sanguine + 25
and Melancholic - 25.

Sociality: Light elves live in forest kingdoms.
There, elves often live in the hollows of huge tree
trunks, and are hidden from others.

Occupations: Any. Common occupations
for light elves include Acrobat, Bard, Dancer, Druid,
Gardener, Herbalist, Musician, Ranger, Sage,
Sorceror, and Stabler.

Skills: Contortion + 5, Dance + 5, Etiquette
+ 5, Herbalism + 5, Musical Instrument (Singing) +
5, Nature (Plants) + 5, Nature (Trees) + 5, Tracking
+ 5, and Tumbling + 5.

Religion: Light elves worship their own
gods.

Language: Elven.

Names: Common male names include
Aedilfrid and Earconberct. Common female names
include Cynwise and Quoenburg,
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Human ging), HUmMans )

In almost every respect, humans are the most
neutral and the norm of the humanoid races.

Sub-Ability Modifiers: None.

Base Life Points: 20.

Physical Description: Humans, including
males and females, average 5’77 and 130 pounds,
and have a life expectancy of 73 years. Males aver-
age 5’ 10” in height, while females average 54”.

Disposition Modifiers: No modifiers.

Temperament Modifiers: No modifiers.

Sociality: Humans, by and large, are unedu-
cated peasants working in the service of a lord,
though this varies depending on whether they are
urban or rural. Like kobolds, humans reproduce
frequently, and often consider large families desir-
able, whether they can afford to feed them or not.

Occupations: Any.

Skills: Due to their short lives, humans re-
ceive no bonus skills.

Religion: Humans range from devoutly re-
ligious to irreligious. Of all the races, humans have
the widest selection of deities, though they also dif-
fer sharply from culture to culture.

Language: Sapien.

Names: Common male first names include
John and Thomas. Common female first names

include Helen and Sarah. Common last names in-
clude Hall and Smith.
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Kobold ¢ing), Kobolds 1)

This creature is also known as a kobolt,
cobolt, kobalos, or dasik. The skin color of a kobold
is silvery-white, though sometimes tinted slightly blue
or green. The skin of a kobold is rough and cracked.
In fact, their skin withstands high temperatures. As
a result, kobolds suffer only half damage from non-
magical fire. All kobolds live underground. As such,
this race is skilled at metalworking and Mining (see
Chap. 8: Skills). Their favorite metal is silver, since it
reminds them of their own skin. Kobolds steal sil-
ver whenever possible. Their love of silver is the
reason that kobolds dig mines.

Kobolds enslave every species or race pos-
sible. Children slaves are used to dig narrow mine
shafts. Adult slaves are used for heavy labor, which
kobolds avoid at all costs. Slave-trading is the only
enjoyment of kobolds that rivals their greed for sil-
vet.

Perhaps kobolds are most famous for their
ingenious and cruel traps. In their underground
environment, kobolds fashion mechanical traps to
ensnare or kill characters who invade and trespass.
Although black dwarves use similar traps, the origin
of malicious traps is with kobolds.

As their name implies, kobolds are bold.
Their behavior is aggressive and open. Regarding
combat, kobolds prefer light armor so that their
movement is not too impaired. The favorite weap-
ons of kobolds include a footman's warhammer and
javelin or spear.

Finally, it is known that kobolds value beer,
milk, and porridge. If a stranger offers these as
gifts and no danger or trickery is suspected, the
kobold may accept them and not react aggressively
toward the stranger.

Sub-Ability Points: Strength - 25, Bodily
Attractiveness - 15, Facial - 15, Vocal - 15, Kinetic +
15, Rhetorical - 10, Hand-Eye Coordination + 15,
Agility + 15, Reaction Speed + 15, Enunciation +
15, Language - 10, Math - 15, Analytic - 10, Spatial
+ 15, and Drive - 15.

Base Life Points: 15.

Physical Description: The average height
of a male kobold is 4.5', while a female averages 4'.

Disposition Modifiers: Morality - 50.

Temperament Modifiers: Sanguine - 25,
Choleric + 25, and Phlegmatic + 25.

Sociality: Kobolds live in underground min-
ing communities that are loosely organized. Every
community has its own king,

Occupations: Any.

Skills: Direction Sense + 5, Mining + 5,
Trickery + 5, and 1 Weapon (Specific).

Religion: Kobolds worship their own im-
moral gods.

Language: Kobold.

Names: Common male names are Kraeng
and Muda. Common female names are Darlicia and
Rachmatilla.
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Ogre ¢ing), Ogres (1)

An ogre is a large humanoid of low Intelli-
gence, strong bulk, and carnivorous. Easily outwit-
ted by a clever human, ogres are gross and blood-
thirsty. A female ogre is known as an ogress. There
are four types of ogres: ogres, cliff ogre, gruagach
ogre, and kinder-fresser.

Ogre

Sub-Ability Points: Physical Fitness - 18,
Strength + 105, Bodily Attractiveness - 20, Facial -
20, Kinetic - 40, Rhetorical - 15, Hand-Eye Coordi-
nation - 40, Agility - 30, Reaction Speed - 25, Enun-
ciation - 50, Language - 50, Math - 50, Analytic - 50,
Spatial - 10, Drive - 15, Intuition - 20, and Common
Sense - 30.

Base Life Points: 30.

Physical Description: The tallest race that
a player may select is an ogre. Male ogres average 9’
in height, while females average 8.

Disposition Modifiers: Ethicality - 50 and
Morality - 50.

Temperament Modifiers: Sanguine - 25,
Choleric + 25, and Phlegmatic + 25.

Sociality: Ogre offspring are abandoned by
their parents, so they prefer to live alone. Ogres have
minimal loyalty to others.

Occupations: Bandit, Berserker, Gladiator,
Mercenary, Slave, and Thug,

Skills: Brawling + 10, Mangling + 10, and
Wrestling + 10.

Religion: Ogtes have never considered the
existence of gods.

Language: None, or Cigan if gifted.

Names: Ogres do not name their offspring.
However, most who have contact with more intelli-
gent creatures acquire a nickname, such as Face-
Pounder.
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Cliff Ogre

Physically the smallest ogre, a cliff ogre lives
to force unweary travelers over cliffs to feed their
children below. Each victim is either hurled or kicked
over the edge. Each parental cliff ogre hopes to
cause the victim to hit only hard ground, especially
jagged. The offspring of the cliff ogre, known as
kinder-ogres, eagerly await each victim at the base
of the cliff.

The greatest enjoyment among cliff ogres
is when they compete with each other regarding the
accuracy of hurling victims. The favorite type of
contest requires four victims, whether dead or alive.
The rules to this contest are that the first cliff ogre
hurls a victim where desired. The competing cliff
ogre must then hurls a victim where desired. Finally,
each cliff ogre attempts to Hurl a victim as close to
the previous victim of the other as possible. The
cliff ogre wins who throws the second victim clos-
est to othet's victim. In the case of a tie, a re-throw
must be made. Frustration is never felt between
competing cliff ogres; it is pure enjoyment.

Sub-Ability Points: Strength + 90, Bodily
Attractiveness - 20, Facial - 20, Rhetorical - 15, Hand-
Eye Coordination - 10, Agility - 15, Reaction Speed
- 25, Enunciation - 50, Language - 50, Math - 10,
Analytic - 25, Drive - 15, Intuition - 20, and Com-
mon Sense - 30.

Base Life Points: 27.

Physical Description: The tallest race that
a player may select is an ogre. Male ogres average 9’
in height, while females average 8’.

Disposition Modifiers: Ethicality - 50 and
Morality - 50.

Temperament Modifiers: Sanguine - 25,
Choleric + 25, Melancholic + 25, and Phlegmatic -
25.

Sociality: At most, cliff ogres may be orga-
nized into groups of no more than 3 cooperative
families. Leadership is unnecessary, and cliff ogres
have some loyalty to their family.

Occupations: Bandit, Berserker, Gladiator,
Mercenary, Slave, and Thug. Bandit is most com-
mon.

Skills: Brawling + 10, Climb + 10, Hurl +
10, Mangling + 5, and Wrestling + 10.

Religion: Ogtes have never considered the
existence of gods.

Language: None, or Cigan if gifted.

Names: Cliff ogres do not name their off-
spring. However, most who have contact with more
intelligent creatures acquire a nickname, such as
Body-Tosser.
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Gruagach Ogre

A gruagach ogre has long, golden hair. This
hairy ogre has a large head, and soft-shaped body.
The blubbery form of this ogre confuses some en-
emies, who think it is weaker than itis. A gruagach
ogre moves slowly due to its low Physical Fitness,
though when considering Strength, it is the stron-
gest ogre. Laziness and ineptitude define a gruagach
ogre.

Sub-Ability Points: Physical Fitness - 22,
Strength + 120, Bodily Attractiveness - 30, Health -
5, Facial - 35, Kinetic - 75, Rhetorical - 30, Hand-
Eye Coordination - 40, Agility - 45, Reaction Speed
- 35, Enunciation - 50, Language - 60, Math - 60,
Analytic - 60, Spatial - 15, Drive - 30, Intuition - 20,
and Common Sense - 60.

Base Life Points: 35.

Physical Description: The tallest race that
a player may select is an ogre. Male ogres average 9’
in height, while females average 8.

Disposition Modifiers: Ethicality - 50 and
Morality - 50.

Temperament Modifiers: Melancholic - 25
and Phlegmatic + 25.

Sociality: Although graugach ogre parents
produce numerous offspring, most die between birth
and infancy. Overall, gruagach ogres live in tribal
hamlets among other gruagach ogres. In gruagach
society, the strong dominate the weak, and one leader
and his entourage dominates the tribe. Gruagach
ogres have minimal loyalty to others.

Occupations: Bandit, Berserker, Gladiator,
Mercenary, Slave, and Thug,

Skills: Brawling + 15 and Mangling + 15,
and Wrestling + 10.

Religion: Ogtes have never considered the
existence of gods, but gruagach ogres are curiously
fearful of magic.

Language: None, or Cigan if gifted.

Names: Gruagach ogres do not name their
offspring. However, most who have contact with
more intelligent creatures acquire a nickname, such
as Lazy-Ass.
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Kinder-Fresser Ogre

Also known as a kinderschrecker ot child-
guzzler, a kinder-fresser is an ogre who feeds on
human children. Although a kinder-fresser will eat
any human child, their favorite is a moral child. The
voice of a kinder-fresser attracts human children who
are prepubescent and virginal. If a prepubescent,
virginal human child hears the voice of a kinder-
fresser, the child must pass a Drive check at TH 95
or believe that the voice heard is their parents, and
will follow any command given by the kinder-fresser.
Strangely, the voice of a kinder-fresser does not at-
tract others. Since a kinder-fresser survives by eat-
ing human children, this creature attempts to reside
nearby a significant human population. The favor-
ite residence of a kinder-fresser is a cave close to a
long, well-populated road. Since a kinder-fresser has
a higher Facial and Vocal Charisma compared to
other ogres, victims and enemies are sometimes
fooled into thinking the kinder-fresser is a gentle
giant. The unfortunate child is fooled, lured,
strangled, and swallowed -- usually without evidence.
Human children smaller than thirty pounds are eaten
whole; shoes are regurgitated 10% of the time, if
applicable.

Sub-Ability Points: Strength + 105, Bodily
Attractiveness - 10, Facial - 12, Kinetic - 20, Rhe-
torical + 15, Hand-Eye Coordination - 40, Agility -
30, Reaction Speed - 25, Enuncation - 10, Language
- 10, Math - 50, Analytic - 50, Spatial - 10, Drive -
15, and Common Sense - 30.

Base Life Points: 30.

Physical Description: The tallest race that
a player may select is an ogre. Male ogres average 9’
in height, while females average 8’.

Disposition Modifiers: Ethicality - 50 and
Morality - 50.

Temperament Modifiers: Sanguine - 25,
Choleric + 25, and Phlegmatic + 25.

Sociality: A kinder-fresser does not partici-
pate in society, except by waiting outside of a hu-
man town for traveling, bipedal food. Each kinder-
fresser lives alone. Kinder-fresser offspring are aban-
doned by their parents, so they prefer to live alone.
A kinder-fresser is loyal only to their own survival.

Occupations: Bandit, Berserker, Gladiator,
and Slave.

Skills: Brawling + 5, Hide + 10, Mangling
+ 10, Persuasion + 5, Silence + 10, Trickery + 5,
and Wrestling + 10.

Religion: Ogtes have never considered the
existence of gods.

Language: Sapien.

Names: Kinder-fresser ogres do not name
their offspring. However, most who have contact
with more intelligent creatures acquire a nickname,
such as Baby-Taker.
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Troll sing), Trolls L)

Also known as trold and trolld, a troll is an
immoral creature that is ugly and hairy. Three types
of trolls exist: borbytingarna, hill, and subterranean.

Borbytingarna Troll

This type of troll inhabits caverns and roams
the forests and mountains. It will attempt to kill
and eat any creature it meets, including another troll,
unless the troll is the opposite gender. This type of
troll will not be petrified by sunlight, unlike the sub-
terranean troll.

A borbytingarna troll does not have huge,
sharp claws like a hill troll. Instead, it brawls its
victims. Once a victim is unconscious or dead, and
the troll is not threatened by other creatures, this
type of troll enjoys grabbing one limb of the smaller
creature and swinging the victim around, smashing
them onto nearby objects or the ground. A
borbytingarna troll may do this for 1d100 minutes
before it decides to feed. This type of troll does
not consider armor or weapons to be useful.

Due to the extreme hatred of borbytingarna
for others, they do not cooperate with others, un-
less continually subjected to clearly superior force.
Even then, a borbytingarna troll is likely to rebel
violently.

Sub-Ability Points: Strength + 55, Bodily
Attractiveness - 50, Facial - 40, Kinetic - 40, Hand-
Eye Coordination - 20, Agility - 25, Reaction Speed
- 20, Language - 90, Math - 60, Analytic - 60, and
Spatial - 10.

Base Life Points: 27.

Physical Description: The average height
of a borbytingarna troll is 8 tall. Itis nearly impos-
sible to distinguish between males and females, un-
less you are a troll.

Disposition Modifiers: Ethicality - 50 and
Morality - 50.

Temperament Modifiers: Sanguine - 25
and Choleric + 25.

Sociality: These trolls inhabit caverns and
roam the forests and mountains.

Occupations: Bandit, Berserker, Gladiator,
and Slave.

Skills: Blindfighting + 10, Brawling + 10,
Direction Sense + 10, Mangling + 10, and Wres-
tling + 10.

Religion: Trolls have never considered the
existence of gods.

Language: None.

Names: Borbytingarna trolls do not name
their offspring. However, most who have contact
with more intelligent creatures acquire a nickname,
such as Life-Eater.
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Hill Troll

These trolls have a large, hairless belly that
drags along the ground. Their claws are sharp as
knives, causing 2d6 damage per successful Brawling
attack (see Brawling in Chap. 8: Skills). Hill trolls
either roam the hills or lurk in a hiding spot, waiting
to attack their favorite victim -- humans. When a
hill troll gets ahold of a human, it rips the flesh from
the human's body. This type of troll will not be
petrified by sunlight, unlike the subterranean troll.
It will attempt to kill and eat any creature it meets,
including another troll, unless the troll is the oppo-
site gender.

Hill trolls do not consider armor or weap-
ons useful. These trolls prefer to brawl and wrestle
their victims until they are a bloody pulp. Once all
flesh has been removed from the victim, a hill troll
eats the remains of the victim.

Sub-Ability Points: Strength + 55, Bodily
Attractiveness - 70, Facial - 40, Kinetic - 40, Hand-
Eye Coordination - 20, Agility - 25, Reaction Speed
- 20, Language - 90, Math - 60, Analytic - 60, and
Spatial - 10.

Base Life Points: 27.

Physical Description: The average height
of a hill troll is 8 tall. It is nearly impossible to
distinguish between males and females, unless you
are a troll.

Disposition Modifiers: Ethicality - 50 and
Morality - 50.

Temperament Modifiers: Sanguine - 25
and Choleric + 25.

Sociality: These trolls are solitary and in-
habit hills.

Occupations: Bandit, Berserker, Gladiator,
and Slave.

Skills: Blindfighting + 10, Brawling + 10,
Direction Sense + 10, Mangling + 10, and Wres-
tling + 10.

Religion: Trolls have never considered the
existence of gods.

Language: None.

Names: Hill trolls do not name their off-
spring. However, most who have contact with more
intelligent creatures acquire a nickname, such as
Head-Slasher.
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Subterranean Troll

Male subterranean trolls are malicious,
though females are beautiful and have long, red hair.
These trolls hate noise, and for this reason, were
driven underground in the past. Itis possible for a
subterranean troll to like a human, and grant riches
to the human. Usually, however, a subterranean troll
is hateful, and attempts to kill everything, including
trees, outside of their home and community. It is
common for a subterranean troll to steal women,
children, and property. Many of these trolls fre-
quently engage in cannibalism. Humans use a branch
of mistletoe to protect them from being taken by a
subterranean troll. These trolls are expert
metalsmiths, herbal healers, and sorcerors. Subter-
ranean trolls are never seen above ground between
sunrise and sunset, because when the sun shines on
them, they become permanently petrified.

As expert metalsmiths, subterranean trolls
craft superb plate armor and weapons. Their plate
armor is crafted so that it is as quiet as possible.
Subterranean trolls prefer polearms, and usually at-
tack the neck or lungs of their opponent so that
they will die quietly.

Sub-Ability Points: Strength + 55, Bodily
Attractiveness - 50 for males, Facial - 40 for males,
Kinetic - 40, Hand-Eye Coordination - 20, Agility -
25, Reaction Speed - 20, Language + 10, Math + 10,
Analytic + 10, and Spatial + 10.

Base Life Points: 27.

Physical Description: The average height
of a subterranean troll is 8’ tall. Males tend to be
ugly, while females tend to be beautiful.

Disposition Modifiers: Ethicality - 50 and
Morality - 50.

Temperament Modifiers: Sanguine - 25
and Choleric + 25.

Sociality: Subterranean trolls live in com-
munities underneath hills. Their homes are crafted
to the amazement of all others, including dwarves.
The home of a subterranean troll is a palace full of
treasure.

Occupations: Appraiser, Armorer, Bandit,
Berserker, Blacksmith, Bladesmith, Brass-smith,
Cook, Coppersmith, Gemcutter, Gladiator, Gold-
smith, Herbalist, Hierophant, Ironmonger, Jeweler,
Mason, Miner, Pewtersmith, Silversmith, Slave-
trader, Sorceror, Weaponsmith, and Whore.

Skills: Blindfighting + 10, Brawling + 10,
Direction Sense + 5, Mangling + 10, Trickery + 5,
and Wrestling + 10.

Religion: Subterranean trolls usually wor-
ship a god.

Language: Kobold.

Names: Common male names include
Aktorion and Kephisophon.
names include Amaxerete and Thrinacia.

Common female
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Racial Hatred

Different races usually regard each other differently, based on observed, imagined, or feared dis-
similarities. Most characters prefer to associate with those who are deemed similar. Further, most charac-
ters avoid, dislike, belittle, or condemn those who are deemed dissimilar. Racial opinions and attitudes

vary with each character. However, trends in opinions emerge among masses of characters.

At the present time, the degree of racial hatred among the races allowed as characters for players

may be observed in the table below:

Racial Dwa.|Dwa.|Dwa.| EIf, | EIf, Ogre|Ogre [Ogre) Troll,| Troll,| Troll,
Ana.| Bug. . . Hu. | Kob.[Ogre| . ; .
Hatred Black| Bro. |White| Dark|Light Cliff | Gru.| Kin. |Borb.| Hill | Sub.

Anakim
1 5 5 5 5 5 5 4 5 4 4 4 4 5 5 5
Bugbear
5 1 5 5 5 5 5 5 4 5 5 5 5 5 5 5
Dwarf,
5 5 1 5 5 5 5 5 5 5 4 5 5 5 5 5
Black
Dwarf,
5 5 5 1 3 5 3 2 5 5 5 5 5 5 5 5
Brown
Dwarf'5553154355555555
White
Elf 5 5 5 5 5 1 5 5 5 5 5 5 5 5 5 5
Dark
Elf,
. 5 5 5 3 4 5 1 2 5 5 5 5 5 5 5 5
Light
Human
4 5 5 2 3 5 2 1 5 5 5 5 5 5 5 5
Kobold
5 4 5 5 5 5 5 5 1 4 5 4 5 5 5 5
Ogre
4 5 5 5 5 5 5 5 4 1 4 4 4 5 5 5
Ogre, 4 5 4 5 5 5 5 5 5 4 1 4 4 5 5 5
Cliff
Ogre,
4 5 5 5 5 5 5 5 4 4 4 1 4 5 5 5
Gru.
Ogre,
; 4 5 5 5 5 5 5 5 5 4 4 4 1 5 5 5
Kin.
Troll,
5 5 5 5 5 5 5 5 5 5 5 5 5 4 5 5
Borb.
Troll,
. 5 5 5 5 5 5 5 5 5 5 5 5 5 5 4 5
Hill
Troll,
5 5 5 5 5 5 5 5 5 5 5 5 5 5 5 1
Sub.
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1 = Preference: A preference exists for the
indicated race. Note that, as a gen-
eral rule, characters prefer their own
kind.

2 = Acceptance: While these races may not
prefer each other’s company above
their own kind, they are generally on
good terms with each other and will
tend to be accepting and tolerant.

3 = Indifference: These races have no strong
attitudes in favor of or opposition
to each other.

4 = Dislike: Negative attitudes exist be-
tween these races. They are usually
not openly hostile toward each other
and opt to avoid members of this
race, but perceived insults may in-
cite violence.

5 = Hatred: Between these races, insults
usually occur frequently, and violence
is common, if not openly declared
on sight. Generally, these races hate
each other.

Racial Slurs

A racial slur is a derogatory term for a race,
usually used comically, to belittle, or to incite vio-
lence. A stockpile of racial slurs has accumulated
through the centuries, though most have been for-
gotten, lost due to the passage of time. The follow-
ing are derogatory terms for races, which are trans-
lated into other languages:

Anakim
Stovepiper (due to their thick manhood)

Bugbear
Poople, Rug

Dwarf
Alkie, Stoner

Elf
Stick, Twig

Human
Ribs (because they taste so good)

Kobold
Spear-chucker, Holer, Shiner

Ogre
Oaf

Troll
Knuckle-dragger
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Chapter 3: Body

This chapter is concerned with anthropometry (physical measures of the body), such as height
and weight, and genitalia, as well as allergies, intoxication, and diseases that affect the body. The contents
of this chapter are listed under four categories: Standard Features, Sexual Features, Rare Features, and
Allergies, Intoxication, and Disease.

Perhaps the most frequently used physical measure is Life Points (LP), a numeric representation
of consciousness, energy, and life, as well as the ability to withstand or sustain damage. Life Points were
first introduced regarding Strength, Health, and Drive in Chapter 1: Abilities. LP were also adjusted with
racial descriptions in Chapter 2: Gender and Race. Life Points are more appropriately covered in detail in
Chapter 10: Combat.

If generating a new character, progress through this chapter topic by topic to determine and
record information concerning the body of a character. Information including and beyond Rare Features
may be relevant to a character’s body in a gaming session, but not character creation.

Standard Features

Each of the standard features must be randomly determined for each character.

Age
Adventurers usually choose their occupation during young adulthood. Age is presented below.

Should the MM desire to create a character at a younger or older age, appropriate modifiers to abilities (see
Chap. 1. Abilities) and skills (see Chap. 8: Skills) should be considered. Otherwise, consult the table below:

Race Starting Age
Anakim 21 + 1d20
Bugbear 20 + 1d12
Dwarf 50 + 1d20
Elf* Young Adulthood
Human 15 + 1d12
Kobold 12 + 1d8
Ogtre 40 + 1d20
Troll 25 + 1d12
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Lifespan

Anakim 0-4 5-14 15-21 22-45 46-70 71-100 101-150
Bugbear 04 513 1420 2135 36-50 5170 71-125
Dwarf 0-6 07-25 26-50 51-100 101-150 151-200 201-250
EIf< 05%) | (6-15%) | (16-25%) 26-40%) (41-55%) (56-75%) | (76-100%)
Human 03 411 12-15 1630 3140 4050 51110
Kobold 0-2 3.7 8-12 13-20 21-30 31-40 41-80
Ogre 05 06-20 21-40 4170 71-100 101-130 131200
Troll 0-4 514 1525 26-40 4160 6180 81-150

Note: Females live (1d10)% longer than males, regardless of race. If female, roll and apply.

*The Lifespan of an elf is also determined in Chapter 2: Gender and Race.

Height

The height' of a character is determined according to the following table:

Finally, male characters with a high or low Bodily Attractiveness sub-ability must add or subtract a

Anakim (6d6) + 78 8' (6d6) + 63

Bugbear (6d6) + 63 7 (6d6) + 51 6
Dwarf (6d6) + 27 4 (6d6) + 26 g
EIf (6d6) + 27 4 (6d6) + 27 4
Human (6d6) + 49 | 5'10" (6d6) + 43 54"
Kobold (6d6) + 33 46" (6d6) + 30 g
Ogre (6d6) + 90 9" (6d6) + 78 8'
Troll (6d6) + 78 8' (6d6) + 78 B!

number of inches regarding their height (see Chap. 1: Abilities).

The weight of a character is determined by three variables. First, roll on the table below to

Weight

determine the Base Weight in Pounds of a character by gender and race:

Anakim (3d100) + 250 (2d100) + 250
Bugbear (2d100) + 200 (1d100) + 200
Dwarf 2(3d20) + 87 (6d12) + 71
EIf (2d20) + 70 (2d12) + 65
Human 2(3d20) + 87 (6d12) + 71
Kobold (6d12) + 91 (6d10) + 68
Oore (3d100) + 500 (2d100) + 400
Troll (3d100) + 300 (2d100) + 300

1. Height in medieval times vaties with the source cited. Multiple sources indicate average females were 5’ 47, just as today.
Average Viking males have been claimed to be 5” 107, English longbowmen 5’ 2”7, and average Saxon males to be 5° 7. For
more information, see the references section at the end of this book.
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Next, refer to the table above for height, and assess the number of inches that the character
deviates from the average for their gender. For instance, a human male that is 6’ tall deviates from the
average human male by being two inches taller. Apply the deviation, if it exists, to the following table to
further modify the character’s weight:

Anakim Add 15 1Ibs. Subtract 6 lbs. | Add 10 Ibs. Subtract 10 1bs.
Bugbear Add 12 Ibs. Subtract 5 Ibs. Add 7 Ibs. Subtract 5 Ibs.
Dwarf Add 10 1Ibs. Subtract 4 lbs. Add 5 Ib. Subtract 1 1b.
EIf Add 4 1bs. Subtract 1 Ib. Add 2 1h. Subtract 1 1b.
Human Add 10 Ibs. Subtract 4 Ibs. Add 5 lbs. Subtract 1 1b.
Kobold Add 7 lbs. Subtract 2 Ibs. Add 3 lbs. Subtract 1 1b.
Ogtre Add 20 Ibs. Subtract 7 lbs. | Add 15 Ibs. Subtract 12 Ibs.
Troll Add 16 1bs. Subtract 6 lbs. | Add 15 Ibs. Subtract 6 lbs.

Then, consider the Strength sub-ability of the character (see Chap. 1: Abilities). If a character has
sufficient Strength, they will weigh more accordingly. For every category of Strength above that which is
mentioned in the following table, apply the modifier. Consult the table below:

Anakim 265 § 30
Bugbear 205 25
Dwarf 160 20
EIf 100 3
Human 145 20
Kobold 124 10
Ogre 280 40
Troll 265 30

For example, the weight' will be determined for a human male named Antichristo who stands 6’
2” tall and has a Strength of 190. First, according to the Base Weight table above, 3d20 are rolled. The
result for Antichristo is 35. This sum is multiplied by 2, and 87 is added to it, yielding a Base Weight of 157
Ibs. Next, since Antichristo is 4 inches taller than an average human male, 40 Ibs. are added to his weight;
so far, Antichristo weighs 197 Ibs. Due to his Strength of 190, which is 4 categories on the sub-ability table
above 145, 80 Ibs. is added to his weight. Antichristo’s final weight is 277 Ibs.

Finally, female characters with a high or low Bodily Attractiveness sub-ability must subtract or add
a percentage of their Weight. This percentage is calculated after all other weight adjustments.

1. Height and weight of various fantasy races have been computed by consulting biology, physiology, and zoology textbooks
that refer to the Cube-Square Law, and the proportions to larger and smaller creatures. For example, as a creature increases
proportionately in size, its surface area increases by a the difference in height squared, but the weight increases by the differ-
ence cubed. When a muscle is increased twofold in all three dimensions, its volume and weight are cubed, but the muscular
power is only multiplied by 4, since cross-sectional distance determines muscular strength, not volume and weight. The fact
that the percentage of bone weight to body weight increases with creature size has been considered, as well as that more
muscle is necessary at larger creature sizes in order to do less when compared to body weight. The interesting implications of
the Cube-Square Law on larger and smaller creatures is that smaller creatures will be strong for their size (such as an ant being
able to put 40 times its body weight over its head), and larger creatures will be weak for their size. For more information, see
the references section at the end of this book.
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Most Attractive/Repulsive Feature

Roll 1d100 twice, first for the most attrac-
tive feature of your character, then for the most
repulsive feature. If the most repulsive feature is
identical to the most attractive feature, then reroll.
Otherwise, the player and MM must consult one
another in contradictory cases, such as when a char-
acter has a high Facial Charisma, yet their face is
their most repulsive feature.

01-15 Hair
16-25 | Eyes
26-30 Lips
31-35 Voice
36-50 Face
51-55 Crotch
56-65 Chest
66-75 Waist
76-85 Buttocks
86-90 | Legs
91-95 Hands/Feet
96-100 | Mannerisms
Skin Color

The color of the skin of a character may
range from deathly pale to tan. However, certain
races have modifiers. Consider the following racial
modifiers:

Anakim - 20
Bugbear fur
Dwarf, Black (black)
Dwarf, White - 50
Elf, Dark (black)
Elf, Light - 80
Kobold + 50
Ogte + 30
Troll greenish

Now; roll percentile dice and determine skin
color:

<06 |Deathly Pale (many think they are undead)
06-15 | Pale (obviously, they rarely go outdoors)
16-35 | Light or fair

36-60 | Medium

>60 | Tan (the skin of a laborer)

Hair Color

01-05 Albino Blonde
06-15 Blonde

16-25 | Dirty Blonde
26-30 Red

31-40 Auburn

41-65 | Light Brown
66-85 Brunette
86-100 | Black

01-05 Red

06-15 Auburmn
16-40 | Light Brown
41-85 Brunette
86-100 | Black

01-05 | Dirty Blonde
06-15 Blonde
16-40 Golden-blonde
41-85 Golden
86-100 | White
Hair Length
[ Roll T Hairlength* |
01-10 <4" or neck length
11-29  [4-8" or shoulder length
30-50 9-16" or upper back
51-80 17-22" or middle of the back
81-97 23-30" or lower back
98-99 31-38" or ass-length
100 39-50" or thigh length

*Bugbears roll 1d6 to determine the length of their
fur, considering it in inches.
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To determine hair thickness and type, roll percentile dice, consider possible gender and racial

Hair, Thickness and Type

modifiers, and consult the following table:

Roll Hair Thickness and Type

01-02 | Thin, balding, and frizzy Gender | Modifier

03-04 | Thin, balding, and curly Male -

05-06 | Thin, balding, and straight Female + 8

07-08 | 'Thin, balding, and wavy Race [ Modifier

09-11 | Thin and frizzy Anakim -

12-14 | Thin and curly Bugbear + 10

15-22 | Thin and straight Dwarf + 10

23-26 | Thin and wavy Elf -

27-32 | Thick, kinky, and oily Human -

33-35 | Thick and kinky Kobold + 10

36-42 | Thick, cutly, and oily Ogre + 10

43-50 | Thick, wavy, and oily Troll + 30

51-55 | Thick, straight, oily

56-60 | Medium thickness, curly, and oily

61-65 | Medium thickness, wavy, and oily

66-70 | Medium thickness, straight, and oily

71-75 | Thick and cutly

76-80 | Thick and straight

81-85 | Thick and wavy

86-90 | Medium thickness and cutly

91-95 | Medium thickness and straight

96-100] Medium thickness and wavy

Eye Color

Roll | Anakim |Bugbear| Dwarf | Elf (D/L)| Human| Kobold | Ogre Troll
15 Black Brown Gray Black/Blue Black Brown |Dk. Brown Black
6-70 Brown Brown Gray Blk./Blue Brown Brown Brown Brown
71-80 |Reddish-brown |Dk. Brown| Lt. Brown | Blk./Blue [ Blue-gray Gray Dk. Gray | Bloody-brown
81-99 Gray Dk. Brown| Lt. Brown |Blk./Blu-Gn| Blue Blue-gray Gray Human blood
100 Blue-gray Black Dk. Brown | Blk./Green Green Blue Black Bright red

Artwork Here
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Roll on the table below to determine the accuracy of a character’s vision. Undesirable vision is
cither near-sightedness or far-sightedness. Near-sightedness means that a character can see normally
when objects are near, though distant objects are blurry. Conversely, far-sightedness means that a charac-
ter can see normally when objects are distant, but has headaches when objects are near and focused upon
for any duration. Spectacles do exist, though only ones that correct far-sightedness. Regarding near-
sightedness, a character’s vision is determined by the distance that they can distinguish between similar
heraldic coats of arms. Near-sighted characters suffer penalties regarding two skills: Aim and Sight (see
Chap. 8: Skills). Far-sightedness is the distance that a character no longer receives headaches. Roll on the

Vision

following table to determine the state of your character’s vision:

Roll [ Aim, Sight Vision
01 -90 Near-sightedness, 5 feet
02 -80 Near-sightedness, 50 feet
03-04 -70 Near-sightedness, 100 feet
05-06 -60 Near-sightedness, 200 feet
07-09 -50 Near-sightedness, 300 feet
10-12 -40 Near-sightedness, 400 feet
13-16 -30 Near-sightedness, 500 feet
17-20 -20 Near-sightedness, 600 feet
21-25 -10 Near-sightedness, 700 feet
26-75 - Perfect natural vision
76-80 - Far-sightedness, 1 foot
81-84 - Far-sightedness, 3 feet
85-88 - Far-sightedness, 5 feet
89-91 - Far-sightedness, 10 feet
92-94 - Far-sightedness, 15 feet
95-96 - Far-sightedness, 20 feet
97-98 - Far-sightedness, 25 feet
99 - Far-sightedness, 50 feet
100 - Far-sightedness, 100 feet

With perfect natural vision, masses of troops can be recognized at 5,100 feet, infantry can be
distinguished from cavalry at 3,900 feet, individuals may be seen at 3,000 feet, heads and crossbelts can be
distinguished at 2,100 feet, uniforms and reflections from weapons may be seen at 1,500 feet, and uni-

forms may be recognized at 750 feet.
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Physiognomy is a methodical attempt to correlate facial features with presumed characteristics.
While the correlations vary with the physiognomist, the following table provides popular observations:

Facial Features

Roll Facial Feature Presumed Characteristic
01-02 Ears, big Dumb
03-04 Ears, high or above eyebrow High mental capacity
05-06 Ears, low or below eye-level Low mental capacity
07 Eyebrows, blade Brave, righteous, a magnet for attacks
08 Eyebrows, weighing down the eyes | Prone to manipulation, easily controlled
09 Eyebrows, dense with cutled up tail | Changeable, does not know limits, brave
10 Eyebrows, distinct + prominent arch [ Emotionally indecisive, gutsy, smart
11 Eyebrows, downward sloping Opportunistic, selfish, debauched
12-13 Eyebrows, feather or upward sloping | Opportunistic, shifty, ill-intentioned
14 Eyebrows, hemispherical Overly emotional, extravagant, kind-hearted
15 Eyebrows, short and blunt Opportunistic, impatient, heartless
16-18 Eyebrows, they run together Dumb and animalistic
19-21 Eyelashes, long Proud, vainglotious, audacious
22 Eyes, deep set with well-defined irises| Diplomatic, understanding, and ordetly
23 Eyes, downward sloping Irresponsible, phlanderers
24 Eyes, hooded and downnsloping lid | Harshly realistic, not one to return favors
25-26 Eyes, large Unstable, luxutious
27-29 Eyes, recessed or deep Crafty
30-31 Eyes, small Lacks discipline, needs to win, active, good observer
32 Eyes, small irises surrounded by white| Ruthless, crafty, cold, highly strung, a plotter
33 Eyes, surrounded by bags and rings [ Target for bullying, weak character
34-35 Eyes, tired Sloppy, illogical, dominated
36-37 Forehead, large Irascible, cruel
38-40 Hair, facial, excessive Brutal and overbearing
41-42 Jawbone, accentuated Masculinity
43-44 Jawbone, diminished Feminitiy
45-46 Mole, above mouth Financially stable
47 Mole, brow Big heart, tolerant, pleasant
48-51 Mole, cheekbones Likely to end up victims (dumpees) of love triangles
52 Mole, ear Noble, one who repays favors, good friend
53 Mole, lip Intestinal problems
54-55 Mole, nasal Prone to financial losses, chronic medication reliance
56-58 Mole, off the side of the eye Prone to love triangles
59 Mole, sole of foot Potential leadership
60-62 Mole, throat Prone to intestinal problems
63-65 Mouth, big lips Daring, reckless, lewd, and untruthful
66-67 Mouth, crooked, uneven lips Hard to please, tantrum-thrower, irrational
68-69 Mouth, downward sloping Unreasonable, blamers, scorekeepers
70-71 Mouth, full lips Healthy, good family fortune, and charismatic
72-74 Mouth, protruding upper lip Egotistic, shows greater concern for self
75-77 Mouth, protruding lower lip Altruistic, shows greater concern for others
78 Mouth, rectangular lips Wealthy, of upper class stock, aristocratic
79-80 Mouth, thin upper lip Selfish, inconsiderate of others' feelings
81-82 Mouth, upward sloping Strong-willed, tendency to rise in society
83-85 Nose, big Weak and cutious
86-88 Nose, big nostrils Waster of money, generous
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Roll

Facial Feature

Presumed Characteristic

88-90 Nose, bony Low intelligence, good health
91-92 Nose, broad Attracts trouble, covetous, brave, gutsy
93 Nose, bulbous end Insensitive, swinish
94 Nose, large and rounded Magnanimous
95 Nose, slender and hooked Eagle-like
96 Nose, small nostrils Stingy scorekeepers, good savers
97 Nose, sharp-tipped Irascible, those easily provoked
98-100 Teeth, yellowed or unkempt Cruel

Artwork Here
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Sexual Features

Below are optional measures of the body. These are provided so that the sexual dimension of

role-playing may be included at the MM’s discretion.

The areola, which is the skin immediately surrounding the nipple, may vary in diameter and ac-
cording to race. Roll below to determine the diameter of the character’s areolas, subtract 15 if male.

Areola Diameter

Roll | Anakim | Bugbear| Dwarf Elf Human | Kobold | Ogre Troll
01-25 27 17 v v 17 Y2 4> 27
26_65 3” 277 137 137 1 1/295 137 5” 3”
66-85 4> 3” 1”7 1”7 27 1 Y27 67 4>
86-95 6” 4” 1 v 1 v 3”7 27 7> 57
96_100 8” 577 2:) 2:) 4n 3” 8,, 6,,
Areola Hue

Roll Hue

01-10 | Difficult to identify|

11-50 | Light

51-85 Medium

86-100 [ Dark

Cup Size

Though cup sizes'

Cup Size Modifiers

Age, Child (12-15 for human)

-5

Bodily Attractiveness sub-ability

see Chapter 1: Abilities

Fat + 25
Pregnant + 25
Skinny - 25

Roll Cup Size

<11 AA

11-25 A

26-70 B

71-92 C

93-99 D

100 DD+

are human expressions, the cup size herein is considered relative to each race.

1. A scholarly study on female human bust size indicates that both males and females prefer a female with a medium bust

size (Kleine & Staneski, 1980). For more information, see the References section at the end of this book.
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Nipple Length
A nipple that is not erect may have no length whatsoever. This table yields the maximum erect
nipple length. Roll percentile dice, but subtract 15 if male.

01-65 27 27 Vs Y7 Vs s 17 2"
66-80 17 s Vs e V2" 2" 27 1”
81-97 1727 17 Y2 2" Y5 ¥ 3” 1.7
98-99 27 1.7 27 2" 17 17 47 27
100 3” 27 2 s 1Y 1Y 57 3”

Vaginal Circumference Potential
Should any vagina be stretched beyond the limit as determined by the table below, which differs
from woman to woman, the orifice will rip to accommodate the incoming object. First, consider all
relevant modifiers, then roll percentile dice and proceed to the following table.

Age, Puberty - 25

Age, Young Adult -

Age, Middle Age + 10

Age, Old Age + 5

Age, Venerable + 5

Mother + 6 to + 26 (1d20 + 5)
Nymphomaniac + 11 to + 30 (1d20 + 10)
Slut + 1 to + 20 (1d20 if unsure)

<06 two fingers 5-6" 3-4" 6-7"
06-15 three fingers 6-7" 4-5" 7-9"
17-50 normal unit 7-9" 5-6" 9-12"
51-85 thick unit 9-12" 6-8" 12-15"
86-95 woman's fist 12-15" 8-10" 15-20"

>95 man's fist 15-20" 10-15" 21-30"

Vaginal Depth Potential
No object may be fully inserted into a vagina if it is longer than the female’s Vaginal Depth
Potential. In such extreme situations, internal damage may occur, though this is best left to the MM. A
female’s Vaginal Depth Potential equals her height in feet converted to inches (such as a female of 5’ 6”
becoming equivalent to 5 1/2”), and then (2d20)% is added.




Tongue Size
Instead of measuring the length of the entire tongue, this feature lists only the length of the
tongue that may be extended outside the mouth of a character. Roll percentile dice and consult the

following table:

01-10 Tiny tongue 1" 1/2" 3"
11-20 Small tongue 2" 1" 4"
21-60 Normal size tongue 3" 2" 5"
61-90 Tip may touch tip of nose 4" 21/2" 6"
91-98 Tip may touch chin 5" 3" 7"
99-100 Tip reach top of nose 6" 4" 8"

Should any anus be stretched beyond the limit as determined by the table below, which differs
from anus to anus, the orifice will rip to accommodate the incoming object. First, consider all relevant

Anal Circumference Potential

modifiers, then roll percentile dice and proceed to the following table.

Age, Puberty ) - 25

Age, Young Adult -

Age, Middle Age L | + 10

Age, Old Age +5

Age, Venerable + 5

Male + 5
Nymphomaniac/Satyromaniac| + 11 to + 30 (1d20 + 10)
Accustomed to anal sex + 1 to + 20 (1d20 if unsure)

<11 two fingers 5-6" 3-4" 6-7"
11-20 three fingers 6-7" 4-5" 7-9"
21-60 normal unit 7-9" 5-6" 9-12"
61-90 thick unit 9-12" 6-8" 12-15"
91-98 woman's fist 12-15" 8-10" 15-20"

>98 man's fist 15-20" 10-15" 21-30"
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Ripped Orifice

Should a vagina or anus stretch to accom-
modate the entry of an object that exceeds the Vagi-
nal or Anal Circumference Potential, damage may
result to the individual due to a Ripped Orifice. A
vagina or anus that is stretched to twice its limit re-
sults in the necessity of a Health check at TH 70. If
this check fails, then death occurs. If successful for
a female character, the skin between the vagina and
anus rips and the two orifices effectively become
one. If successful for a male character, the skin
rips into the scrotum. Damage is a percent of LP
equal to the extent of ripping.

Hymen Resistance

A hymen is a membrane that, when broken,
is used to indicate that a woman is no longer a vir-
gin. Bach player of a female character may, at their
option, determine the Hymen Resistance of the
character by rolling 5d20. For every time the fe-
male character has intercourse, she must roll per-
centile dice to see if the hymen breaks, and it may
only break once. Results greater than her Hymen
Resistance indicate her hymen has been broken. If
the hymen breaks, then blood will seep from her
vagina. Common folk consider an unbroken hy-
men indicative of virginity, though in reality the
woman may either have a high Hymen Resistance
or never have accommodated sufficient Manhood.

Pregnancy Likelihood

At best, a fertile woman has less than a 1%
chance of becoming pregnant by a fertile man with
a high sperm count per completed intercourse'.
First, the male must make a Sperm Count (or load
size) check by rolling percentile dice. Average loads
contain 200 million sperm. If he rolls 20 or less (80
million sperm or less), then his Sperm Count was
insufficient to impregnate the woman. Every ejacu-
lation within a 24 hour period incurs cumulative
penalties of —30 to Sperm Count checks. Next, if
the man had a sufficient Sperm Count, the woman
must roll percentile dice. Results greater than 1%
indicate that she did not become pregnant.

Menstruation

Menstruation is periodic vaginal discharge
and occurs in all races available to players, as well as
most mammals. Menstruation accompanies a
woman’s childbearing years, usually beginning in
puberty and most often ceasing during middle age.
A common belief regarding menstruation is that it
is punishment from the gods for being female. If
pregnancy does not occur, smelly blood may flow
from the lining of the uterus, seeping out of the
vagina. The 3 + (1d6 - 1) days that menstruation
lasts is called the menstrual period, though collo-
quially it is known as the rag, since women secure
rags on their crotch to catch the blood and prevent
it from running down their legs. In most women,
the menstrual cycle is about 28 days, but it can vary
considerably, even from one month to another. A
missed period is often the first indicaton of preg-
nancy.

Many (50%) women experience premen-
strual discomfort, namely tender breasts and a ten-
dency to retain fluid known as bloating (1d8 - 1)
days prior to menstruation. Some (40%) women
experience d6 of the following symptoms: 1) head-
aches, 2) irritability, 3) nervousness, 4) fatigue, 5)
crying spells, and 6) depression with no apparent
cause. A few women (10%) also experience men-
strual cramps during the first day or two of the pe-
riod. If they experience irritability, the choleric part
of their temperament may increase by 1d100 dur-
ing menstruation. If they experience depression,
the melancholic part of their temperament may in-
crease by 1d100 during menstruation.

Infant Mortality Rate
An infant mortality rate is the probability
of death in the first year of life.

Race Odds of Death per Infant
Anakim 25%
Bugbear 5%
Dwarf 2%
EIf 1%
Human 10%
Kobold 15%
Ogre 1%
Troll 2%

1. This statistic concerning fertility has been referenced from Microsoft Encarta Encyclopedia 99.

76



Manhood
a. 'The height (or length) of the character (or creature) in feet is converted directly to inches (6’
= 67; 510”7 = 5.83”). This is the Base Length of his Manhood.
b. Then roll 4d100, divide the sum by 2, and subtract 1 from the total. Consult the table below:
The resultant percentage is applied to the Base Length of the character’s Manhood, deter-
mining the actual length. For instance, a manhood roll of 115 indicates a Size Modifier of +28%.
If the character were 6’ tall, then the length of his Manhood would now be 7.68 inches (28% of 6 T
= 1.68; 50, 6 + 1.68). Pedy
Manhood Roll | Size Modifier
1-9 - 70%
10-15 - 64%
16-21 - 60%
22-27 - 56%
28-33 - 52%
34-39 - 48%
40-45 - 44%
46-51 - 40%
52-57 - 36%
58-63 - 32%
64-69 - 28%
70-75 - 24%
76-81 - 20%
82-87 - 16%
88-93 - 8%
94-99 - 4%
100-103 -
104-107 + 7%
108-111 + 14%
112-114 + 21%
115-118 + 28%
119-121 + 35%
122-125 + 42%
126-129 + 49%
130-133 + 56%
134-137 + 63%
138-141 + 70%
142-145 + 77%
146-149 + 84%
150-153 + 91%
154-157 + 98%
158-161 + 105%
162-165 + 112%
166-169 + 119%
170-173 + 126%
174-177 + 133%
178-181 + 140%
182-183 + 147%
184-187 + 154%
188-191 + 161%
192-199 + 175%
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Note that this is the shortest measurable length, taken from the top or belly-button side,
not the bottom or testicular side, and constitutes all that a woman may take from a missionary
position. However, if the woman were to mount the Manhood from above while facing her
partner and leaning back, she would actually take 1.15 times the Base Length, accounting for the
remainder. For instance, with a Base Length of 6 inches, with experimentation, it is possible for
the woman to enjoy 6.9 inches, depending on the angle.

c. The Base Length of the Manhood is now multiplied by 0.85. This is the Base Circumference
of the Manhood in question.

d. Finally, roll [(4d100 / 2) - 1], observe the Size Modifier on the table above, and apply this
modifier to the Base Circumference to determine the actual circumference.

Rare Features

These features are not usually determined during character creation, unless the player so desires.
These features rarely become necessary components of the game, but are detailed here for the sake of
comprehensiveness.

Foot Size
To determine the length in inches of a character’s foot, first consider the height of the character.
Consult the Height table in the beginning of this chapter. For each inch a character is taller than the
average Height for a character of the appropriate gender and race, add 10 to the roll for Foot Size. For
each inch shorter, subtract 10. Roll percentile dice and consult the table below:

Anakim, Bugbear, Human and
Roll and Trogl’l LRl Kobold Ogre

(Male/Female) (Male/Female)

(Male/Female) (Male/Female)
<11 9-10"/7-8" 5-6"/4-5" 5-6"/4-5" 13-14"/11-12"
11-20 11-12"/9-10" 5-6"/4-5" 7-8"/5-6" 15-16"/13-14"
21-60 13-14"/11-12" 7-8"/5-6" 9-10"/7-8" 17-18"/15-16"
61-90 15-16"/13-14" 7-8"/5-6" 11-12"/9-10" 19-20"/17-18"
91-98 17-18"/15-16" 9-10"/7-8" 13-14"/11-12" 21-24"/19-20"
>908 19-20"/17-18" 9-10"/7-8" 15-16"/13-14" 25-30"/21-24"

Fist Circumference
The circumference of a character’s clenched fist is a number of inches equal to the length of the

charactet’s foot in inches. Foot Size is determined above.
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Handedness
To determine whether a character is right- or left-handed, roll percentile dice. Ambidexterity is
not determined here, but is purchased as a skill (see Chap. 8: SKills). Handedness' refers to which hand the
character uses predominantly. Results are as follows: 01-10 = Left-handed, 11-100 = Right-handed.

Head Circumference

The circumference of the head of a character may be relevant when a character finds a helmet or
hat and desires to wear it. Head Circumference is listed in inches. Itis not possible for a character to wear
a hat or helmet that is smaller than the charactet’s Head Circumference. The hat or helmet is comfortable
if it is not larger than 101% of the character’s Head Circumference. It is possible to wear a hat or helmet
if it is between 102% and 103% of the character’s Head Circumference, though the loose fit will be
annoying. If the hat or helmet is larger than this, then it is not practical to wear it.

To determine the Base Head Circumference of an adult, roll percentile dice and consult the fol-
lowing table:

Base Head Circumference
Roll | Anakim |Bugbear| Dwarf Elf Human | Kobold | Ogre Troll
01-02 24.00 22.00 19.20 19.12 19.20 19.12 26.00 25.00
03-05 26.00 23.00 20.40 20.12 20.40 20.12 28.50 27.00
06-31 28.00 24.50 21.60 21402 21.60 21.12 31.00 29.00
32-68 30.00 26.00 22.80 2212 22.80 22.12 33.50 31.00
69-94 32.00 27.50 23.90 23.12 23.90 23.12 36.00 33.00
95-98 34.00 28.50 25.00 24.12 25.00 24.12 38.50 35.00
99-100 36.00 30.00 26.10 25.12 26.10 25.12 41.00 37.00

The table above produces male Base Head Citrcumference. If female, multiply the result by 0.97.
Finally, the base must be modified randomly. Roll percentile dice. If 01-50, then the Base Head Circum-
ference will be decreased. If 51-100, then the Base Head Circumference will be increased. Roll 1d100, and
add or subtract the result as hundredths of an inch.
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Pregnancy

Pregnancy' occurs when a sperm of a male
fertilizes an egg of a female. Should a pregnancy be
determined (see earlier in this chapter), then the body
of the female character will experience change. The
pregnant woman will gain 2d4 of the following
symptoms: breast tenderness and swelling, fatigue,
nausea, sensitivity to smell, increased frequency of
urination, mood swings, weight gain (2d20 Ibs.), and
cravings for unusual substances. These symptoms
last for 1d20 weeks.

There is a 15% chance for each pregnancy
to result in miscarriage. If this is determined, the
miscarriage, occurs in the (3 + 1d8)™ week of preg-
nancy.

After 12 weeks of pregnancy, other symp-
toms emerge. Now, the pregnant woman experi-
ences another 2 of 3 symptoms: breasts increase
1d4 cup sizes, nipples darken, weight gain (2d20 Ibs.).

If the pregnant woman is middle-aged, then
there is a 30% chance of producing an offspring
that is less than ideal. If a complication occurs, roll
percentile dice and consult below:

Roll Complication Result
01-15 Egg is fertilized in the fallopian tube,
mother dies upon childbirth

16-30 Offspring loses 1d100 Health
31-45 Offspring loses 1d100 Intelligence
46-60 Offspring loses 1d100 Wisdom
61-75 Offspring loses 1d100 Dexterity
76-90 2 Random Mental Illnesses
91-100 |1 Random Mental Illness

The duration of the pregnancy depends on
the race. Roll percentile dice and consult below:

Race Gestation Duration
Anakim 60 weeks
Bugbear 50 weeks
Dwarf 80 weeks
Elf 90 weeks
Human 40 weeks
Kobold 30 weeks
Ogre 70 weeks
Troll 60 weeks

Roll Result

<02 |Premature birth by 2d10 weeks, dead offspring
03-08 | Premature birth by 1d6 weeks

>(08 | Normal birth duration

Labor may take up to 14 hours. Features of
the offspring may be determined in Chapter 6: Social-
ity.

Pregnant females experience a decrease in
Bodily Attractiveness equal to 1d20. This decrease
is in full effect immediately before childbirth, and
the effect increases from zero to the full effect pro-
portionate to the length of the pregnancy. Although
in some sense a pregnant female is ‘beautiful’, her
Bodily Attractiveness is negatively affected.
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Allergies, Intoxication, and Disease

Allergies
If a character’s Health sub-ability is not high enough, they have at least one allergy (see Chap. 1:
Abilities). Allergies are exaggerated and sometimes harmful reactions to external substances. Allergy
symptoms may include itching, sneezing, a stuffy nose, watery eyes, inflammation of the airways in the
lungs and wheezing, and even allergic shock and death in rare situations. At any given time, roughly 20%
of the population is susceptible to at least one allergy. To randomly determine an allergy, roll d8:

1. Asthma — For no apparent reason, characters with this allergy will periodically experience
difficulty breathing. During an asthma attack, a character suffers —50% to Strength.

2. Bee stings — Some characters break out in hives or welts on the skin, itching all over the body
when a bee stings them.

3. Mammals — Characters allergic to mammals sneeze vehemently within 1d20 feet of them due
to dander. However, allergic reactions may be specific only to one type of animal. The player and MM
must determine this together.

4. Dust — Characters allergic to house dust sneeze vehemently in the presence of it, usually prefer-
ring to be outdoors.

5. Eggs — When eaten, eggs make a character with this allergy extremely sick to their stomach.

6. Hay fever — This is a reaction to pollen, charactetized by violent sneezing, a release of watery
fluids, and itching. When pollen affects the eyes, they become red, itchy, and watery.

7. Milk — When consumed, milk makes a character with this allergy extremely sick to their stom-
ach.

8. Wasp stings — Some characters break out in hives or welts on the skin, itching all over the body
when a wasp stings them.
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Intoxication
Below are three main forms of intoxication and their effects on the body. Finally, diseases are
presented.
Intoxication by Alcohol
When a character is drinking, consider the character’s weight and consult the table below:
Chapter X
Eody

R Beer Ale Wine Mead
Weight| B | Vv B | V B | V B | Vv

41-50 - 1 2 - - 1 - - 1 - - 1

51-60 - 1 2 - 1 2 - - 1 - - 1

61-70 - 1 2 - 1 2 - - 1 - - 1

71-80 1 2 3 - 1 2 - 1 2 - - 1

81-90 1 2 3 - 1 2 - 1 2 - - 1

91-100 1 3 4 1 2 3 - 1 2 - 1 2
101-110 2 3 4 1 2 3 - 1 2 - 1 2
111-120 2 4 5 1 2 3 1 2 3 - 1 2
121-130 2 4 5 2 3 4 1 2 3 - 1 2
131-140 2 4 6 2 3 4 1 2 3 1 2 3
141-150 2 5 6 2 4 5 2 3 4 1 2 3
151-160 3 5 7 2 4 6 2 3 4 1 2 3
161-170 3 5 7 3 5 6 2 4 5 2 3 4
171-180 3 5 7 3 5 6 2 4 6 2 3 4
181-190 4 6 8 3 5 7 3 5 6 2 4 5
191-200 4 6 8 3 5 7 3 5 6 2 4 6
201-210 4 6 8 4 5 8 3 5 7 3 5 6
211-220 4 7 10 4 6 8 3 5 7 3 5 6
221-230 5 7 10 4 6 9 4 5 8 3 5 7
231-240 5 7 10 4 7 9 4 6 8 3 5 7
241-250 5 8 12 5 7 9 4 6 9 4 5 8
251-260 5 8 12 5 7 10 4 7 9 4 6 8
261-270 6 8 12 5 7 10 5 7 9 4 6 9
271-280 6 8 12 5 8 10 5 7 10 4 7 9
281-290 6 9 14 6 8 10 5 7 10 5 7 9
291-300 6 9 14 6 8 11 5 8 10 5 7 10
301-350 7 10 16 6 9 12 6 8 10 5 7 10
351-400 8 12 16 6 9 12 6 8 11 5 8 10
401-450 9 14 18 7 11 14 6 9 12 6 8 10
500-600f 10 16 20 8 12 16 6 9 12 6 8 11
601-700f 12 18 24 10 15 20 7 11 14 6 9 12
701-8001 24 36 48 12 18 24 8 12 16 6 9 12
801-9001 36 48 72 24 36 48 10 15 20 7 11 14

901+ 48 72 96 36 48 72 12 18 24 8 12 16
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Beer: Beer is made from distilled wheat and
is lowest in alcohol content. Soon after the initial
discovery of mead as alcohol, beer was discovered.
Since beer could be made faster (mead takes a year
to distill), it quickly became very popular.

Ale: Ale is made from distilled barley and is
the daily staple of most peasants.

Wine: The most expensive alcohol, wine is
produced from distilled grapes and is preferred by
the upper classes of humans.

Mead: The first form of alcohol discovered
and drank, mead is made from distilled honey and
water. Mead is potent alcohol and tastes sweet.
Unfortunately, it is slow to produce, since it must
distill for a year. Therefore, it is expensive.

Buzzing: If a character is buzzing from
drinking alcohol, they feel less inhibited, warmer,
and are more sociable. Buzzing characters suffer a
reduction to 95% of Agility, 90% Reaction Speed,
95% Enunciation, 90% Intuition, and 90% Com-
mon Sense.

Intoxication: If a character is intoxicated
from drinking alcohol, they feel uninhibited, dizzy,
and are prone to depression. Others within d10
feet smell alcohol from the intoxicated character.
Intoxicated characters suffer a reduction to 80%
Hand-Eye Coordination, 80% Agility, 75% Reaction
Speed, 75% Enunciation, 75% Intuition, and 80%
Common Sense.

Vomiting: If a character is vomiting from
drinking alcohol, they are noticeably impaired and
smelly. Vomiting characters suffer a reduction to 70%
of Hand-Eye Coordination, 70% Agility, 60% Re-
action Speed, 60% Enunciation, 50% Intuition, and
75% Common Sense.

Quantities are considered relevant to each
type of alcohol, such as a tankard of either beer or
ale and a glass of either wine or mead. The num-
bers in this table reflect the popularity and resultant
tolerance of alcohol; cloudy ale and rye bread is the
staple of most peasants, so someone who does not
drink and have tolerance to alcohol must half these
numbers. This table also reflects a ratio of drinks

per hour. For instance, a character may drink one
beer per hour for twelve hours, totaling twelve beers.
Due to the slow pace, however, the character effec-
tively only has one beer in their system at all times,
and is very unlikely to even get a buzz.

Regardless, a character must get buzzed be-
fore intoxicated, and intoxicated before vomiting.
A check must be made on the table below with per-
centile dice every time a character drinks as much
per hour as indicated by the table above, though the
modifier from the sub-ability Health for Intoxica-
tion is applied to the TH obtained below. Note that
the highest the TH may be adjusted is 90 and the
lowestis 10. If the check is passed, then the charac-
ter avoids the effects of alcohol, but with every drink
increased per hour, they must make another check
on the table below. Eventually, the drinking charac-
ter will become buzzed, intoxicated, and vomit if
they drink enough. Just the same, if the character
exceeds 4 times the number of drinks that may make
them vomit for their weight as indicated above, they
must roll on the table below, modified for shock
from the sub-ability Health, or die from alcohol
poisoning. If they pass, they only pass out for 2d12
hours and remain alive.

Race Male Female
Anakim 50 70
Bugbear 40 60
Dwarf 40 60
EIf 60 80
Human 50 70
Kobold 60 80
Ogre 20 30
Troll 30 40

So, it a character named Noryb Llah weighs
155 Ibs. and drinks 3 beers in an hour, Noryb Llah
must consult the table for a TH (threshold). If
Noryb Llah rolls higher than the TH, then he did
not get a buzz. However, upon drinking the 4™ beer
in an hour, Noryb Llah must check again. If he
passes his check and avoids the effects of alcohol
again, then upon drinking the 5" beer within an hour,
he must pass another check, or he will suddenly feel
buzzed. If he drinks another drink within an hout,
he must pass a check or be intoxicated.
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Intoxication by Marijuana

Marijuana is a plant that grows up to six feet in height and may be smoked or eaten for its halluci-
nogenic and pleasuring effects. The psychoactive ingredient is concentrated in the flowering tops. While
the plant grows throughout temperate regions, the more potent varieties grow in dry, hot uplands. Mari-
juana has no physical dependence or withdrawal symptoms, though psychological dependence may de-
velop with long-term use.

After a minute or two, use results in initial stimulation and euphoria, which depending on the
amount used, may last as long as two hours. Afterward, tranquility and sedation occur. For many users,
the euphoria increases a desire to eat. By large numbers, women tend to become more sexually aroused,
while men may desire sex less. During euphoria, body fluids dry up, which may create cottonmouth or
make sex more difficult for a woman. The stage of euphoria may be characterized by mood changes and
altered perceptions of time, space, and one’s bodily dimensions. Cognitive processes become disrupted
by fragmentary ideas and memories. In addition, sensory awareness and pleasure are often increased
during euphoria.

Negative effects, however, may include confusion, acute panic reactions, anxiety attacks, fear, a
sense of helplessness, and loss of self-control. Chronic users may develop an amotivational syndrome,
characterized by passivity and decreased motivation.

Like alcohol intoxication, marijuana intoxication impairs judgment, comprehension, memory, speech,
problem-solving ability, and reaction time (see below). Unlike alcohol, however, there is no correlation
between intoxication and weight.

Regarding the table for euphoria below, each inhalation increases the degree of euphoria. Even if
inhalation does not occur, euphoria may occur due to breathing in second-hand smoke. Assuming this
occurs in an enclosure of some sort such as a room, ten inhalations by others translates to the equivalent
of one inhalation by the character absorbing it second-hand. Refer to the table below to determine the
Euphoria Factor (EF):

Time Elapsed Since Last Euphoria
L ez F_|rst 1Hour [ 6 Hours | 12 Hours 1 Day 1Week | 1 Month 1 Year
Per Hour | Time
1 - Ya 1 2 5 6 7 8
2 Vs Vs 2 4 10 12 14 16
4 Vs 1 4 6 15 18 21 24
8 1 2 6 8 20 24 28 32
16 2 4 8 10 23 26 30 34
32 4 6 10 12 25 29 32 36
64 6 8 12 14 28 31 34 38
128 8 10 14 16 30 33 35 40

Regarding the table above, the EF needs to be modified according to the quality of the marijuana.
The quality ranges from putrid crap that will only give you a headache (QQ = 0.1) to normal (Q = 1.0) , to
incredible quality (Q = 2.0). Incredible quality is also incredibly rare. Below are the effects of marijuana
intoxication:
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Physical Fitness (due to smoking) is
temporarily reduced by V4 the EF

Strength is temporarily reduced by "4 the
EF

Health is reduced by "4 of an Ability point
for two weeks

Rhetorical Charisma is temporarily reduced
by 2 the EF

Reaction Speed is temporarily reduced by
the EF

Enunciation is temporarily reduced by the
EF

Language is temporarily reduced by the 2
the EF

Math is temporarily reduced by the EF
Analytic Intelligence is temporarily reduced
by the EF

Drive is temporarily reduced by twice the
EF

Intuition is temporarily increased by the EF
Common Sense is_temporarily reduced by
"2 the EF

Reflection is temporarily reduced by twice
the EF

Artwork Here

Psychedelic Mushrooms

This mushroom, when eaten, produces psy-
chedelic effects. Two parts may be eaten, the caps
and the stems. Caps, by far, are the more potent
portion. Ingesting caps and stems of this mush-
room evokes dreamlike changes in mood and
thought and alters the perception of time and space.
It can also create a feeling of lack of self-control
and extreme terror. Physical effects include drowsi-
ness, dizziness, dilated pupils, numbness and tingling,
weakness, tremors, and nausea. Further, it may in-
duce transient abnormal thinking, such as a sense
of omnipotence or a state of acute paranoia, and
can result in dangerous behavior. Long-term ad-
verse reactions may develop such as persistent Psy-
chosis (see Chap. 5: Mind), prolonged Depression,
or faulty judgment. While it is not physically addict-
ing, the potent effects may be psychologically ad-
dicting.

Rather than recreational drug use, this mush-
room is typically ingested for two reasons: many
religious cults use this drug in attempts to become
closer to their deity, and berserkers often eat this
mushroom before battle to produce berserker rage.

Colloquially, a ‘bad trip’ means a bad experi-
ence while under the effects of this drug. Worse,
some characters attempt too many caps and stems
and never return from their ‘trip’. To determine
whether ot not bad effects occur, each time mush-
rooms are used, the number of caps and stems that
were ingested must be considered. Consider one
Trip Point (ITP) to equal one stem, while one cap
equals three TP. Now, sum the TP’ and make a
Health check. If the result rolled is equal to or less
than the number of TP’, then a bad trip occurs.
However, if the number rolled is less than the TP’s
by at least 25, then the character never returns to
sobriety, feeling the effects of psychedelic mush-
rooms the remainder of their life.

If a bad trip occurs, roll on the table below
to determine the bad effects. Continue to roll until
directed to stop or a duplicate event occurs:
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Roll
01-11
12-22
2333
34-44
4555
56-66
67-77
78-88

Bad Trip Effects

Lack of self-control, now roll again

Extreme terror, now roll again

Drowsiness, now roll again

Dizziness, now roll again

Weakness, now roll again

Tremors, now roll again

Nausea, now roll again

Acute Paranoia, now roll again

89-100 Pr?wded at least one bad effect occurs, stop
rolling

Whether the trip is good or bad, trips last
for an hour per TP and the following effects occur:

. Physical Fitness is temporarily increased by
half the number of TP

. Strength is temporarily increased by half the
number of TP

. Bodily Attractiveness is  permanently
reduced by "4 of an Ability point

. Health is permanently reduced by half of
an Ability point

. Rhetorical Charisma is temporarily reduced
by half the number of TP

. Reaction Speed is temporarily reduced by
half the number of TP

. Language is temporarily reduced by V4 the
number of TP

. Math is temporarily reduced by the
number of TP

. Analytical Intelligence is temporarily
reduced by half of the TP

. Spatial Intelligence is temporarily reduced
by half of the TP

. Drive is temporarily increased by half the
number of TP

. Intuition is temporarily increased by the
number of TP

. Common Sense is temporarily decreased by
half the number of TP

. Life Points are temporarily increased by a

percent equal to TP

Temporary adjustments do not take effect
until 30 minutes after ingestion, and endure until
the last hour of tripping before sobering,

Disease

Diseases are the introduction of any harm-
tul change that interferes with the appearance, struc-
ture, or function of the body or any of its parts.

Anthrax

This is a contagious disease of warm-
blooded animals and characters. One of the oldest
known diseases, it has reached epidemic proportions
in the past. Animals acquire the disease from drink-
ing water that is draining from contaminated soil, in
which the infectious bacteria may live for years; from
eating infected carcasses and feedstuffs; and from
the bites of bloodsucking insects. The disease, some-
times manifested by staggering, bloody discharge,
convulsions, and suffocation, may be fatal almost
immediately in acute cases and within three to five
days in subacute cases. In characters, the disease
appears in both external and internal forms, with a
death rate of about 20 percent. The external or
cutaneous form is contracted through cuts or abra-
sions in the skin by those who handle infected hides
and carcasses and may be self-limiting, but often
disseminates into the bloodstream, with fever and
prostration. The external form is characterized by
malignant pustules on exposed skin areas. The in-
ternal type is acquired by inhaling anthrax spores, as
from animal hair and wool, which invade the lungs
and sometimes the intestinal tract to cause hemor-
rhage.

Bubonic Plague

This is an acute, infectious, contagious dis-
ease of rodents and humans. It is characterized by
the appearance of enlarged and inflamed lymph
nodes in the groin (01-33%), on the armpit (34-66%),
or the neck (67-100%). It is transmitted by the bite
of any of numerous insects, most notably the rat
flea. The odds of the bubonic plague being fatal
vary. The percentage chance of likelihood of fatal-
ity is (20 + [1d6 x 10])%.
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Cancer

This is a malignant new growth anywhere in
the body of a character or animal. Cancers tend to
spread locally and to distant parts of the body. In
advanced stages, tumors develop. To determine the
random location of cancer, roll 1d10 (1 =left leg, 2
= right leg, 3 = left arm, 4 = right arm, 5-6 = torso,
7-10 = head). The exactlocation may be determined
by selecting the appropriate table in Crucial Dam-
age (see Chap. 10: Combat) and rolling percentile dice.
The MM determines the effect of cancer on this
specific part of the body.

Chicken Pox

This is a contagious viral disease that affects
mainly children. 95% of humans will acquire chicken
pox prior to adulthood. Typically, chicken pox be-
gins with a low fever, headache, rash, and a general
feeling of sickness, or malaise. The rash, which usu-
ally covers the face, scalp, and trunk of the body,
starts as red bumps but quickly develops into small
blisters. The rash and the blisters are extremely itchy.
As the disease progresses, the blisters break open
and form scabs, which fall off after about one to
two weeks. The incubation period — the time be-
tween initial infection and the first appearance of
symptoms — is approximately two weeks. The virus
spreads through the air via infected droplets emit-
ted from the nose or mouth while coughing or sneez-
ing. Touching the fluid from a chicken pox blister
can also spread the disease. Chicken pox is conta-
gious for approximately seven days during a human’s
period of infection. Contagiousness begins about
two days before symptoms appear and continues
until all blisters have formed scabs. This disease is
much more debilitating, and 50% of the time fatal,
to adults. Contracting chicken pox provides immu-
nity, or lifelong resistance, against the disease. How-
ever, after the symptoms disappear, the virus remains
in the body’s nerve cells and occasionally reactivates
later in life, causing a disease known as shingles, an
infection of the nerve fibers. Shingles usually oc-
curs in humans over 50, due to an age-related weak-
ening of the immune system, and causes pain, burn-
ing, itching, inflammation, and blisters.

Common Cold

This is an acute infectious disease of the
upper respiratory tract. This infection affects the
nose and throat, causing symptoms such as nasal
congestion and discharge, sore throat, and cough-
ing. Normally, it runs a mild course, without fever,
and subsides spontaneously in about seven days. The
common cold is thought by common folk to result
from exposure to cold weather. On average, indi-
viduals contract about two and a half colds per year.

Diabetes Insipidus

This is a disease that causes excessive urina-
tion and intense thirst.

Encephalitis

An infectious disease characterized by in-
flammation of the brain. The typical symptoms are
headache, fever, and extreme lethargy, which lead
eventually to coma; double vision, delirium, deaf-
ness, and facial palsy often occur in the acute stage
of the disease. Aftereffects of encephalitis may in-
clude deafness, epilepsy, and dementia. The disease
is transmitted to characters from animals via mos-
quitoes and ticks.

Epilepsy

This is a recurrent disorder of the nervous
system characterized by seizures of excessive brain
activity, which cause mental and physical dysfunc-
tion such as convulsions, a loss of control of bodily
functions, and unconsciousness. During an epilep-
tic seizure, the victim is aware of what is happening
around them, but unable to control their actions or
stop the seizure. A seizure lasts for d100 minutes.
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Influenza

This is an acute, infectious, and contagious
disease of the respiratory tract, especially the tra-
chea. Colloquially, it is called the flu. The symp-
toms of a simple attack include dry cough, sore
throat, nasal obstruction and discharge, and burn-
ing of the eyes; more complex cases are character-
ized by chill, sudden onset of fever, headache, ach-
ing of muscles and joints, and occasional gastrointes-
tinal symptoms. In uncomplicated cases (90% of
them), symptoms fade and temperature drops to
normal in d4 days.

Leprosy

This is a chronic, infectious disease that pri-
marily affects the skin, mucous membranes, and
nerves. Many consider leprosy to be a punishment
of the gods for sin; hence, the leper is in a state of
defilement. About 5% of the population is suscep-
tible to leprosy. The earliest symptom is often a
loss of sensation in a patch of skin. Large areas of
the skin may become infiltrated. The mucous mem-
branes of the nose, mouth, and throat may be in-
vaded by large numbers of the organism. Because
of damage to the nerves, muscles may become para-
lyzed. The loss of sensation that accompanies the
destruction of nerves may result in unnoticed inju-
ries. These may result in secondary infections, the
replacement of healthy tissue with scar tissue, and
the destruction or absorption of bone. The classic
disfigurements of leprosy, such as loss of extremi-
ties from bone damage or the so-called leonine fa-
cies, a lionlike appearance with thick nodulous skin,
are signs of advanced disease. Leprosy is perhaps
the least infectious of all the contagious diseases.
Often, lepers are isolated in leper houses, forbidden
to marry, and forced to wear a distinctive cloak or
shake a rattle to announce their presence. There
are several leper colonies per town. The disease is
believed to be transmitted not only by touch but by
breath. With all the care taken to isolate lepers, from
time to time rumors lead to panic and lynching,

Measles

This is an acute, highly contagious fever-pro-
ducing disease. It is characterized by small red dots
appearing on the surface of the skin, irritation of
the eyes (especially on exposure to light), coughing,
and a runny nose. About 12 days after first expo-
sure, the fever, sneezing, and runny nose appear.
Coughing and swelling of the neck glands often fol-
low. Four days later, red spots appear on the face or
neck and then on the trunk and limbs. In 2 or 3
days the rash subsides and the fever falls; some peel-
ing of the involved skin areas may take place. In-
fection of the middle ear may also occur. This is
one of the most common childhood diseases. It is
rarely fatal (5%), but should the virus spread to the
brain, it can cause (1-50%) death or (51-100%) brain
damage (suffer —d100 Intelligence and Wisdom).
The disease usually confers immunity after one at-
tack. If a pregnant woman becomes infected, her
fetus will become infected as well.

Mumps (Epidemic Partotitis)

An acute infectious viral disease, the mumps
is characterized by the swelling of the salivary glands.
Though it may attack characters of any age, it most
frequently affects children between the human ages
of 5and 9. This disease rarely involves the sex glands.
It is highly contagious and is spread by droplets
sprayed from the respiratory tract of infected char-
acters. The incubation period varies from 15 to 21
days. Few fatalities result from mumps (5%), and
one attack usually confers complete immunity, be-
cause only one antigenic type of virus causes this
disease. In children, the first symptoms are usually
a mild fever, a feeling of illness and chilliness, loss
of appetite, and dryness of the throat. This is fol-
lowed by soreness and swelling around the ears, and
a higher fever. These symptoms are usually gone by
12 days. In adult males, inflammation of the testes
occurs in up to 20 percent of the cases, but result-
ant sterility is rare (5% of those inflamed). In chil-
dren, infection of the auditory nerve can cause deaf-
ness, but this is also a rare result (5%).
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Muscular Dystrophy
This is a crippling disease characterized by
gradual wasting of skeletal muscle. Muscle mass di-
minishes and weakness increases until they are un-
able to walk, even with the aid of a walking cane.
No one recovers naturally from this hereditary dis-
ease.

Rabies

This is an acute, contagious infection that
enters the body through the bite of an animal. All
warm-blooded animals are susceptible. The incu-
bation varies takes 20 + d100 days, though d4 + 2
weeks is most common. Rabies is virtually always
fatal (99%). At the end of the incubation period
the site of the now healed wound becomes irritated
and painful, and the local tissues may become numb.
Depression (see Chap. 5: Mind) and anxiety are com-
mon. This initial stage lasts for about two days. In
the next stage, the period of excitation, the infected
creature becomes irritable and hypersensitive; the
general attitude is one of terror, intensified by the
onset of difficult breathing and swallowing and a
feeling of strangulation, caused by spasmodic con-
tractions of the diaphragm and larynx. The infected
creature is extremely thirsty but experiences spasms
of the larynx when water is presented or even men-
tioned. Vomiting and fever are common during this
stage. A thick secretion of mucus collects in the
mouth and throat, and the individual expectorates
frequently or attempts to cough. This stage lasts
three to five days and usually terminates in death
from a convulsive seizure or from cardiac or respi-
ratory failure. When infected animals are in the ex-
citation stage, they usually run amok, biting and snap-
ping at any living thing in their path.

Smallpox

This is an acute, highly contagious viral dis-
ease that is often fatal (90%). This virus is transmit-
ted through droplets discharged from the mouth
and nose from an infected character that are inhaled
by another character. Onset of the first phase of
smallpox infection occurs after a 12-day incubation
period following infection. This phase is marked by
high fever, prostration, back and muscle pain, and
sometimes vomiting. A characteristic rash develops
two to five days later on the face, palms, and soles
of the feet. During the next six to ten days, the rash
develops into pus-filled pimples. In extreme cases,
the pimples run together, usually indicating a lethal
infection of the virus. The return of fever and other
symptoms initiates the second stage of the disease,
during which the pimples may or may not become
infected. As recovery begins, the pimples become
crusted, often leaving scars, and the fever and symp-
toms subside. Death is caused by infection of the
lungs, heart, or brain. Blindness (01-05%) and male
infertility (06-10%) are possible side effects of sur-
vivors of smallpox. A character with smallpox is
infectious from the third day through the erupting
phase. Survivors usually enjoy lifetime immunity to
smallpox.

Tourette’s Syndrome
This is a disorder characterized by involun-
tary muscular movements and obscene vocal expres-
sions. At the MM’s whim, an individual may be com-
pelled to voice obscenities.
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Tuberculosis

This is a bacterial infection that primarily
attacks the lungs, but may also affect d4 other areas,
including the kidneys (1), bones (2), lymph nodes
(3), and brain (4). Symptoms include coughing, chest
pain, shortness of breath, loss of appetite, weight
loss, fever, chills, and fatigue. Children are the most
susceptible. This disease is fatal for 50% of those
who contract it. It is transmitted from character to
character (and character to animal) by inhaling air
droplets, though only 10% of those who inhale it
become infected. If infected, the disease is only
contagious when symptoms are present, which may
take a while to develop. Coughing of blood or
phlegm may occur.

Typhoid Fever

This is an acute infectious disease that is
transmitted by milk, water, or solid food that is con-
taminated with the feces of typhoid victims or car-
riers. The incubation period lasts one to three weeks.
The bacteria gather in the small intestine, where they
enter the bloodstream. This induces the first symp-
toms, chills followed by high fever and prostration.
Victims may also experience headache, cough, vom-
iting, and diarrhea. The disease spontaneously sub-
sides after several weeks in most instances, but in
about 20 percent of untreated cases the disease
progresses to pneumonia (01-33%), intestinal hem-
orrhage (34-66%), and even death (67-100%).

Undulant Fever
This disease is transmitted to characters by
lower animals such as cattle, swine, and goats. Char-
acters acquire the disease through contact with in-
fected animals or drinking their raw milk. The dis-
ease causes abortions in pregnant women, and in
men it causes the genitalia to swell (d20)%.

Random Disease

If it is necessary to determine a disease ran-
domly, roll percentile dice and consult the following
table:

Roll Random Disease
01-07
08-17
18-22

23-24

Anthrax
Bubonic Plague

Cancer
Chicken Pox
25-54 | Common Cold
55-57 | Diabetes Insipidus
58 | Encephalitis
59-60 | Epilepsy
61-80 | Influenza
81 | Leprosy
82-83
84-85 | Mumps
86 | Muscular Dystrophy
87-91 | Rabies
92-93 | Smallpox
94 | Tourettes's Syndrome
95-97
98-99
100

Measles

Tuberculosis
Typhoid Fever
Undulant Fever

Artwork Here
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Chapter 4: Disposition

Dispositions refer to metaphysical beliefs of a character. Metaphysical beliefs are concerned with
speculation beyond the physical world, such as gods and conceptions of good and evil. Essentially,
metaphysical beliefs produce a blend of two related but distinct dimensions: ethics' and morals®>. The
difference between ethics and morals is as follows:

Ethics: Regardless of how a character feels about their actions, ethics are concerned with actions.
For instance, lawful behavior is ethical, while criminal ‘behavior is unethical.

Morals: Regardless of a character’s actions, morality is concerned with how the character feels
about the issue in question or their actions. Sojfeeling'good about doing an evil act is immoral, and feeling
bad about doing a good act is immoral, but feeling good about doing a good act is moral.

The following example is oversimplified, but‘this hypothetical situation produces four polar out-
comes.

Example: Assume that a married man is walking down the street. An attractive woman stops
him, talks for a few minutes, and blatantly asks him to go home with her.

1. If he were to admit that he is married, bids her good day, and is later genuinely pleased that he
dismissed her, then his actions were ethical and his feelings are moral. His disposition for this
situation is EM (Ethical Moral).

2. If he were to admit that he is married, bids her good day, and is later pained that he did not go
home with her, then his actions were ethical and his feelings are immoral. His disposition for
this situation is EI (Ethical Immoral).

3. If he were to go home with her, pretend he is not married, and later wishes he had been
faithful to his wife and not gone home with this strange and attractive woman, then his actions
were unethical and his feelings are moral. His disposition for this situation is UM (Unethical
Moral).

4. If he were to go home with her, pretend he is not married, and later he is very pleased that he
went home with her, then his actions were unethical and his feelings are immoral. His dispo-
sition for this situation is UI (Unethical Immoral).

1. The ethical system in this chapter consists of matetial adapted from Democritus of Abdera, Plato, and Aristotle.

2. The moral system in this chapter consists of material adapted Aristotle’s “Nicomachean Ethics.”
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Obviously, many more ethical-moral positions are possible. The previous example considers only
one situation and is not a generalization for a character over their lifetime. Dispositions in the FAT.A.L.
role-playing game are generalizations for a character’s actions and thoughts as affected by their metaphysi-
cal beliefs over their lifetime. Itis very rare, if not impossible, for anyone’s disposition to never stray from
their dominant disposition. To a certain extent, disposition is situationally dependent. Nonetheless, every
character has a disposition. Overall, a character’s ethical and moral views create bounds for their actions
and affect how a character feels about their actions.

- EEE Neutral [ Unethical
Knights
Moral Militiamen Rangers
IS\/Iages gunilgns Berserkers
Neutral S';g:: ruds Mercenaries
Soldiers Pick Pockets
Assassins Kobolds Anakim
Bounty Hunters | Whores Ogtes
Immoral| Bugbears Sorcerers
Thugs
Trolls

Piety Points

Before disposition can be determined, each player must determine the Piety Points (PP) of their
character. Characters vary in devotion to their deity, religion, or philosophy. PP are an abstract represen-
tation of the devotion of a character. PP areimportant to priests (see Chap. 7: Occupations). Priests need
to keep track of their PP more than any other obcupation, since priestly privileges may appear and disap-
pear as a result of the PP of a priest.

For each character, roll percentile dice to determine PP. PP can never increase above 100 or fall
below 1. Before recording the PP on a character sheet, consider the following modifiers:

Piety Point Modifiers
Modifier Chance Adjustment

Age 75% Divide Current Age by Maximum Age and multiply by 4 (elves are unaffected)
Atonement Process see Grimoirium Genitoris
Bodily Attractiveness 25% Multiply the Skill Modifier by -1 and apply the result as the adjustment
Culture: 50%

Anakim NA

Bugbear + 1

Dwarf NA

EIf NA

Human NA

Kobold + 2

Ogre - 100

Troll NA
Drive 75% Skill Modifier
Facial Charisma 25% Multiply the Skill Modifier by -1 and apply the result as the adjustment
Health 75% Multiply the Skill Modifier by -1 and apply the result as the adjustment
Near-death experience 75% +/- 1d8*

w/white light 90% +/-1d20*
Negative event 10% +/- 1d4**
Tenets see Grimoirium Genitoris
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A near-death experience occurs when a char-
acter is reduced to 10% or less of their po-
tential Life Points against their will. If an
adjustment is to be made, there is a 40%
chance that it decreases PP, otherwise it raises
PP. However, 75% of those who have a
near-death experience do not see a white
light while unconscious. Those who see
white light have a higher chance of gaining
PP. White light in a near-death experience
never decreases PP.

ok A negative event is best determined by the
MM. Examples of negative events in the
life of an average character may be person-
ally experiencing the death of a loved one,
being forced into slavery for years, when a
spouse commits adultery against the char-
acter, etc.
Piety
PP Example
1-5 | Believes that gods do not exist
6-15 | Believes in their god, but does not care
16-30 | Has worshipped before
31-70 | Worships intermittently, but may attend regulatly
71-85 | Worships regulatly
86-95 | Worships fluently
96-100 | Worships fanatically, willing to die for god

Artwork Here

Determining Disposition

Each character must have a disposition.
Upon character creation, percentile dice must be
rolled twice: once for ethicality and once for moral-
ity. Apply racial modifiers from Chapter 2: Gender
and Race. The results are recorded on a character
sheet. These results can never be less than 1 or
greater than 100. Consult the table below to inter-
pret the results and determine a character’s disposi-

tion:

Roll Ethicality Morality
01-06 Unethical Immoral
06-15 | Unethical w/Neutral | Immoral w/Neutral
16-30 | Neutral w/Unethical | Neutral w/Immoral
31-70 Neutral Neutral
71-85 | Neutral w/Ethical Neutral w/Moral
86-95 | Ethical w/Neutral Moral w/Neutral

96-100 Ethical Moral

For example, a roll of 20 for ethicality and
11 for morality produces a disposition referred to
as NI w/UI tendencies (Neutral Immoral with strong

~Unethical Immoral tendencies). A character’s ac-

tions and thoughts must reflect the disposition de-
termined above the majority of the time. Disposi-
tion is an important element of a character, since it
may prevent a character from certain occupations

(se¢ Chap. 7: Occupations).

Alternative Method: Rolling Disposition

If a player expresses significant discontent,
and should the MM agree, the MM may allow the
player to reroll either the ethical or moral dimen-
sion of the disposition of their character. Each reroll
results in the acquisition of one randomly deter-
mined allergy (see Chap. 3: Body), whether the player
is satisfied with the result or not.

Otherwise, a Disposition Test exists. If the
MM concurs, the player may opt to use the results
of the Disposition Test as the disposition of their
character.
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Disposition, General
Below are the nine general dispositions. If
a player deems that their character will have diffi-
culty and that these are too vague, specific disposi-
tions follow. First, understand the general disposi-
tions below:

EM (Ethical Moral): Those with strong
ethical and moral views may be typified as a chivalric
knight intent on imposing their version of morality
on others in attempts to maintain actions consis-
tent with their beliefs. This disposition is very diffi-
cult to maintain. Ethics and morals often conflict
with each other depending on the situation. By habit
of resolving such conflicts, one or the other tends
to become favored, which imbalances this disposi-
tion for most characters. Many more desire to be,
or prefer to consider themselves, EM, when in real-
ity attaining it can be an elusive, tedious, and a life-
long goal.

EN (Ethical Neutral): Characters con-

cerned with consistent actions, regardless of how-

they feel are EN by nature. EN characters tend to
put aside their feelings, often shunning emotions as
problematic. The best example of EN is a judge,
since they are concerned with the law, its technicali-
ties, and how it may be best adhered to, not the
moral feelings of the people. Some claim this to be
a position of objectivity.

El (Ethical Immoral): Barristers are clearly
the best examples of EI; they are not concerned
with objectivity and the law, so much as how it may
be twisted to their advantage, or pushing it to the
breaking point. The client, and finally their reputa-
tion and winning record, is more important than
they or it should be. Devils that get characters to
sign away their souls are El by nature. Very few
characters are predominantly EIL

NM (Neutral Moral): Those who are un-
concerned with actions or the law, but seck feeling
pleased about moral issues tend to adopt a position
focusing on the greatest good or utilitarianism.
Those who pursue the greatest good for the great-
est number, and therefore favor the majority of
people regarding goodness as they interpret it, are
NM.

NN (Neutral Neutral): Without contest,
this is the most common disposition. Characters
with this disposition tend to have one of three sepa-
rate reasons. First, some simply have inconsistent
ethical behavior and moral feelings, such that some-
times they are one extreme while in other situations
they are the opposite. Therefore, NN is the best
classification for this type of character. Second,
some are well aware of the metaphysical extremes
and tenets, disagree with all of them, and they con-
sciously seek a balance, considering balance the
healthiest and the best. Those with this philosophi-
cal position call themselves ethical and moral sub-
jectivists. Finally, some argue that ethics and moral-
ity are man-made constructs, that neither exists in
nature, and that we simply use the terms as is con-
venient, though they lack any logical support. There-
fore, these characters are best classified as NN and
consider themselves to be ethical and moral nihil-
ists.

NI (Neutral Immoral): Characters with a
dominant NI disposition care little about their ac-
tions and simply want to gratify themselves and feel
pleased, though this pleasure is often derived at the
expense of others. Since they do not care about
the implications of their actions, they often harm
others and may take pleasure in it. Do not be con-
fused, NI characters do not prefer unethical behav-
ior, they simply do not care if it is necessary in or-
der to achieve their pleasing feelings. These charac-
ters do not support or oppose ethical codes or is-
sues, they simply do not care as long as they feel
satisfied.

UM (Unethical Moral): These characters
dislike ethical and orderly behavior, viewing it as a
largely inhibiting factor to morality as they under-
stand it. Those with UM dispositions are frequently
at odds with law in most societies, but claim that
their heart is in the right place. Someone robbing
the rich to feed the poor is a good example of UM.

UN (Unethical Neutral): Perhaps the most
unpredictable of all dispositions, these characters
actively dislike ethical and orderly behavior, and pat-
terns of all sorts. As a matter of fact, since they are
indifferent to the drive to be pleased with moral or
immoral feelings, their thoughts and actions seem
chaotic and random to those around them.
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Ul (Unethical Immoral): Characters who are unethical and immoral actively dislike organization
and orderly behavior and feel pleasure upon committing behavior opposed by society or the majority.
These characters are often considered by others to be dangerous, even to their own kind, and hunger only

for power.

- Ethical E w/N N w/E | Neutral | N w/U U w/N | Unethical
Moral EM EM w/NM | NM w/EM NM NM w/UM | UM w/NM UM
MWwW/N  EMw/EN | EMw/NN | NM w/EN | NM w/NN | NM w/UN | UM w/NN | UM w/UN
N w/M ENw/EM | ENw/NM | NN w/EM | NN w/NM | NN w/UM | UN w/NM | UN w/UM
Neutral EN EN w/NN | NN w/EN NN NN w/UN | UN w/NN UN
N w/1 ENw/EIl | ENw/NI | NNw/EI | NNw/NI | NNw/UI | UNw/NI | UNw/UI
I w/N Elw/EN | EIw/NN | NIw/EN | NIw/NN | NIw/UN | Ulw/NN | UIw/UN
Immoral EI EI w/NI NI w/EI NI NI w/UI UI w/NI Ul

Dispaosition, Specific

No player is required to choose a specific disposition, especially if a general disposition better suits
their character. However, sometimes detail provides a ticher role-playing experience. Potentially, the
more information available, the better the quality of decisions. The way to read the following notation is
that a dominant general disposition is claimed, but'most metaphysical divergences from this gravitate
toward one different general disposition. For example, EM w/EN should be understood as Ethical Moral
with strong tendencies toward Ethical Neutral. When cross-tabulated, forty specific dispositions emerge.
They are listed below:

EM W/EN: Predominantly, these characters have impeccable ethical behavior and strong moral
views. However, when forced to choose between ethics and morality, they usually choose ethics. The
consistency of their behavior is often very important. While they prefer both ethics and morals, these
characters may realize that morality may interfere with objectivity more than ethics. A chivalric knight
who occasionally disagrees internally with their ethical code, yet continues to abide by it, is an example of
EM w/EN.

EM w/NM: These characters value both ethics and morals, though occasionally a preference for
the greater good supercedes ethical codes. A knight who occasionally breaks their ethical code to do what
they feel they know internally to be right and moral is an example of EM w/NM.

EM wW/NN: These characters believe that ethics and morals are the ideal, but from time to time
both must be ignored to do things propetly or to continue functioning in such a way. These characters are
often called hypocrites. For example, a knight may occasionally visit a bordello.

EN w/EM: Holding objectivity and consistency above all other things, these characters often
have preferences for morality, when it does not conflict. A stern judge with a good heart may be an
example of EN w/EM.
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EN w/NM: While these characters believe
that objectivity and consistency reign supreme on a
daily basis, occasions do arise when the greater good
is more important. A judge that vehemently op-
poses legislation for concentration camps or war-
fare, nearly to the point of losing their professional
position, is an example of EN w/NM.

EN w/NN: Thoroughly indifferent to mo-
rality and usually emotions, these characters chase
objectivity and consistency, except on occasion when
the system or the ethical code functions better overall
if an occasional inconsistency occurs. A judge that
habitually flips a coin on tough decisions may be an
example of EN w/NN.

EN w/NI: Overall, objectivity and consis-
tency are important to these characters, though oc-
casionally the appearance of this importance is
handy, because the self may be served while seem-
ing to be thoroughly ethical. A militiaman that is
generally respected, but habitually pockets the money
or a portion recovered from thieves, is an example
of EN w/NL

EN w/EI: Holding objectivity and consist-

tency above all other things, these characters often
have preferences for immorality, when it dogs rot
conflict. A respected judge that will “throw the
book™ at those disliked is an example of EN w/EL

El W/EN: These characters typically twist
ethics and laws to their advantage, but occasionally
they are compelled to be thoroughly objective. A
barrister who has been known to turn away clients,
refusing to defend them because they think the law
should give them what they deserve, is an example
of EI w/EN.

El W/NN: These characters twist ethics to
their advantage on a daily basis, but in rare circum-
stances are willing even to betray ethics for some-
thing they inwardly feel is more important. Barris-
ters who lose their jobs because on rare occasion
they are willing to break the law for something they
internally deem needs to be done are examples of
EI w/NN.

El W/NI: These characters often take ad-
vantage of ethics and morals, of laws and others in
order to satisfy themselves. A barrister who defends
a client equally, regardless of whether the client is
innocent or guilty, and then afterwards, violates the
trust of their client by financially taking advantage
of them as well is an example of EI w/NIL.

NM w/EM: Different from simply sup-
porting the greatest good for the greatest number,
characters with this disposition often support eth-
ics, provided the ethics don’t conflict with morals.
These characters want to be true to themselves and
have consistent behavior, but if a contradiction
emerges from this, their own sense of right and
wrong is more important than any ethical code.

NM w/EN: Seeming self-contradictory and
often called hypocrites, these characters hold strong
views, usually in favor of morality, regardless of eth-
ics, though depending on the topic or circumstance,
sometimes in favor of ethics regardless of morality.
Most characters don’t understand these seemingly
sudden shifts and wish these characters would just
choose one or the other and stick to it.

NM w/NN: Though these characters usu-
ally favor the concept of a universal good and seek
to/be internally moral, occasionally and for what-
evet reason, they stray from morality.

NM w/UN: Though these characters usu-
ally favor the concept of a universal good and seek
to be internally moral, occasionally and for what-
ever reason, they find solace in random and unethi-
cal actions with no regard for morality.

NM w/UM: Always in pursuit of morality
and the greatest good, these characters will stray
toward unethical behavior to achieve it on occasion
if necessary.

NN w/EM: Predominantly, these chatrac-
ters live in an ethical and moral balance. On occa-
sion and for whatever reason, these characters seek
morality and attempt to follow and support strict
ethical codes.

NN wW/EN: Predominantly, these charac-
ters live in an ethical and moral balance. On occa-
sion and for whatever reason, these characters rec-
ognize the value of objectivity and consistency in
their actions.
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NN w/EI: Predominantly, these characters
live in an ethical and moral balance. On occasion
and for whatever reason, these characters oppose
morality, but enjoy doing so by using ethics to their
advantage and being consistent and objective about
their immorality.

NN w/NM: Predominantly, these charac-
ters live in an ethical and moral balance. On occa-
sion and for whatever reason, these characters seek
morality and the greater good.

NN w/NI: Predominantly, these characters
live in an ethical and moral balance. On occasion
and for whatever reason, these characters oppose
morality and indulge themselves, seeking to satisfy
their desires and needs.

NN w/UM: Predominantly, these charac-
ters live in an ethical and moral balance. On occa-
sion and for whatever reason, these characters seek
morality and enjoy breaking ethical rules and norms.

NN w/UN: Predominantly, these charac-
ters live in an ethical and moral balance. On occa-
sion and for whatever reason, these characters seek
randomness without regard for morals.

NN w/Ul: Predominantly, these characters
live in an ethical and moral balance. On occasion
and for whatever reason, these characters oppose
both ethics and morals, committing random and €vil
deeds.

NI wW/EI: These characters find that pleas-
ing oneself is accomplished in opposition to moral-
ity. Either for evil kicks or in order to hide their evil
from others, these characters act more ethically than
most.

NI wW/EN: These characters find that pleas-
ing oneself is accomplished in opposition to moral-
ity. On occasion, instead of pleasing themselves,
these characters value objectivity and consistency of
action.

NIwW/NN: These characters find that pleas-
ing oneself is accomplished in opposition to moral-
ity. On occasion, they seek balance in things and
are more moral than usual.

NI wW/UN: These characters find that pleas-
ing oneself is accomplished in opposition to moral-

ity.

NI w/Ul: These characters find that pleas-
ing oneself is accomplished in opposition to moral-
ity.

UM w/NM: Opposing ethics and pursu-
ing morality are often incompatible. When a choice
must be made, these characters choose to be moral.

UM w/NN: While these characters genet-
ally oppose ethics and pursue morals, occasionally
they seek balance in all things; put another way, oc-
casionally these characters behave moderately ethi-
cally and are less moral.

UM w/UN: While these characters genet-
ally oppose ethics and pursue morals, their enjoy-
ment of shunning ethics can be overwhelming, of-
ten causing them to perform random actions.

UN w/UM: While these characters genet-
ally perform random and unethical actions without
regard for morality, occasionally they are motivated
to be moral.

UN w/NM: While these characters genet-
ally perform random and unethical actions without
regard for morality, occasionally they are motivated

- to_be moral and moderately ethical.

UN w/NN: While these characters genet-
ally perform random and unethical actions without
regard for morality, occasionally they are motivated
to be moderately ethical and moral.

UN w/NI: While these characters genet-
ally perform random and unethical actions without
regard for morality, occasionally they are motivated
to be immoral, satisfying themselves in evil ways
though somewhat ethically.

UN w/Ul: While these characters genet-
ally perform random and unethical actions without
regard for morality, occasionally they are motivated
to also oppose morality, committing random and
evil acts.

Ul w/NI: Opposing ethics and morals is
what these characters do proudly, though occasion-
ally they will act moderately ethical in order to sat-
isty themselves.

Ul w/NN: Opposing ethics and morals is
what these characters do proudly, though occasion-
ally they will act moderately ethical and moral, seek-
ing balance.
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Ul w/UN: Opposing ethics and morals is what these characters do proudly, though occasionally
they will act moderately moral. No matter what, they always oppose ethics.

Changing Disposition

Generally, dispositions are established in youth and do not change over the course of a character’s
life. However, exceptions such as traumatic events, philosophical studies, or magic may alter a character’s
disposition.

In the case of an altered or abandoned disposition, the character’s adventuring career is disrupted
as they must adjust to their new perspective of the world. Adjustments of this sort require (3 + d4)
months. During this period, the character only acquires 50% of the number of Advancement Points that
they would normally. If a character reverts to an old disposition, no period of adjustment is required since
they are already familiar with the outlook.

Dispositions by Proportion
Many mistakenly believe that each disposition occurs with the same frequency in the population;
clearly, from the pie charts below, this is not the case. These proportions represent both the human
population and all humanoid populations considered at once. Considered separately, bugbears may tend
to be more EI, kobolds mote Ul etc.

Table 5-3: Disposition by Proportion

O Ethical Moral

[ Ethical Neutral
O Ethical Immoral
1 Neutral Moral

W Neutral Neutral
O Neutral Immoral
| Unethical Moral

O Unethical Neutral

60%

W Unethical Immoral
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A System of Ethics/Morals

Ethics and morals will be debated forever,
especially between different cultures and species.
Nonetheless, one philosopher has articulated a sys-
tem of ethics and morals that is so common among
humanoid races, it is usually recognized as the de-
fault system. The system, outlined below, is derived
from logic and may be used for gaming purposes to
resolve ethical and moral disputes.

Ethical Rationale

1. Ethics refer to behavior, the degree of
behavioral consistency, and beliefs about be-
havior, as well as its relation to the self and
a character’s social and physical environment.

2. Ethics and ethical codes provide charac-
ters with reasons to approve or disapprove
of each other.

3. Ethics belong to one of five categories:
Intra-personal, Family, Community, State,

and Universe. These categories often differ’

sharply between individuals. For instance,
someone may be sharply ethical regatding
their family, but unethical regarding their
community.

4. Ethics are orthogonal to morals. Many
mistakenly assume that those who are ethi-
cal are also likely to be moral, or vice versa,
but it is equally likely that someone is ethical
and immoral, or unethical and moral.

Intra-personal refers directly to the self and
no others. Characters make self-evaluations by com-
paring themselves with objective standards. When
no such standard exists, characters seek compari-
sons with similar others; so, this intra-personal con-
struct cannot be absolutely exclusive from other
selves.

Conformity: The character high in conformity
tends to consider groups more important
than individuals, or at least succumb to their
norms. As such, the character is likely to
avoid dressing or talking differently, deviat-
ing from customs, etc.

Individuality: Individuality means here that the
character values individuals over groups, or
at least what distinguishes themselves from
others. Characters who are high in individu-
ality tend to dress differently, enjoy custom-
izing expressions, and see themselves as dif-
ferent than others.

Patterned: Categorically, patterned suggests that

s a character prefers to seek patterns in things
as ameans to understanding, Patterned char-
acters also tend to carefully weigh decisions
instead of utilizing randomness.

Randomness: Randomness suggests a lack of a
definite aim, direction, rule, or method with
no specific goal or purpose. Characters high
in randomness prefer to make decisions by
the flip of a coin or pure chance.

Ethicality
Dimension Ethical Unethical
Intra-personal Conformity Individuality
Patterned Randomness
Family Loyalty Betrayal
Distinction Ambiguity
Community Interdependenc Independence
Lawfulness Criminality
State Bureaucracy Anarchy
Patriotism Treacherousness
Universe Necessity Chance
Meaningfulness | Meaninglessness

Artwork Here
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Family refers here to the self of the char-

acter and how it relates to family situations by atti-
tudes and beliefs.

Loyalty: If high in family loyalty, a character is de-
voted to their family.

Betrayal: Characters who exhibit betrayal are likely
to cheat on their spouse and bad-mouth their
family when not in their presence. Gener-
ally, these characters are either disgruntled
with their families or taking them for
granted, not valuing them.

Distinction: Characters high in distinction prefer
to recognize a distinction between family and
non-family, usually feeling repulsed at the im-
plications of familial ambiguity (see below).

Ambiguity: To be societally unaware of a charac-
ter’s own family and to not draw distinctions
thereof, is to possess ambiguity in the sense
it is used here. Of course, breeding with
the immediate family is still disapproved
within this framework, but interplay between

cousins is approved. Moreover, it is held "

that that familial ambiguity and uncertainty
will minimize bias, placing more emphasis
on the society and its problems.

Community refers to the self of the char-
acter and how it relates to the greater community
by attitudes and beliefs.

Interdependence: when
characters enjoy the mutual dependence be-

Interdependence is

tween themselves and their community, usu-
ally valuing social contact and participating
in public events.

Independence: Here, exhibiting independence in
a character’s community means that the char-
acter prefers to avoid the community, mini-
mizing interaction when possible, and thus
being independent of it. Characters who
are high in independence are likely to avoid
socializing, value the privacy of their home
and/or distance themselves from others by
living rurally, etc.

Lawfulness: Regarding a character’s community,
a lawful character is one who obeys laws,
though this obedience may be the result of
respect or fear of punishment.

Criminality: Characters who have criminality do

not respect the local laws, feeling as though
they are an imposition or a hindrance. These
characters are likely to disregard established
laws.

Artwork Here
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State refers to the self of the character and
how it relates to the greater community by attitudes
and beliefs. Examples of opposites of states along
this continuum would be bureaucracy (highly struc-
tured society) representing ethicality and anarchy
representing unethicality.

Bureaucracy: Along a continuum of the amount
of government, bureaucracy is the most
imposing, thorough, and cumbersome.
Characters favoring bureaucracy prefer to be
governed by a structure of abundance,
which, while it may adapt and move slowly,
results in a highly structured society with
classes, rank, hierarchy, and organization.

Anarchy: The opposite of bureaucracy, anarchy
is a preference for a lack of government, an
abolishment of social distinctions.

Patriotism: Characters who are high in patrio-
tism prefer their state to others.

Treacherousness: The character high in treacher-
ousness prefers other states to their own,

disliking the government that presides ovet

them. However, more than just disliking,
treacherous characters are willing (and some-
times able) to act in accordance with their
preferences. Sometimes these acts are se-
vere enough to be considered treasonous.

Universe refers to the self of the character
and how it relates to everything in the understood
universe by attitudes and beliefs.

Necessity: The opposite of chance,
means here that all events are the results of

necessity

causes, that chance plays no part in bringing
about events. A character who is high in
necessity believes that when events seem the
result of chance, they are merely the result
of causes unknown to us, that chance does
not exist. This does not presuppose that all
events are planned or pre-destined, forced
to occur to fulfill a decreed purpose. In-
stead, necessity asserts simply that all events,
including mental events, are predetermined,
the result of infinitely long causal chains.

Chance: The opposite of necessity, a universal
view of chance indicates that events are not
merely the result of causal chains, predeter-
mined beyond our power. Instead, chance
emphasizes the power of choice, the free-
dom to take the universe in a new direction
with every chosen action. Sometimes, things
just happen.

Meanlngfulness A character who views the uni-
verse with meaningfulness asserts that there
is an objective reality. Resultant from this
objective reality, these characters tend to dis-
cover purpose in their lives or purpose to
the universe.

Meaninglessness: A meaningless view of the
universe results from the perceived subjec-
tivity of reality, the refusal to accept a singu-
lar objective reality. Characters with this view
tend to question reality and dismiss notions
of the universe progressing purposively.
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Moral Rationale 4.
All activities of characters aim at some good
(the end of military science is victory, of
medicine is health, of science is knowledge,
etc.).
While studying ethics and morality, we must
be content with broad, general outlines.
Outlines hold true, while specificity poses
problems. For example, truthfulness is clearly
moral. However, in a specific instance,
should truthfulness be practiced if it is
known that such practicing will incite a war
responsible for many undue deaths? No,
but aside from this specific instance, yes, it
should generally be practiced.
Everyone agrees the good for characters is
happiness, though no one agrees on its 5.
meaning, To some it is the pursuit of plea-
sure and the avoidance of pain, others
wealth, etc. These common thoughts, how-
ever, are not consistent; they vary with the
topic and its conditions. Further, all sug-
gestions prove to be means not endsdn
themselves, for a true end in itself offers = 6.
more finality. For example, wealth is not an
end in itself, but a means to other things.
Happiness, then, is an end not a means, afnd
is only truly experienced at the natural end
of a character’s uninterrupted life. There-
fore, we must live not for today, not for to-
morrow, but for tomorrow so that we are
content with or do not regret today. This is
conclusively the final and self-sufficient good
to which all of our charactet’s actions aim,
whether we are aware or not.

To achieve happiness, we must understand
that happiness in this sense is unique to sen-
tient beings, derived from abstract contem-
plative reasoning and Wisdom. Further, as
happiness is an end state, no one is born
with it, and arguably children are not
“happy,” though they possess this in poten-
tiality, because to be “happy,” we must be
satisfied with choices we’ve made based on
experiences, though children lack sufficient
experiences. Therefore, no character is born
moral, and we all may become moral or im-
moral depending on our choices. It is the
consistency of our choices that forms our
habits, our habits then forming our disposi-
tion.

Therefore, we must learn of morality and
immorality, and strive in our choices to ex-
ercise morals. Typically, if we practice a
moral and we experience pleasure in its prac-
tice, then we are being moral, while experi-
encing pain indicates our internal preference
for immorality.

Morals are all mathematically mean states
on their continua, while the extremes are all
immoral. One immorality is the deficiency
of the morality, the other exceeding it. For
example, absolute fear (cowardliness) is an
immorality deficient from courage, while
confidence (the polar opposite of fear) is
courage in excess. The extremes are op-
posed to both each other and the mean. Fur-
ther, one absolute extreme will be farther
from the mean than the other, this is the
greater immorality. In the above example,
absolute fear is the greater immorality, while
absolute confidence is the lesser immorality.
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7. Finally, to be moral three guidelines are
offered:

1. Always be wary of pleasure.

2. All things being equal and when you are
unsure, avoid the greater immoral-
ity.

3. Assess where you are on the continuum

(let’s say I believe I am closer to absolute

fear) and instead of simply aiming at the

proper mark (which is difficult enough), as

Chapter
Sl a carpenter straightens a warped board by
bending it beyond where he wants it for a
short duration, you should aim beyond the
mark for a while (so, then if I am closer to
fear then I should try to make decisions

slightly exceeding in confidence to temper

myself).
Morality
Deficiency Mean Excess
Fear Courage Confidence
(cowarélh.n.ess) (rashness) . Artwork Here
Insensibility Temperance Self-Indulgence
Meanness Liberality Prodigality
. . . Tastelessness
Niggardliness Magnificence .
and Vulgarity
Undue Humility Proper Pride Empty Vanity
Inirascibility Good-Temper Irascibility
Mock
Truthfulness Boastfulness
Modesty
Boorishness Ready-Wittedness Buffoonery
Quarrelsomeness . ) Obsequiousness
. Friendliness
and Surliness or Flattery
Shamelessness Modesty Bashfulness
) Righteous
Spite . . Envy
Indignation
Unambitiousness | Unnamed Balance| Ambitiousness
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Dimensions of Morality (mean):

Courage: A mean between fear and confi-
dence, the courageous character stands their ground
before awe-inspiring terrible things; though they
fear, they face things as they ought and as is appro-
priate. The character who faces and fears the right
things and from the right motive, in the right way
and at the right time, and who feels confidence un-
der the corresponding conditions is courageous. A
courageous character is keen in the moment of ac-
tion and quiet beforehand (while rash characters
wish for dangers beforehand but draw back while
they are in them.) Itis also thought to be the mark
of a courageous character to be undisturbed in sud-
den alarms than to be so in those that are foreseen;
for it must have proceeded more from a state of
disposition, because less from preparation; acts that
are foreseen may be chosen by calculation and rule,
but sudden actions must be in accordance with a
character’s disposition. Itis for facing what is pain-
ful, then, that characters are called courageous. Fur-
ther, if they take pleasure in facing what is painful

then they are expressing and practicing this moral..*

Following are five types commonly mistaken to be
courageous, though they are not: -
1. The courage of the citizen-soldier is
most
like true courage for it is due to morality,
but not if they are compelled by their rul-
ers or are encouraged by officers behind
them or fight in trenches (because trenches
physically discourage retreat.)

2. Experience with regard to particular facts
is also thought to be courage. In war, of
which those who have had the most com-
prehensive experience, they seem coura-
geous, because the others do not know the
nature of the facts.

3. Passion also is sometimes reckoned as
courage; those who act from passion, like
wild beasts rushing at those who have
wounded them, are thought to be brave,
because courageous characters also are pas-
sionate. Now courageous characters act for
honor’s sake, but passion aids them; while
wild beasts act under the influence of pain;
for they attack because they have been
wounded or because they are afraid. Chart-
acters, then, as well as beasts, suffer pain
when they are angry, and are pleased when
they exact their revenge; those who fight for
these reasons, however, are pugnacious but
not courageous; for they do not act for
honor’s sake, but from strength of feeling;
they have, however, something akin to cour-
age.

4. Nor are sanguine characters courageous. For
they are confident in danger because they
have conquered often and against many foes,
they think they are the strongest and can
suffer nothing. (Drunken people also be-
have in this way; they become sanguine.)
When their adventures do not succeed, how-
evet, they run away.

5.: Characters who are ignorant of danger
also appear courageous, and they are not far
removed from those of a sanguine tempera-
ment, but are inferior inasmuch as they have
no self-reliance while these have. Hence also
the sanguine hold their ground for a time;
but those who have been deceived about the
facts flee if they know or suspect that these
are different from what they supposed.
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Temperance: A mean between insensibil-
ity and self-indulgence or a mean regarding plea-
sures of taste and touch, or food, drink, and sexual
intercourse, which is the kind of pleasures in which
the other animals share. The temperate character is
not pained at the absence of what is pleasant and at
their abstinence from it. They neither enjoy the
things that the self-indulgent character enjoys most
— but rather dislike them — nor in general the things
that they should not, nor do they feel pain or crav-
ing when they are absent, or do so only to a moder-
ate degree, and not more than they should. The
exercise of appetite increases its innate force, and if
appetites are strong and violent they even expel the
power of calculation. Hence they should be mod-
erate and few.
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Liberality: The mean with regard to wealth;
but with regard to the giving and taking of wealth,
and especially in respect of giving. Now by ‘wealth’
we mean all the things whose value is measured by
money. Riches, therefore, will be used best by the
character who has this moral concerned with wealth;
and this is the liberal character. It is more the mark
of aliberal character to give to the right people than
to take from the right sources and not to take from
the wrong, And the liberal are almost the most loved
of all moral characters, since they are useful; and
this depends on their giving. The liberal character,
like other moral characters, will give for the sake of
the noble, and rightly; for they will give to the right
people, the right amounts, and at the right time, with
all the other qualifications that accompany right giv-
ing; and that too while experiencing pleasure or with-
out experiencing pain. But no more will the liberal
character take from the wrong sources; for such tak-
ing is not characteristic of the character who sets
no store by wealth. Nor will they be a ready asker;
for it is not characteristic of a character who con-

~ fers benefits to accept them lightly. Nor will they

neglect their own property, since they wish by means
of. this to help others. And they will refrain from
giving to anybody and everybody, that they may have
something to give to the right people at the right
time. Itis highly characteristic of the liberal charac-
ter to go to excess in giving, so that they leave too
little for themselves; for it is the nature of the lib-
There is
nothing to prevent the character who gives less from

eral character not to look to themselves.

being the more liberal character, if they have less to
give. Further, those are thought to be more liberal
who have not made their wealth but inherited it.
The liberal character does not value wealth for its
own sake but as a means to giving. Further, the
liberal character is easy to deal with in money mat-
ters; for they can be got the better of, since they set
no store by money, and are more annoyed if they
have not spent something that they ought than
pained if they have spent something that they ought
not.
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Magnificence: Like liberality, this also seems
to be a moral concerned with wealth; but it does
not, like liberality, extend to all the actions that are
concerned with wealth, but only to those that in-
volve expenditure; and in these it surpasses liberal-
ity in scale. For, as the name itself suggests, it is a
fitting expenditure involving largeness of scale. The
character who in small or middling things spends
according to the merits of the case is not called mag-
nificent (e.g. not the character who can say ‘many a
gift I gave the wanderer’), but only the character
who does so in great things. For the magnificent
character is liberal, but the liberal character is not
necessarily magnificent. The magnificent character
is like an artist; for they can see what is fitting and
spend large sums tastefully. And they will consider
how the result can be made most beautiful and most
becoming rather than for how much it can be pro-
duced and how it can be produced most cheaply.
Magnificence is an attribute of expenditures of the
kind which we call honorable, e.g. votive offerings,
buildings, and sacrifices, and all those that are proper:

objects of public-spirited ambition, as when char-~

acters think they ought to entertain the city in a bril-
liant way. Hence a poor character cannot be mag-
nificent, since they have not the means with which
to spend large sums fittingly; and those who try are
fools, since they spend beyond what can be expected
of them and what is proper, but it is the right ex-
penditure that is moral. Of private occasions of
expenditure the most suitable are those that take
place once and for all, e.g. a wedding or anything of
the kind, or anything that interests the whole city or
the people of position in it, and also the receiving
of foreign guests and the sending of them on their
way, and gifts and counter-gifts; for the magnificent
character spends not on themselves but on public
objects. A magnificent character will also furnish
their house suitably to their wealth (for even a house
is a sort of public ornament).

Proper Pride: Pride seems even from its
name to be concerned with great things. Now the
character is thought to be proud who thinks them-
selves worthy of great things, being worthy of them;
for they who do so beyond their deserts are fools.
The proud character, then, is an extreme in respect
of the greatness of their claims, but a mean in re-
spect to the rightness of them; for they claim what
is in accordance with their merits. Now the proud
character, since they deserve most, must be good in
the highest degree; for the better character always
deserves more, and the best character most. There-
fore the truly proud character must be moral. If we
consider point by point, we shall see the utter ab-
surdity of a proud character who is immoral. Pride,
then, seems to be a sort of crown of the morals;
for it makes them greater, and it is not found with-
out them. At honors that are great and conferred
by moral characters, the proud character will be mod-
erately pleased, thinking that they are coming by their
own or even less than their own. Honor from ca-
sual characters and on trifling grounds they will ut-
terly despise, since it is not this that they deserve,
and dishonor too, since in their case it cannot be
just- Not even toward honor (the greatest of the
external goods) does the proud character bear them-
selves as if it were a very great thing. And for them
to - whom even honor is a little thing the others must
be so too. Hence proud characters are thought to
be disdainful. The goods of fortune also are thought
to contribute toward pride. For characters who are
wellborn are thought worthy of honor; and so are
those who enjoy power or wealth; for they are in a
superior position and everything that has a superi-
ority in something good is held in greater honor.
Disdainful and insolent, however, even those who
have such goods become. Thinking themselves su-
perior to others, they despise others and themselves
do what they please. For the proud character de-
spises justly (since they think truly), but the many,
the masses, do so at random. The proud character
does not run into trifling dangers, nor are they fond
of danger, because they honor few things; but they
will face great dangers, and when they are in danger
they are unsparing of their life, knowing that there
are conditions on which life is not worth having,
And they are the sort of character to confer ben-
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efits, but they are ashamed of receiving them; for
the one is the mark of a superior, the other of an
inferior. And they are apt to confer greater benefits
in return; for thus the original benefactor besides
being paid will incur a debt to him, and will be the
gainer by the transaction. They seem also to re-
member any service they have done, but not those
they have received (for one who receives a service is
inferior to one who has done it, but the proud char-
acter wishes to be superior), and to hear of the
former with pleasure, of the latter with displeasure.
It is the mark of a proud character also to ask for
nothing or scarcely anything, but to give help readily,
and to be dignified toward characters who enjoy high
position and good fortune, but unassuming toward
those of the middle class; for it is a difficult and
lofty thing to be superior to the former, but easy to
be so to the latter, and a lofty bearing over the former
is no mark of ill-breeding, but among humble char-
acters it is as vulgar as a display of strength against
the weak. The proud character will hold back ex-
cept where great honor or a great work is at stake;

and to be a person of few deeds, but of great and-

notable ones. They must also be open in theirhate
and in their love (for to conceal one’s feelings, i.¢. to
care less for truth than for what people will think, is
a coward’s part), and must speak and act openly; for
they are free of speech because they are contemp-
tuous, and they are given to telling the truth, except
when they speak in irony to the vulgar. They must
be unable to make their life revolve around another,
unless it is a friend. For this reason all flatterers are
servile and characters lacking in self-respect are flat-
terers. Nor are they given to admiration; for noth-
ing to them is great. Nor are they mindful of wrongs;
for it is not the part of a proud character to have a
long memory, especially for wrongs, but rather to
overlook them. Nor are they a gossip; for they will
speak neither about themselves nor about another,
since they care not to be praised nor for others to
be blamed; nor again are they given to praise; and
for the same reason they are not an evil-speaker,
even about their enemies, except from haughtiness.
With regard to necessary or small matters they are
least of all characers given to lamentation or the
asking of favors. They are one who will possess
beautiful and profitless things rather than profitable

and useful ones; for this is more proper to a charac-
ter that suffices to itself. Further, a slow step is
thought proper to the proud man, a deep voice, and
a level utterance; for the man who takes few things
seriously is not likely to be hurried, nor the man
who thinks nothing great to be excited, while a shrill
voice and a rapid gait are the results of hurry and
excitement.

Artwork Here

108



Good Temper: The mean with respect to
anger, this is the character who is angry at the right
things and with the right people, and, further, as
they ought, when they ought, and as long as they
ought; they are praised. For the good-tempered
character tends to be unperturbed and not to be led
by passion, but to be angry in the manner, at the
things, and for the length of time that the rule dic-
tates; but they are thought to err rather in the direc-
tion of deficiency; for the good-tempered characer
is not revengeful, but rather tends to make allow-
ances. It is not easy to judge what is appropriate to
each instance; sometimes we praise those who ex-
hibit the deficiency, and call them good-tempered,
and sometimes we call angry characters manly.

Truthfulness: Of those who pursue truth
and falsehood alike in words and deeds and in the
claims they put forward, the character who observes
the mean is one who calls a thing by its own name,
being truthful both in life and in word, owning to
what they have, and neither more nor less. For each
character speaks and acts and lives in accordance

with their disposition, if they are not acting for some "

ulterior object. And falsehood is in itself mean and
culpable. The character who in the matters in which
nothing is at stake is true both in word and in life
because their disposition is such. For the character
who loves truth, and is truthful where nothing is at
stake, will still be more truthful where something is
at stake; they will avoid falsehood as something base,
seeing that they avoided it even for its own sake;
and such a character is worthy of praise. They in-
cline rather to understate the truth; for this seems
better in taste because exaggerations are wearisome.

Ready-wittedness: The kind of characters
one is speaking or listening to will also make a dif-
ference in life. Those who joke in a tasteful way are
called ready-witted, which implies a sort of readi-
ness to turn this way and that. To this middle state
also belongs tact; it is the mark of a tactful character
to say and listen to such things as befit a moral and
well-bred character; for there are some things that
it befits a character to say and to hear by way of jest,
and the well-bred character’s jesting differs from that
of a vulgar character, and the joking of an educated
character from that of an uneducated. The kind of
jokes they will listen to will be the same; for the kind
they can put up with are also the kind they seem to
make. There are, then, jokes they will not make; for
the jest is a sort of abuse, and there are things that
lawgivers forbid us to abuse. The refined and well-
bred character, therefore, will be as we have de-
scribed, being as it were a law to themselves.

Friendliness: This moral, this middle state
between (obsequiousness and flattery) and (quarrel-
someness, surliness, and contentiousness), has been
known as laudable — a character who will put up
with, and will resent, the right things and in the right
way; but no name has been assigned to it, though it
most resembles friendship. For the character who
cortesponds to this middle state is very much what,
with affection added, we call a good friend. But the
state in question differs from friendship in that it
implies no passion or affection for one’s associates.
For they will behave so alike toward those they know
and those they do not know, toward intimates and
those who are not so, except that in each of these
cases they will behave as is befitting. For, wherever
it is not honorable, or is harmful, for them to con-
tribute pleasure, they will refuse, and will choose
rather to give pain. For the sake of a great future
pleasure, too, they will inflict small pains.

IDEM VELLE ATQUE IDEM NOLLE,
EA DEMUM FIRMA AMICITIA EST.

Desiring the same things and disliking the same things,
that is what true friendship is.

109

Chapter 4
ispositon



Chapter
Drisposition

Modesty: Shame is defined as a kind of fear
of dishonor and produces an effect similar to that
produced by fear of danger; for characters who feel
disgraced blush, and those who fear death turn pale.
Both, therefore, seem to be in a sense bodily condi-
tions, which is thought to be characteristic of feel-
ing rather than of disposition. The feeling is not
becoming to every age, but only to youth. For we
think young characters should be prone to the feel-
ing of shame because they live by feeling and there-
fore commit many errors, but are restrained by
shame; and we praise young characters who are
prone to this feeling, but an older character no one
would praise for being prone to the sense of dis-
grace, since we think they should not do anything
that need cause this sense.

Righteous Indignation: The mean be-
tween spite and envy, righteous indignation is an
It is
being distressed at the evidence of unworthy suc-
cess. And generally, those who think themselves
deserving of things that do not believe others de-

emotion characteristic of a moral character.

serve are prone to indignation. Thus, the servile,
the worthless, and the unambitious are not given to
indignation, for there is nothing of which they re-
gard themselves as worthy.

Unnamed Balance of Ambitiousness:
This moral is related to pride by way of honor as
liberality is to magnificence, i.e. the balanced char-
acter here is not on a grand scale, but with middling
and unimportant things.
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Dimensions of Immorality (deficiency): (GE =
greater evil)

Fear (courage) (GE): One who exceeds in
fearlessness would be a sort of madman or insen-
sible character if they feared nothing. The charac-
ter who exceeds in fear is a coward. They also lack
in confidence; the coward, then, is a despairing sort
of character; for they fear everything, To die to
escape from poverty or love or anything painful is
not the mark of a courageous character, but rather
of a coward.

Insensibility (temperance): Characters
who fall short with regard to pleasures and delight
in them less than they should are hardly found; for
such insensibility is not human. If there is anyone
who finds nothing pleasant and nothing more at-
tractive than anything else, they must be something
quite different from a human.

Meanness (liberality) (GE): Those who
care more than they ought for wealth have mean-
ness. One who is not liberal and gives and experi-
ences pain from that act of giving; for they would

prefer the wealth to the noble act. Meanness falls*

short in giving and exceeds in taking, except in small
things. But meanness is both incurable (for old age
and every disability is thought to make meanichar-
acters) and more innate in characters than prodigal-
ity; for most characters are fonder of getting money
than of giving. It also extends widely and is multi-
form, since there seem to be many kinds of mean-
ness. It is not found complete in all characters but
is sometimes divided; some people go to excess in
taking, others fall short in giving. Those who are
called by such names as ‘miserly’, ‘close’, ‘stingy’, all
fall short in giving, but do not covet the possessions
of others nor wish to get them. Others again ex-
ceed in respect of taking by taking anything and from
any source (those who ply sordid trades, pimps and
all such characters, and those who lend small sums
and at high rates). For all of these take more than
they ought and from wrong sources. What is com-
mon to them is evidently sordid love of gain. (Des-
pots when they sack cities and spoil temples, we do
not call them mean but rather wicked, impious, and
unjust.) But the gamester and the bandit belong to
the class of the mean.

Niggardliness (magnificence) (GE): The
niggardly character, regarding great expenditures, is
less concerned with beauty, but more concerned with
how much it can be produced for and how it can be
produced most cheaply. The niggardly character falls
short in everything in magnificence, and after spend-
ing the greatest sums of money will spoil the beauty
of the result for a trifle, and whatever they are do-
ing they will hesitate and consider how they may
spend least, and lament even that, and think they
are doing everything on a bigger scale than they
ought.

Undue Humility (proper pride or honor)
(GE): The character who thinks themselves worthy
of less than they are really worthy are unduly humble.
The unduly humble character falls short both in
comparison with their own merits and in compari-
son with the proud character’s claims. For the un-
duly humble character, being worthy of good things,
robs themselves of what they deserve, and seems to
have something bad about them from the fact that
they do not think themselves worthy of good things,
and seems also not to know themselves. Yet such
characters are not thought to be fools, but rather
unduly retiring. Such a reputation, however, seems
actually to make them worse; for each class of people
aims at what corresponds to its worth, and these
people stand back even from noble actions and un-
dertakings, deeming themselves unworthy, and from
external goods no less. Undue humility is more op-
posed to pride than is vanity; for it is both com-
moner and worse.

Inirascibility (anger): Those who are not
angry at the things they should be angry at are
thought to be fools, for such a character is thought
not to feel things nor to be pained by them, and,
since they do not get angry, they are thought un-
likely to defend themselves; and to endure being in-
sulted and put up with insult to one’s friends is slav-
ish.

111

Chapter 4
ispositon



Chapter
Drisposition

Mock Modesty (truthfulness in social in-
tercourse): Of those who pursue truth or false-
hood alike in words and deeds and in the claims
they put forward, the mock modest character dis-
claims what they have or belittle it. Those who un-
derstate things seem more attractive (compared to
boasters); for they are thought to speak not for gain
but to avoid parade; and here too it is qualities which
bring reputation that they disclaim. Characters who
disclaim trifling and obvious qualities are called hum-
bugs and are more contemptible and sometimes this
seems to be boastfulness.

Boorishness (pleasantness in the giving
of amusement in social intercourse): Characters
who can neither make a joke themselves nor put up
with those who do are thought to be boorish and
unpolished. The boor is useless for such social in-
tercourse; for they contribute nothing and find fault
with everything. Relaxation and amusement are
thought to be a necessary element in life.

Quarrelsomeness and Surliness (pleas-
antness exhibited in life in general in social in-
tercourse): In social life and the interchange of
words and deeds, a character who opposes every-
thing and cares not a whit about giving pain is called
churlish and contentious.

Shamelessness (shame) (GE): Stemming
from not admiring or despising others, shameless-
ness is a lack of feeling a sort of pain and agitation
concerning the class of immoralities, whether past,
present, or future. For example, it may be charac-
terized as providing services of the body or engag-
ing in shameful actions, of which physically violat-
ing others is one.

Spite (righteous indignation): The spite-
ful character is an impediment to another’s wishes,
not to get anything themselves but so that the other
does not. Since, then, there is no gain for them-
selves, they belittle the other.

Unambitiousness (unnamed balance):
We blame the unambitious character as not willing
to be honored even for noble reasons.
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Dimensions of Evil (excess):

Confidence (courage): The character who
exceeds in confidence about what is terrible is rash.
The rash character, however, is also thought to be
boastful and only a pretender to courage; at all events
as the courageous character is with regard to what is
terrible, so the rash character wishes to appear; and
so they imitate them in situations where they can.
Rash characters are precipitate, and wish for dan-
gers beforehand but draw back when they are in
them (while brave characters are keen in the mo-
ment of action, but quiet beforehand.) Sanguine
characters, for example, are confident in danger only
because they have conquered often and against many
foes, thinking they are strongest and can suffer noth-
ing. Yet they closely resemble courageous charac-
ters, because both are confident. (Drunken charac-
ters also behave in this way; they become sanguine.)

Self-Indulgence (temperance) (GE): To
exceed in pleasures of taste and touch, to delight in
such things, then, and to love them above all others,
is brutish, as these are the pleasures of the othen

animals. In the natural appetites few go wrong, and

usually in one direction, that of excess; for to eat or
drink whatever offers itself until one is surfeited is
to exceed the natural amount, since natural appetite
is the replenishment of one’s deficiency. The self-
indulgent character is pained more than they ought
at not getting pleasant things (even their pain being
caused by pleasure). The self-indulgent character,
then, craves for all pleasant things or those that are
most pleasant, and is led by their appetite to choose
these at the cost of everything else; hence they are
pained both when they fail to get them and when
they are merely craving for them (for appetite in-
volves pain). The name self-indulgence is applied
to childish faults; children in fact live at the beck
and call of appetite, and it is in them that the desire
for what is pleasant is strongest.

Prodigality (liberality): We call those chat-
acters prodigals who are incontinent and spend
money on self-indulgence. Hence they are thought
the poorest of characters; for they combine more
immoralities than one. A ‘prodigal’ means a charac-
ter who has a single immoral quality, that of wasting
their substance; since a prodigal is one who is ru-
ined by their own fault, and the wasting of substance
is thought to be a sort of ruining of oneself, life
being held to depend on possession of substance.
Now prodigality exceeds in giving and not taking,
and falls short in taking. A prodigal is thought not
to have a bad disposition; it is not the mark of a
wicked or ignoble man to go to excess in giving and
not taking, but only of a foolish one. But most
prodigal characters also take from the wrong sources,
and are in this respect mean. They become apt to
take because they wish to spend and cannot do this
easily; for their possessions soon run short.

Tastelessness and Vulgarity (magnifi-
cence): To not go to excess in the amount spent on
right objects, but by showy expenditure in the wrong
eircumstances and the wrong manner is tasteless-
ness. The character who goes to excess and is vul-
gar exceeds in spending beyond what is right. For
on;small objects of expenditure they spend much
and display a tasteless showiness; e.g. they give a club
dinnier on the scale of a wedding banquet. And all
such things they will do not for honor’s sake but to
show off their wealth, and because they think they
are admired for these things, and where they ought
to spend much they spend little and where little,
much.

Empty Vanity (proper pride or honor):
One who thinks themselves worthy of great things,
being unworthy of them, is vain; though not every
one who thinks themselves worthy of more than
they really are worthy is vain. The vain character
goes to excess in comparison with their own merits,
but does not exceed the proud character’s claims.
Vain characters are fools and ignorant of themselves;
for, not being worthy of them, they attempt honor-
able undertakings, and then are discovered; and they
adorn themselves with clothing and outward show
and such things, and wish their strokes of good for-
tune to be made public, and speak about them as if
they would be honored for them.

113

Chapter 4
ispositon



Chapter
Drisposition

Irascibility (anger) (GE): This excess can
be manifested in numerous points, for one can be
angry with the wrong characters, at the wrong things,
more than is right, too quickly, or too long, yet all
are not found in the same character. Now hot-tem-
pered character get angry quickly and with the wrong
characters and at the wrong things and more than is
right, but their anger ceases quickly — which is the
best point about them. This happens to them be-
cause they do not restrain their anger but retaliate
openly owing to their quickness of temper, and then
their anger ceases. By reason of excess, choleric
characters are quick-tempered and ready to be an-
gry with everything and on every occasion; whence
their name. Sulky characters are hard to appease,
and retain their anger long; for they repress their
passion. But it ceases when they retaliate; for re-
venge relieves them of their anger, producing in
them pleasure instead of pain. If this does not hap-
pen they retain their burden; for owing to its not
being obvious no one even reasons with them, and
to digest one’s anger in oneself takes time. Such

characters are most troublesome to themselves and

to their dearest friends. We call bad-tempered those
who are angry at the wrong things, more than/is
right, and longer, and cannot be appeased until they
inflict vengeance or punishment. The excess is mote
opposed to good-temper than the deficiency, for
not only is it commoner (since revenge is the more
human), but bad-tempered characters are worse to
live with.

Artwork Here

Boastfulness (truthfulness in social in-
tercourse) (GE): Of those who pursue truth or
falsehood alike in words and deeds and in the claims
they put forward, the boastful character, then, is
thought to be apt to claim the things that bring glory,
when they have not got them, or to claim more of
them than they have. One who claims more than
one has with no ulterior object is a contemptible
sort of fellow (otherwise they would not have de-
lighted in falsehood), but seems futile rather than
bad; but if one does it for an object, one who does
it for the sake of reputation or honor is (for a
boaster) not very much blamed, but one who does
it for money, or the things that lead to money, is an
uglier character (it is not the capacity that makes the
boaster, but the purpose); as one character is a liar
because they enjoy the lie itself, and another because
they desire reputation or gain. Now those who boast
for the sake of reputation claim such qualities that
win praise or congratulation, but those whose goal
is gain claim qualities that are of value to one’s
neighbours and one’s lack of which is not easily de-
tected, e.g. the powers of a seer, a sage, or a physi-
cian. For this reason, it is such things as these that
most characters claim and boast about; for in them
the above-mentioned qualities are found. It is the
boaster that seems to be opposed to the truthful
character; for the boaster is worse.

Buffoonery (pleasantness in the giving
of amusement in social intercourse) (GE): Those
who carry humor to excess are thought to be vulgar
buffoons, striving after humor at all costs, and aim-
ing rather at raising a laugh than at saying what is
becoming and at avoiding pain to the object of their
fun. The ridiculous side of things is not far to seek,
however, and most characters delight more than they
should in amusement and in jesting, and so even
buffoons are called ready-witted because they are
found attractive; but that they differ from the ready-
witted character, and to no small extent, is clear. The
buffoon is a slave of their sense of humor, and spares
neither themselves nor others if they can raise a
laugh, and say things none of which a character of
refinement would say and to some of which they
would not even listen.
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Obsequiousness and Flattery (pleasant-
ness exhibited in life in general in social inter-
course): Those who are obsequious, as defined here,
are those who in social life and the interchange of
words and deeds are those who give pleasure, prais-
ing everything without opposition, but think it their
duty ‘to give no pain to the characters they meet.’
Of those who contribute pleasure, the character who
aims at being pleasant with no ulterior motive is ob-
sequious, but the character who does so in order
that they may get some advantage in the direction
of money or the things that money buys is a flat-
teret.

Bashfulness (shame): Shame is the imagi-
nation about a loss of reputation from those they
admire or do not despise. Characters feel more
shame at things done before these character’s eyes
and in the open; hence, too, the proverb “Shame is
in the eyes,” meaning both that shame may be ob-
served in the eyes of the guilty as well as the eyes of
those who have been disappointed. Characters who
have been physically violated or raped are regarded
as shamed and exhibit bashfulness.
standing up under labors that older characters.bear
is an example. Also, those who have fallen into mis-
fortune do not want to be seen by those who-are
their rivals.

Further, not"

Envy (righteous indignation): The excess
of righteous indignation, the small-souled are envi-
ous; for all things seem great to them. Envy is de-
fined as a certain kind of distress at apparent suc-
cess on the part of one’s peers in attaining the good
things that have been mentioned, not that a charac-
ter may get anything for themselves but because of
those who have it. Characters envy whoever has
acquired whatever naturally belongs to themselves
or what they once had. This is why the older envy
the younger. Those who have spent much money
envy those who have spent little for the same ob-
ject. And those who got something with difficulty
or did not get it at all envy those who got it quickly.

Ambitiousness (unnamed balance): We
blame the ambitious character both as aiming at
honor more than is right and from wrong sources,
who loves honor more than most characters.

Artwork Here
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Chapter 5: Mind

Concerning the physical mind, this chapter is comprised of temperament and mental illness.
Since ancient times, sentient creatures have classified themselves and others according to perceptions of
mental health.

Temperament

Temperament is a combination of internal processes that are determined at birth and affect the
moods and lives of characters. Four bodily secretions cause temperament:

* Blood causes the sanguine temperament, which is characterized as warm and pleasant.
Yellow Bile causes the choleric temperament, which is characterized as hot-tempered.

Black Bile causes the melancholic temperament, which is characterized as sad and depressed.
Phlegm causes the phlegmatic temperament, which is characterized as apathetic.

A well-balanced ratio of the four secretions in the human body is believed to be related to sanity
and health. The secretions and their predominant temperaments are related to the elements, seasons, the
four winds, and much more. Below is a table that corresponds the four bodily secretions with the appro-
priate temperament and other associations:

Table 5-1

Temperament: Sanguine Choleric Melancholic Phlegmatic
Secretion Blood Yellow Bile Black Bile Phlegm
Element Air Fire Earth Water
State Liquid Gaseous Dense Solid
Quality Hot-Moist Hot-Dry Cold-Dry Cold-Moist
Age Childhood Youth Maturity Old Age
Season Spring Summer Autumn Winter
Wind South East North West
Part of Body Head, Neck, Shoulder| Upper Body Lower Body Thigh, Knee, Foot
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No character may be defined with only one
temperament. Generally, characters have a domi-
nant and a secondary temperament, while the other
two remain recessive. Every character has a unique
combination of the four temperaments. Theorists
believe that perfection is a state in which no tem-
perament predominates, but instead when all are pro-
portionate within a character.

Determining Temperament

To determine the temperament of a char-
acter, roll percentile dice for each of the four tem-
peraments and note the results on your character
sheet. The higher the roll, the more of that par-
ticular temperament is innate in the character. Ide-
ally, a healthy and mentally balanced character has
rolls of 50 or 51 in each of the temperaments. Ob-
serve the dominant and secondary temperaments,
ignore the other two, and read the generalizations
below about the temperament of the character.

Alternate Method
A test exists to determine temperament. If

the MM concurs, a player may use the results from
the Temperament Test for their character.

Sanguine

This temperament is associated with extro-
verts, talkative characters, and optimists. These char-
acters have appealing personalities and are the life
of any party. They have good senses of humor and
are usually gifted at Storytelling (see Chap. 8: Skills).
Sanguine characters are enthusiastic, expressive, and
emotional. Wide-eyed, innocent, and curious, these
characters live in the present and are always sincere
at heart. Sanguine characters manage to find the
humor in disasters, are always cheery, and are well-
liked by others. Creative and colorful, these charac-
ters look great on the surface and have energy and
enthusiasm in all that they do. Thriving on compli-
ments, sanguine characters make friends easily and
love others. These characters seek to prevent dull
moments by providing excitement, and they never
hold grudges. Sanguine characters are compulsive
talkers with loud voices. Remembering names is dif-
ficult for these characters, and they are prone to
complaining, It is possible these characters appear
too happy to others and, seeming fake, scare them
away. Driven by their inner child, sanguine charac-
ters are naive and get angry easily. Sanguine charac-
ters are disorganized and would rather talk than act.
Further, they often forget obligations, have fading
confidence, and are undisciplined. Many decisions
are based upon feelings. Hating to be alone and
needing attention, these characters seek center stage
by dominating conversations and energetically in-
terrupting others. These characters often make ex-
cuses and have a tendency to repeat stories. It is
assumed that the sanguine temperament is caused

by blood.

Artwork Here
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Choleric

This temperament is associated with extro-
verts, doers, and optimists. A born leader, choleric
characters are active and have a compulsive need
for change. Driven to correct wrongs, they are not
easily discouraged and may be unemotional. These
characters exude confidence and are strong-willed
and decisive. This temperament causes characters
to be well organized and task-oriented. Insisting on
the productivity of others, these characters seek
practical solutions to problems and move quickly to
action. Thriving on opposition, these characters
have little need for friends or groups and excel dur-
ing emergencies. Unfortunately, choleric characters
may be bossy, impatient, quick-tempered, unable to
relax, and refuse to give up even when clearly losing.
These characters are too intense, come on too
strong, and are inflexible and uncomplimentary.
Choleric characters dislike tears and emotions, and
are generally unsympathetic. These characters give
answers too quickly, dominate more than is good,
and are often too busy for their families. Also, cho-
leric characters are impatient with poor performance
and have little tolerance for mistakes. These chat-
acters are often rude, tactless, and manipulate oth-
ers. Though these characters may often be right,
which they always insist upon, this also makes them
unpopular with others. It is assumed that the cho-
leric temperament is caused by yellow bile.

Artwork Here

Melancholic

This temperament is associated with the in-
trovert, thinker, and pessimist. Melancholic charac-
ters tend to be deep, thoughtful, and analytical. They
are serious, purposeful, and prone to genius. Of-
ten, they are talented and creative, with an artistic or
musical inclination. Melancholic characters may be
philosophical, poetic, and appreciate beauty. Sensi-
tive to others, they may be self-sacrificing, consci-
entious, or idealistic. This temperament causes char-
acters to set high standards and want everything done
right. Their homes are in good order, and other-
wise they are persistent, thorough, ordetly, organized,
and always neat and tidy. This powerful drive is of-
ten characterized negatively by others, but melan-
cholic characters often solve problems and surprise
others with creativity. Melancholic characters need
to finish what they start. Socially, this temperament
causes characters to make friends cautiously and stay
in the background to avoid attention. These char-
acters are faithful, devoted, and listen well to com-
plaints. Unfortunately, they can be moody and de-
pressed, often remembering or emphasizing the
negative. Further, they are self-centered, often in
another world, and may have a low opinion of them-
selves. Melancholic characters are not people-ori-
ented, and prefer to deal with things rather than
people. Also, these characters prefer analysis to
work. Having a deep need for approval, these char-
acters are hard to please and often set standards too
high. Often withdrawn and remote, melancholic
characters are critical of others and withhold affec-
tion. In characters, this temperament can cause them
to be antagonistic and vengeful because they are sus-
picious of others and dislike those in opposition.
This temperament causes characters to be unfor-
giving and skeptical of compliments. It is assumed
that the melancholic temperament is caused by black
bile.
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Phlegmatic

This temperament is associated with the in-
trovert, the watcher, and the pessimist. Having a
low-key personality, phlegmatic characters are re-
laxed, calm, cool, and easy going. Their lives are
well-balanced and consistent. They are quiet but
witty, sympathetic, and kind. A good parent, phleg-
matic characters are able to take the bad with the
good, keep their emotions hidden, and are never in
a hurry. Phlegmatic characters are competent, steady,
agreeable, and are good under pressure, though they
often seck the easiest way to get things done. These

characters are easy to get along with, pleasant, and
inoffensive. However, since they are unenthusias-
tic, they may be feared or others may worry about
them, especially since they are indecisive and avoid
responsibility. This temperament causes characters
to be too shy, compromising, and self-righteous.
These characters are lax on discipline, lack motiva-
tion, and are not goal-oriented. They can be lazy,
careless, and discouraging to others. These charac-
ters would rather watch than become involved.
While they watch, however, they are judgmental,
sarcastic, and resistant to change. Itis assumed that
the phlegmatic temperament is caused by phlegm.

Artwork Here
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Table 5-2

Temperament Strengths

Sanguine Choleric Melancholic Phlegmatic
Appealing personality Born leader Thoughtful Low-key
Talkative Dynamic and active Analytical Easy-going
Good sense of humor Compulsive need to change | Serious and purposeful Relaxed

Enthusiastic Must correct wrongs Genius prone Cool, calm and collected
Cheerful Strong-willed Talented and creative Patient

Curious Decisive Artistic or musical Quiet, but witty

Sincere Unemotional Philosophical /Poetic Sympathetic

Turns disaster into humor

Not easily discouraged

Appreciates beauty

Keeps emotions hidden

Volunteers for jobs Independent Sensitive to others All purpose person
Creative and colorful Self-sufficient Self-sacrificing Makes good parent
Inspires others easily Confident Conscientious Is not in a hurry

Makes friends easily Can run anything Idealistic Can take good with bad
Loves people Goal oriented Perfectionist Doesn't get upset

Thrives on compliments

Sees the whole picture

Schedule oriented

Competent and steady

Envied by others

Organizes well

Detail conscious

Peaceful and agreeable

Doesn't hold grudges

Seeks practical solutions

Persistent

Administrative ability

Apologizes quickly

Moves quickly to action

Orderly and Organized

Mediates problems

Spontaneous

Delegates work

Neat and tidy

Avoids conflicts

Insists on production

Economical

Good under pressure

Stimulates activity

Sees the problems

Finds the easy way

Thrives on opposition

Finds creative solutions

Good listener

Has little need for friends

Makes friends cautiously

Has many friends

Will work for group activity

Avoids causing attention

Inoffensive

Will lead and organize

Faithful and devoted

Dry sense of humor

Is usually right

Compassionate

Has compassion & concern

Excels in emergencies

Seeks ideal mate
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Table 5-3

Temperament Weaknesses

Sanguine Choleric Melancholic Phlegmatic
Compulsive talker Bossy Moody/Depressed Unenthusiastic
Exaggerates Impatient Enjoys being hurt Fearful
Elaborates Quick tempered False humility Wortied
Dwells on trivia Can't relax Off in another wotld Indecisive

Can't remember names

Too impetuous

Remembers negatives

Avoids responsibilities

Scares othets off

Enjoys controversy

Low self-image

Quiet will of iron

Too happy for some

Argumentative

Selective hearing

Selfish

Has restless energy

Won't give up if losing

Self-centered

Too shy

Egotistical Comes on too strong Too introspective Too compromising
Complains Inflexible Guilt feelings Self Righteous
Naive Is not complimentary Persecution complex Not goal oriented

Has loud voice and laugh

Dislikes tears/emotions

Tends to hypochondria

TLacks Self Motivation

Controlled by circumstances

Little tolerance for mistakes

Not people oriented

Hard to get moving

Angers easily

Unsympathetic

Bothered by imperfection

Resents being pushed

Seems phony to some

Doesn't analyze details

Chooses difficult work

Lazy and careless

Never grows up

Bored by trivia

Hesitant to start projects

Discourages others

Forgets obligations

May be rude

Plans too much

Would rather watch

Doesn't follow through

May make rash decisions

Prefers analysis to work

Dampens enthusiasm

TLooses confidence

Manipulates others

Hard to please

Stays uninvolved

Undisciplined

Demanding of others

Standards too high

Indifferent to plans

Priorities out of order

Workaholic

Deep need for approval

Judges others

Decides by feelings

Demand loyalty

Lives through others

Sarcastic and teasing

Easily distracted

Tends to use people

Insecure socially

Resists change

Hates to be alone

Dominates others

Withdrawn/remote

Needs to be center stage

Can do everything better

Critical of others

Wants to be popular

Knows everything

Holds back affection

Looks for credit

Too independent

Dislikes those in opposition

Dominates conversations

Decides for others

Suspicious of people

Interrupts Possessive Antagonistic
Doesn't listen Can't say 'I'm Sorry' Vengeful
Fickle and forgetful May be right, but unpopular| Unforgiving

Makes excuses

Full of Contradictions

Repeats stories

Skeptical of compliments
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How to Interpret
Multiple Temperaments

Interpretation of the various degrees of the
four temperaments in each character is often a form
of art. Scholars are working frantically to unify com-
peting theories. Currently, most temperament theo-
rists disregard the two recessive temperaments of a
character, no matter how close they may be to the
dominant and secondary temperaments.

For instance, a character named Vellicatus
may have rolls of 52 for Sanguine, 73 for Choleric,
83 for Melancholic, and 44 for Phlegmatic. Clearly,
the dominant temperament of Vellicatus is Melan-
cholic and his secondary temperament is Choleric.
Despite the numeric proximity of his Sanguine tem-
perament, both his Sanguine and Phlegmatic tem-
peraments are considered recessive or as hardly con-
tributing to his overall temperament.

Much debate remains, however, concerning
the strength of each temperament and its relation
to the other temperaments. Many scholars note that
the difference between the dominant and second-
ary temperaments of a character is an important
consideration. Most claim that the degree that each
temperament deviates from the norm is the most
significant factor. For this reason, the player must
consult with the MM about their character’s tem-
perament so that a sensical understanding can be
reached.

Twelve combinations of temperaments re-
sult when considering the dominant and secondary
temperaments of a character. Below are the twelve
combinations of temperament, listed with the domi-
nant temperament first, followed by the secondary
temperament:

Sanguine-Choleric

Clearly, this type of character is an extro-
vert who is predominantly positive and in a good or
happy mood, though they are also known at times
to be exacting and unemotional, driven, intense, and
manipulative. The easiest thing to notice about san-
guine-choleric characters is that usually they are
driven by emotion, yet sometimes are completely
unemotional. It is this conflict between emotion
and lack of emotion that is striking;

Sanguine-Melancholic

Since sanguine and melancholic tempera-
ments are opposites, this character feels an inordi-
nate amount of tension in life, usually happy and
excited, but occasionally has bouts with depression
and pessimism, withdrawing into themselves. These
characters are moody, but since they are predomi-
nantly sanguine, their moodiness is more public than
private, and is observed by others more than any
other combination of temperaments.

Sanguine-Phlegmatic
On the outside, this character is happy, emo-
tional, expressive, and a joy to others. However,
these characters are very selective of which emo-
tions they show, and behind closed doors they are
characterized as unenthusiastic. It is this contrast

that causes others to consider their happiness to be
fake.

Choleric-Sanguine

Oftentimes, this combination of tempera-
ments results in a leader or figure of authority who
is liked and respected. While they are predominantly
driven to get the job done well and without mis-
takes, they seem to be very objective and unemo-
tional. Occasionally, emotions shine through and
their momentary happiness assures those around
them of their competency as a leader who will be
effective, but personable.
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Choleric-Melancholic

These characters are likely to become lead-
ers who relentlessly drive others. They view people
as tools to get the job done, and more than any
other type of character, demand that the tasks of
their followers be performed flawlessly. Some people
respect this type of individual or leader because they
and their followers are productive, though they may
personally dislike them as this character’s low opin-
ion of others becomes evident. With most people,
reactions are more extreme, usually a combination
of admiration and hate. Choleric-melancholic char-
acters are extremely competitive, forceful, and of-
ten successful.

Choleric-Phlegmatic

This combination of temperaments pro-
duces characters who are likely to succeed and be-
come leaders or authority figures who care about
the finished product, but prefer instead to delegate
the responsibility of the task to others of import-
tance around them. Since this leader rarely makes
themselves visible or known, some people consider
this type of character to be a disinterested leader.
They are driving, but unenthusiastic, and often har-
bor resentment and bitterness.

Melancholic-Sanguine

This type of character withdraws from ev-
eryone and is exacting, but often is very happy, ex-
pressive, or emotional when alone or about their
work. While alone, the creative side of these char-
acters often emerges, such as with art or music.
These characters are capable, but rarely venturesome,
so they usually work well for others.

Melancholic-Choleric

In most situations, this character is an intro-
vert, though some situations elicit strong responses,
which are usually either negative, critical, driving, or
manipulative. Ironically, it is during these responses
or outbursts when the melancholic-choleric charac-
ter is happiest. These characters usually prepare
twice as well as their opponents, so they rarely lose
in contests. This combination of temperaments pro-
duces characters who are extremely difficult to please,

rarely satisfying even themselves, which can make
them intolerable to live with. Some of these char-
acters become manic-depressive or sadistic. Melan-
cholic-choleric characters become angry often. Re-
garding their families, they emote disapproval and
are driven to castigate them for failures and correct
their mistakes, though this condemnation and criti-
cism usually accomplishes the opposite effect.

Melancholic-Phlegmatic
These characters are perhaps the most with-
drawn of all, often preferring or wishing for a soli-
tary existence. However, when alone as desired, they
are unenthusiastic about almost everything;

Phlegmatic-Sanguine
This blend of temperaments results in a non-
abrasive character who is the easiest to get along
with. They are unenthusiastic, calm, relaxed, yet
when inspired they become emotional, expressive,
and happy. However, they are highly disorganized.

Phlegmatic-Choleric
These characters are unenthusiastic and
avoid responsibility, yet are prone to be irritable,
commanding, and leader-like. This type of charac-
ter does not explode with anger, but just refuses to
cooperate. When characters with this temperament
become angry, they often restrain their anger, be-
coming utterly silent, yet clearly upset.

Phlegmatic-Melancholic
This combination of temperaments causes
characters to speak rarely and often makes them
gentle. It is common for others to take advantage
of phlegmatic-melancholic characters. These char-
acters are rarely angry or hostile, and are often gra-
cious.
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Mental llIness

Mental illnesses are disorders characterized
by disturbances of a character’s thoughts, emotions,
or behavior. Various mental illnesses not only exist,
but are widespread. Most are unrecognized in the
terminology that follows and are simply considered
madness, the result of sorcery or witchcraft, evil
spirits, demons, or devils. The mentally ill usually
become objects of religious inquisition and barbaric
treatment. It is for this reason that witch-hunts are
popular. Conversely, some believe that instead of
having its roots in evil or magic, mental illness is the
physical result of imbalances in blood, just like tem-
perament: black bile, yellow bile, phlegm, a poor diet,
and grief. This information is amassed so that MM’s
may apply it as necessary. Since characters may ac-
quire or encounter these illnesses, they are compiled
and listed below, followed by a table to facilitate the
random selection of a mental illness:

Abasiophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual attraction to lame or crippled part-
ners. This causes significant distress or impairment
in social, occupational, or other important areas of
functioning,

Whenever a character afflicted with
abasiophilia sees a lame or cripple, they must pass a
Drive check at TH 80 or engage in socially unac-
ceptable sexual behavior.

Acrotomophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual attraction to the amputated stump
of a partner; the stump itself is arousing, This causes
significant distress or impairment in social, occupa-
tional, or other important areas of functioning,

Whenever a character afflicted with
acrotomophilia sees an amputated stump on another,
they must pass a Drive check at TH 80 or engage in
socially unacceptable sexual behavior.

Anorexia Nervosa

This mental illness affects one percent of
young women. Nearly one in five die of starvation.
This condition is the intense fear of gaining weight
or becoming obese.

If afflicted with anorexia nervosa, roll per-
centile dice. Results from 01-20 indicate the charac-
ter is doomed to die of starvation in 1d100 weeks.
Afflicted characters experience an increase of 2d20
to Melancholic Temperament.

Antisocial Personality Disorder

Characters with this disorder act in a way
that disregard the feelings and rights of other char-
acters. Antisocial personalities often break the law,
and they may use or exploit other characters for
their own gain. They may lie repeatedly, act impul-
sively, and get into physical fights. They may mis-
treat their spouses, neglect or abuse their children,
and exploit their employees. They may even kill
other characters. Characters with this disorder are
also sometimes called sociopaths or psychopaths.
Antisocial personalities usually fail to understand that
their behavior is dysfunctional because their ability
to feel guilty, remorseful, and anxious is impaired.
Guilt, remorse, shame, and anxiety are unpleasant
feelings, but they are also necessary for social func-
tioning and even physical survival. Antisocial per-
sonality disorder affects 3 percent of males and 1
percent of females.

Afflicted characters experience an increase
of 3d20 to Choleric and 2d20 to Melancholic Tem-

perament.

Autoabasiophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual attraction to oneself being lame or
crippled. This causes significant distress or impair-
ment in social, occupational, or other important ar-
eas of functioning,

Whenever a character is afflicted with
autoabasiophilia, they must pass a Drive check at
TH 30 or attempt to amputate a limb and experi-
ence sexual excitement.
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Avoidant Personality Disorder

Avoidant personality disorder is character-
ized by social withdrawal due to intense, anxious shy-
ness. Characters with avoidant personalities are re-
luctant to interact with others unless they feel cer-
tain of being liked. They fear being criticized and
rejected. Often they view themselves as socially in-
ept and inferior to others.

Afflicted characters lose 2d20 points in San-
guine Temperament.

Bipolar Disorder (Manic-Depressive)

Characterss who suffer from bipolar disor-
der switch back and forth between depression and
mania. Each morning, a die is rolled to determine
whether depression or mania will be the dominant
mood for the day. During stressful circumstances,
this must be determined every hour.

Afflicted characters experience an increase
of 2d20 to Choleric and Melancholic Temperaments.
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Borderline Personality Disorder

Characters with borderline personality dis-
order experience intense emotional instability, par-
ticularly in relationships with others. They may make
frantic efforts to avoid real or imagined abandon-
ment by others. They may experience minor prob-
lems as major crises. They may also express their
anger, frustration, and dismay through suicidal ges-
tures, self-mutilation, and other self-destructive acts.
They tend to have an unstable self-image or sense
of self. As children, most characters with this dis-
order were emotionally unstable, impulsive, and of-
ten bitter or angry, although their chaotic impul-
siveness and intense emotions may have made them
popular at school. At first they may impress char-
acters as stimulating and exciting, but their relation-
ships tend to be unstable and explosive. About 2
percent of all characters have borderline personal-
ity disorder. About 75 percent of characters with
this disorder are female.

Characters afflicted with borderline person-
ality disorder experience an increase of 2d20 in Mel-
ancholic Temperament. Further, afflicted charac-
ters must roll under their Sanguine score on a daily
basis or engage in (1-30%) an act of self-mutilation
or (31-100%) a self-destructive act. The socially un-
acceptable episode will occur while experiencing
frustration. The character will not know it is going
to happen until they are unable to stop themselves.

Callomania

Over a period of (5 + 1d100) months, the
character experiences an irrationally inflated self-
impression regarding the sub-ability of Bodily At-
tractiveness and the ability of Charisma. This causes
significant distress or impairment in social, occupa-
tional, or other important areas of functioning,

Whenever a character is afflicted with
callomania, they must behave accordingly.
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Choreomania

Over a period of (5 + 1d100) months, the
character experiences a recurrent and intense ob-
session to dance (see Chap. 8: SKills). This causes
significant distress or impairment in social, occupa-
tional, or other important areas of functioning,

Whenever a character is afflicted with
choreomania and it is possible to dance at the mo-
ment, a Drive check at TH 50 must be passed or the
character begins to dance and will dance until ex-
hausted or sufficiently interrupted. While dancing,
the character will not pay attention to their surround-
ings.

Coprophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual attraction with defecation, either giv-
ing or receiving. This causes significant distress or
impairment in social, occupational, or other impor-
tant areas of functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
97. Whenever a character is afflicted with copro-
philia and they are involved in a sexual activity or
they are near defecation, they must pass a Drive
check at TH 80 or engage in socially unacceptable
sexual behavior regarding defecation.

Dementia

This mental illness is characterized by im-
paired memory and difficulties in such functions as
speaking, abstract thinking, and the ability to iden-
tify familiar objects.

Characters afflicted with dementia suffer a -
40 penalty to the sub-abilities of Rhetorical Cha-
risma, Analytic Intelligence, Reflection, and when-
ever they must identify familiar objects, they must
pass a Reflection Check at TH 80 or swear they have
never seen it before.

Dependent Personality Disorder

This disorder involves severe and disabling
emotional dependency on others. Characters with
this disorder have difficulty making decisions with-
out a great deal of advice and reassurance from oth-
ers. They urgently seek out another relationship
when a close relationship ends. Alone, they feel un-
comfortable.

Characters afflicted with this disorder must
pass a Drive Check at TH 80 for them to be alone.
If failed, they will seek companionship, no matter
how annoying their behavior.

Depersonalization Disorder

These characters experience an unwelcome
sense of detachment from their own bodies. They
may feel as though they are floating above the
ground, outside observers of their own mental or
physical processes. Other symptoms may include a
feeling that they or other characters are mechanical
or unreal, a feeling of being in a dream, a feeling
that their hands or feet are larger or smaller than
usual, and a deadening of emotional responses.
These symptoms are chronic and severe enough to
impede normal functioning in a social, school, or
work environment. Depersonalization disorder is a
relatively rare syndrome thought to result from se-
vere psychological stress.

Characters afflicted with this disorder must
pass a Common Sense Check at TH 40 every day, or
at a random time during the day {at the 1d12 hour
of either a.m. [1-3] or p.m. [4-0], at the minute of
[(1d6 - 1) and 1d10 (which creates a range of 01-
59)]}, an episode will occur that involves (01-20%)
the feeling of floating, being an observer outside
one’s body (21-40%), being sure that other charac-
ters are mechanical (41-60%), being sure that other
characters are not real (61-80%), feeling like they
are in a dream (81-85%), sure that their hands are
larger than usual (86%), sure that their feet are larger
than usual (87%), sure that their hands are smaller
than usual (88%), sure that their feet are smaller than
usual (89%), or (90-100%) they feel a deadening of
emotional responses. The episode will last for 1d100
minutes. Finally, those afflicted experience a loss of
2d20 points from their Sanguine, Choleric, and Mel-
ancholic Temperaments.
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Depression

Different than the feelings of sadness and
loneliness that everyone feels from time to time,
depression is a deep, unshakable sadness and disin-
terest in nearly all activities. Common feelings are
despair, hopelessness, worthlessness, as well as
thoughts of committing suicide. Some characters
are only affected by depression during autumn and
winter. A common mental illness, roughly ten per-
cent of the population suffers from depression,
though females are between two and three times as
susceptible. Depression usually develops during
young adulthood over a period of months or years,
though it may erupt suddenly in a few weeks or days.
Sudden developments are often called nervous
breakdowns. Depressed characters feel sad every
day and may cry often. Characters, work, and ac-
tivities that used to bring them pleasure no longer
do. A bout of depression typically lasts eight months.
Any character who has experienced one bout of
depression is highly likely to experience one in the
future. Appetite and sleep may be affected, some-
times increased but usually decreased.  Stressful
events can trigger depression in those who are pre-
disposed to it.

Those afflicted experience an increase of
2d20 points in Melancholic Temperament and a
decrease of 2d20 points in Sanguine Temperament.

Dissociative Fugue

These characters forget their personal iden-
tity and unexpectedly wander away from home. In
many cases, characters with this disorder travel to a
distant location and adopt a new identity, complete
with a new name, personal history, and place of resi-
dence. They may wander hundreds of miles, leav-
ing their families mystified about their disappear-
ance. Sometimes they appear in foreign churches
unable to explain who they are. Characters with
this disorder usually appear normal and do not at-
tract public attention. Dissociative fugue typically
occurs after serious psychological stress of some
kind, such as the death of a family member, the loss
of a job, or a failed relationship. This disorder is
quite rare, and in many cases, fugue victims will sud-
denly “wake up,” failing to remember any of the
events that occurred while in the fugue state.

Dissociative Identity Disorder

(Multiple Personality Disorder)

A character with this disorder has (1d4 + 1)
distinct (1-50%) identities or (51-100%) personality
states (temperament and disposition) that recurrently
take control of the character’s consciousness and
behavior.

If the character has distinct identities, the
character often gives the alternate identities their own
personal names; these identities may have charac-
teristics that differ sharply from the primary iden-
tity of the character. If the character has multiple
personality states, then each personality state con-
sists of a randomly determined temperament and
disposition.

A character with this disorder experiences
some degree of amnesia, in that one identity or per-
sonality usually will not recall what occurred when
another identity or personality controlled the char-
acter. With this disorder, a character experiences
sudden shifts in consciousness, identity, and memory.
For instance, the character may find themselves in a
strange environment, not knowing how they got
there.

Those afflicted with this disorder must roll
under the score of their primary temperament with
percentile dice in order to remain in it. Otherwise,
an identity (determined by the MM) or another per-
sonality state (determined randomly) emerges for
1d100 minutes.

Egomania

Over a period of (5 + 1d100) months, the
character experiences an inflated opinion concern-
ing their abilities, as well as exhibiting extreme self-
interest. This causes significant distress or impair-
ment in social, occupational, or other important ar-
eas of functioning,

Whenever a character is afflicted with ego-
mania, they must behave as though they believe that
each of their sub-ability scores is 2d20 points higher
than what it is. An egomaniac is disinterested in
others.
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Eleutheromania

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense impulses
to seek freedom. This causes significant distress or
impairment in social, occupational, or other impor-
tant areas of functioning,

Whenever a character is afflicted with
eleutheromania and involved in a situation in which
they perceive their freedom to be restrained, they
must pass a Drive check at TH 30 or they will be
overcome by an urge to seek freedom. The method
adopted to seek freedom varies with the situation.
Usually, speech is enacted, though violence may be
deemed appropriate as well.

Erotomania

Over a period of (5 + 1d100) months, the
character is compelled to tell exaggerated lies about
their sexual behavior. This causes significant dis-
tress or impairment in social, occupational, or other
important areas of functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
5. Whenever a character is afflicted with erotoma-
nia, they must pass a Drive check at TH 30 to avoid
telling exaggerated lies about their sexual behavior
whenever someone begins talking to them.

Erotophonophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving lustful murder. This causes significant dis-
tress or impairment in social, occupational, or other
important areas of functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
25. Whenever afflicted with erotophonophilia, a
character must pass a Drive check at TH 30 or at-
tempt to lustfully murder the first character seen,
fixating upon their death. If the check is failed, an
attempt will be made on the character’ life. If oth-
ers are around, the erotophonophiliac must make
another check each minute in order to not murder
them on the spot and wait until they may kill them
with privacy. Those afflicted experience an increase
of 2d20 points in Choleric Temperament.

Esthesiomania

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sensory
hallucinations and perceived moral superiority. This
causes significant distress or impairment in social,
occupational, or other important areas of function-
ing.

Whenever a character is afflicted with
esthesiomania and involved in a discussion or de-
bate about morality, this character must pass a Drive
check at TH 30 or they will be overcome by an urge
to debate morality with others and demonstrate their
own superior morality. Even if others demonstrate
that the position of the esthesiomaniac is contra-
dictory or that their own morality is higher than that
of the esthesiomaniac, the esthesiomaniac will not
be affected. Esthesiomaniacs often suffer delusions
that their deity has contacted them or sent them a
message in their dreams.

Exhibitionism

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving the exposure of their genitals to an unsus-
pecting stranger. This causes significant distress or
impairment in social, occupational, or other impor-
tant areas of functioning, Exhibitionists primarily
desire to frighten their subject, though other mo-
tives may be to startle them, see admiration, and
demonstrate superiority through displaying,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
5. Whenever a character is afflicted with exhibi-
tionism, they must pass a Drive check at TH 30 ev-
ery day or they will go into public and expose their
genitals to strangers.
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Formicophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual attraction when smaller animals, in-
sects, etc. crawl upon parts of the body. This causes
significant distress or impairment in social, occupa-
tional, or other important areas of functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases to
100. Whenever a character is afflicted with
formicophilia and involved in a sexual situation, they
must pass a Drive check at TH 30 or they will be
overcome by an urge to place animals or insects on
their bodies and experience sexual excitement.

Frotteurism

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving touching and rubbing against a non-con-
senting character. This causes significant distress or
impairment in social, occupational, or other impor-
tant areas of functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
5. Whenever a character is afflicted with frotteurism
and they encounter a member of the opposite sex
with a Bodily Attractiveness of 120 or higher, they
must pass a Drive check at TH 30 or rub them against
their will.

Generalized Anxiety Disorder

This disorder causes characters to feel anx-
ious most of the time and worry about routine events
and circumstances in their lives. Although they rec-
ognize their anxiety to be disproportionate with ac-
tual events, they are unable to control their worry-
ing. Their worries often interfere with their ability
to concentrate on or perform tasks. Physical symp-
toms include disturbed sleep, irritability, muscle
aches, and tension.

Whenever a character is afflicted with this
disorder during any event that may be construed as
a cause of anxiety, they must pass a Drive check at
TH 30 or all Skill Checks requiring performance of
any kind will suffer - 10.

Histrionic Personality Disorder
Characters with this disorder constantly
strive to be the center of attention. They may act
overly flirtatious or dress in ways that draw atten-
tion. They may also talk in a dramatic or theatrical
style and display exaggerated emotional reactions.

Hypersomnia

This disorder is characterized by excessive
sleepiness that lasts for at least (3 + 1d12) weeks as
evidenced by either prolonged sleep episodes or
daytime sleep episodes that occur almost daily. This
causes significant distress or impairment in social,
occupational, or other important areas of function-
ing. This disorder cannot be accounted for by an
inadequate amount of sleep.

Whenever a character is afflicted with hy-

persomnia, they must pass a daily Drive check at
TH 80 or need to sleep (1d12 + 7) hours.

Hypoxyphilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual asphyxia. This causes significant dis-
tress.or impairment in social, occupational, or other
important areas of functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
25. Whenever a character is afflicted with
hypoxyphilia, they must pass a Drive check at TH
80 during all sexual activity or attempt to choke their
partner (01-30%) into unconsciousness and experi-
ence sexual pleasure while they choking them.

Artwork Here
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Intermittent Explosive Disorder

This disorder is characterized by several dis-
crete episodes of failure to resist aggressive impulses
that result in serious acts of assault or destruction
of property. The degree of aggressiveness expressed
during the episodes is grossly out of proportion to
any precipitating stressors.

Whenever a character is afflicted with this
disorder and experiences anything that may be per-
ceived as a stressor, they must roll higher than their
Choleric Temperament score or respond to it vio-
lently for 2d4 rounds. Further, those afflicted expe-
rience an increase of 2d20 points in Chronic Tem-
perament.

Kleptomania

This is a recurrent failure to resist the im-
pulse to steal objects not needed for personal use or
their monetary value. There is an increasing sense
of tension preceding the unplanned theft, followed
by a relief at the time of the theft. The theft is not
done with others and not done out of anger or ven-
geance. Because kleptomaniacs obtain gratification
from the act of stealing rather than from posses-
sion of the stolen articles, they often steal objects
of little value that they could easily purchase.

Whenever a character is afflicted with klep-
tomania and they are around objects of little value
in someone else’s possession, they must pass a Drive
check at TH 80 or attempt to steal a worthless ob-

ject.

Mania

Mania may be characterized by an elevated
or irritable mood, exaggerated self-importance, rac-
ing thoughts, and hyperactivity. Characters with ma-
nia typically feel intoxicated with themselves and with
life. They may display an indiscriminate enthusiasm
for manipulating characters, spending money, and
pursuing sexual adventure. Manic characters may
also display impatience or hostility toward other
characters. If frustrated, they may physically abuse
their friends, children, or spouse. Characters with
mania often have inflated self-esteem and self-con-
fidence, and assume they have more wit, courage,
imagination, and artistry than everyone else. Severe
mania may include delusions of grandeur, such as
the belief that one is chosen by their deity for a
special mission. Mania typically involves a decreased
need for sleep, so manic characters often wake up
early in a highly energized state. Mania makes char-
acters extremely talkative. Their loud, rapid-fire
speech sometimes continues unabated without re-
gard for others. Mania also involves a flight of ideas,
racing thoughts that cause speech to go off in many
different directions. Characters in a manic state be-
come easily distracted by irrelevant sights, sounds
or ideas, which further disrupts thinking and speech.

Characters with mania may also devise gran-
diose plans or engage in reckless self-indulgence. For
example, they may invest indiscriminately in risky
projects, get involved in many different social ac-
tivities, flirt to the point of indecency, and intrude
in other character’s private lives to the point of be-
ing obnoxious. Manic characters display many signs
of impaired judgment and self-destructive behav-
ior.

Artwork Here
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Megalomania

Over a period of (5 + d100) months, the
character experiences a recurrent and intensely in-
flated self-impression in one respect. Commonly
called a character who suffers a delusion of gran-
deur, a megalomaniac believes they are superior to
everyone they meet in one respect. This causes sig-
nificant distress or impairment in social, occupa-
tional, or other important areas of functioning,

Whenever a character is afflicted with mega-
lomania, they will believe they are superior to oth-
ers in whatever is most important or enjoyable to
them. For some, this may be a sub-ability, for oth-
ers it will be how well they perform a given skill, and
for others it will be their aptitude in an occupation.
The MM must determine the specific respect.

Narcissistic Personality Disorder
Characters with this disorder have a grandi-
ose sense of self-importance. They seek excessive
admiration from others and fantasize about unlim-
ited success or power. They believe they are spe-
cial, unique, or generally superior to others. How-

ever, they often have very fragile self-esteem.

Narratophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving the use of dirty or obscene words to a part-
ner. This causes significant distress or impairment
in social, occupational, or other important areas of
functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
10. Whenever a character is afflicted with
narratophilia and alone with their partner, they must
pass a Drive check at TH 80 or begin talking filth to
their partner and become sexually excited, or re-
quest their partner to speak obscenities.

Necrophilia
This is an abnormal fascination with death
and the dead, especially an erotic attraction to
corpses.
Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases to
100. Whenever a character is afflicted with necro-
philia and they are close to a corpse, they must pass
a Drive check at TH 80 or be unable to resist their
urges to copulate with the corpse.

Noctomania

Over a period of (5 + d100) months, the
character experiences a recurrent and intense im-
pulse to avoid the day and experience the night. This
causes significant distress or impairment in social,
occupational, or other important areas of function-
ing.

Whenever a character is afflicted with
noctomania, behaviors will occur such as attempt-
ing to avoid the day and all daylight, such as sleeping
during the day and engaging in activity at night.

Nymphomania

Over a period of (5 + d100) months, the
female experiences an uncontrollable desire for
sexual intercourse. This causes significant distress
or impairment in social, occupational, or other im-
portant areas of functioning. This disorder only
affects females, and is also known as lagnoperissia.
It is not uncommon (40%) for nymphomaniacs to
also be afflicted with phallophilia, which ranges from
a preference (01-60%) to an obsession (61-100%)
regarding exceptionally large penises.

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
25. Whenever a female is afflicted with nympho-
mania and around a male with a Charisma exceed-
ing 110, she must pass a Drive check at TH 80 or
attempt to solicit sex, usually inquiring about the
size of their manhood.
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Obsessive-Compulsive Disorder

Different than the disorder following this
one, these characters persistently experience intru-
sive thoughts or images, or feel compelled to per-
form certain behaviors. Obsessions may include un-
wanted thoughts about inadvertently poisoning or
injuring others. Common compulsions include re-
petitive hand washing or mental actions like repeated
counting. These obsessions or compulsions con-
sume a large amount of their time and interfere with
their daily routine. Most characters with this disor-
der recognize the irrationality of it, but are unable
to change. The disorder usually develops in adoles-
cence or early adulthood, and effects roughly 1%
of the population.

Obsessive-Compulsive Personality
Disorder

Different than the Obsessive-Compulsive
Disorder listed previously, this disorder is charac-
terized by a preoccupation with details, orderliness,
perfection, and control. Characters with this disoz-
der often devote excessive amounts of time to work
and productivity and fail to take time for leisure ac-
tivities and friendships. They tend to be rigid, for-
mal, stubborn, and serious. Those afflicted experi-
ence an increase of d20 points in Choleric and Mel-
ancholic Temperaments.
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Oniomania

Over a period of (5 + 1d100) months, the
character experiences a recurrent and intense desire
to purchase goods or equipment. Oniomania re-
sults in compulsive shopping behavior and is char-
acterized by a lack of control. This causes signifi-
cant distress or impairment in social, occupational,
or other important areas of functioning. Between
2 and 10 percent of the population are oniomaniacs.
The impulse to purchase things is irresistable, and
failure to spend leads to anguish. Soon after the
purchase, guilt and regret follow. Anything can trig-
ger the impulse, such as a fight with a loved one.
Often, oniomaniacs do not consider whether or not
they can afford the object, whether or not they need
it. Oniomania occurs more frequently in females
The MM must roll 1d4 to determine
how many conditions can trigger the impulse. The
MM must determine what conditions will activate
the impulse. When the oniomaniacal character ful-
fills one of these conditions, they must pass a Drive
check at TH 80 or be compelled to purchase the
next thing seen. The oniomaniacal character receives
a - 5 to the Haggling skill while feeling the impulse.

than males.

Onomatomania

Over a period of (5 + 1d100) months, the
character experiences a recurrent and intense desire
to repeat certain words or sounds. This causes sig-
nificant distress or impairment in social, occupa-
tional, or other important areas of functioning, The
impulse to repeat certain words or sounds is
irresistable, and failure to repeat them leads to an-
guish. The MM must roll percentile dice to deter-
mine whether the onomatomaniac has an obsession
with a (01-50) word or (51-100) sound. If itis a
word, then the MM must devise a random means
of selecting a word from an available dictionary. If
it is a sound, then the MM must devise a random
means of selecting a sound. The MM must invent a
trigger upon which the onomatomaniac must pass
a Drive check at TH 80 or repeat the word or sound
until the Drive check is passed. Drive may be
checked once per round.
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Panic Disorder

These characters experience repeated, un-
expected panic attacks and persistent anxiety con-
cerning the reoccurrence of panic attacks. Panic
attacks are periods of intense fear, apprehension,
or discomfort, and they usually occur without warn-
ing. Symptoms include a racing heart, trembling,
shortness of breath, choking, etc. Panic attacks may
last from a few seconds to a few hours, but most
peak in ten minutes and end within a half hour. The
condition affects twice as many females as males,
and only affects about 2% of the population. Of-
ten, these characters experience panic attacks daily
or weekly. Often, a phobia triggers the attack. Many
become reluctant to leave home. Those afflicted
experience a decrease of 2d20 points in Phlegmatic
Temperament.

Paranoia

This is a type of psychosis in which a char-
acter suffers from logically consistent delusions of
(1-50%) persecution or (51-100%) grandeur. Usu-
ally, it is characterized as an extreme distrust of oth-
ers. FPor instance, the paranoid character may be-
lieve that everyone, even close friends or family, are
intending to kill him or her. Those afflicted experi-
ence a loss of 2d20 points of Sanguine Tempera-
ment.

Paranoid Personality Disorder

These characters feel constant distrust and
suspicion toward other characters. They believe that
others are against them and constantly look for evi-
dence to support their suspicions. They are hostile
toward others and react angrily to perceived insults.
Those afflicted experience a loss of 2d20 points of
Sanguine Temperament, and an increase of 2d20
points of Choleric Temperament.

Pathological Gambling

This is a behavior disorder in which a char-
acter becomes progressively unable to resist the
impulse to gamble. This disorder affects 3 percent
of the adult population, and 80% of those afflicted
are male. They are usually competitive, hardworking,
and bright characters, and show little interest in pas-
sive games of chance.

Pedophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual activity with a prepubescent child or
children, generally age 13 or under for humans. This
causes significant distress or impairment in social,
occupational, or other important areas of function-
ing. To qualify as a pedophile, a character must be
at least 16 years old and at least five years older than
the child ot children. Due to this mental illness, the
Debauchery (see Chap. 6: Sociality) of this character
increases by 25.

Phobia

Phobias are excessive and enduring fears of
cleatly defined objects or situations that interfere
with a character’s normal functioning, Although they
know their fear is irrational, they still try to avoid
the source of their fear. A comprehensive list of
phobias is available as Appendix 4: Phobias in the end
of this book. A phobia may be randomly deter-
mined from this list.

Regardless of the specific phobia, physi-
ological symptoms include a rapid and pounding
heartbeat, stomach disorders, nausea, diarrhea, fre-
quent urination, choking feelings, flushing of the
face, perspiration, tremulousness, and faintness.
Roughly 10% of characters have a phobia.
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Post-Traumatic Stress Disorder

This disorder typically occurs after charac-
ters experience or witness traumatic or catastrophic
events such as physical or sexual assaults, rape, tor-
ture, natural disasters, accidents, and wars. Charac-
ters with this disorder relive the traumatic event
through recurrent dreams or intrusive memories
called flashbacks. They avoid places or things asso-
ciated with the trauma and may feel emotionally
detached or estranged from others. Other symp-
toms include difficulty sleeping, irritability, and
trouble concentrating, The disorder can last for years
and severely disrupt the life of a character. Those
affected experience a loss of 1d20 points in San-
guine Temperament.

Psychosis

Psychotic characters lose contact with real-
ity and have difficulty in everyday life. Unlike char-
acters with less severe mental illnesses, psychotic
characters do not recognize that their mental func-
tioning is disturbed. Three kinds of psychotic symp-
toms occur: hallucinations, delusions, and bizarre be-
havior. Hallucinations refer to hearing, seeing, smell-
ing, feeling, or tasting something when nothing in
the environment actually caused the sensation. De-
lusions are false beliefs that are obviously untrue to
other people in the culture of that character. Fi-
nally, bizarre behavior is behavior that is incompre-
hensible to others who know the character. Psy-
chedelic mushrooms can cause psychosis, and brain
tumors may lead to psychotic symptoms. Some
psychotic characters (10%) are unable to develop
new memories.

Pyromania

This is a mental illness in which fires are re-
peatedly and deliberately set, without anger and not
for monetary gain or other benefit, because the char-
acter cannot resist the impulse to set fires. The char-
acter experiences tension before setting the fire and
pleasure, relief, or erotic gratification after setting
the fire.
sonists.

Legally, pyromaniacs are considered ar-

Raptophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving the act of raping. This causes significant
distress or impairment in social, occupational, or
other important areas of functioning, This is also
called biastophilia.

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
50. Whenever a character with raptophilia is near a
character who is attractive to them (usually, with a
Charisma of at least 110), they must pass a Drive
check at TH 50 or attempt to isolate and rape the
attractive character. For rules on rape, see the sec-
tion on overbearing in the Wrestling skill (see Chap.
8: Skills) and the Intimidation skill.

Satyromania

Over a period of (5 + d100) months, the
male experiences an uncontrollable desire for sexual
intercourse. This causes significant distress or im-
pairment in social, occupational, or other impor-
tant areas of functioning. This disorder only af-
fects males. Satyromaniacs are also known as sex
maniacs.

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
25. Whenever a male is afflicted with satyromania
and around females with a Charisma exceeding 110,
he must pass a Drive check at TH 80 or attempt to

solicit sex, usually making lecherous comments about
her body.

Schizoid Personality Disorder

This disorder involves social isolation and a
lack of desire for close personal relationships. Char-
acters with this disorder prefer to be alone and seem
withdrawn and emotionally detached. They seem
indifferent to praise or criticism from other people.
Those afflicted experience an increase of 2d20 points
in Phlegmatic Temperament and a decrease of 2d20
points each in Sanguine, Choleric, and Melancholic
Temperament.
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Schizophrenia
Meaning ‘split mind’, but not to be confused
with split personality or multiple personality, schizo-
phrenia is characterized by a variety of symptoms,

including:
1. loss of contact with reality
2. bizarre behavior
3. disorganized thinking and speech
4. decreased emotional expressiveness
5. social withdrawal

Usually only some of these symptoms (1d06)
occur in any one schizophrenic character. To ob-
servers, schizophrenia seems like madness or insan-
ity. Schizophrenics have a hard time distinguishing
between the real and unreal, logical and illogical, and
appropriate and inappropriate, and accordingly suf-
fer penalties of - 40 in the sub-abilities of Analytic
Intelligence as well as Common Sense. Further,
some (10%) pose a danger to themselves and may
be suicidal. Once inflicted, schizophrenia usually
remains for life, though it usually grows less severe
as they age. Psychotic symptoms are popular in
schizophrenic characters.

Scoptophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual pleasure from watching others have
sex. This causes significant distress or impairment
in social, occupational, or other important areas of
functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
5. Whenever a scoptophiliac observes, or has the
chance to observe, others having sex, they must pass
a Drive check at TH 80 to sexually control them-
selves, such as refrain from touching themselves.

Sexual Masochism
Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving the act of being humiliated, beaten, bound,
or otherwise made to suffer. This causes significant
distress or impairment in social, occupational, or
other important areas of functioning,
Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
90. Whenever a sexual masochist participates, or is
likely to participate, in a sexual situation, they must
pass a Drive check at TH 70 to control themselves
and not request to be beaten, bound, humiliated, or
otherwise made to suffer.

Sexual Sadism

Over a period of 5( + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving acts in which the psychological or physical
suffering (including humiliation) of the victim is
sexually exciting to the character. This causes sig-
nificant distress or impairment in social, occupa-
tional, or other important areas of functioning.
Sadists are usually males who receive sexual gratifi-
cation from inflicting injuries on others. In sadists,
retarded ejaculation and impotence are common.
Older, archaic sexual feelings arise in sadists that
would normally be subdued. In the brain, erections
and aggressions are very closely related.

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
70. Whenever a sexual sadist participates, or is likely
to participate, in a sexual or violent situation, they
must pass a Drive check at TH 70 to control them-
selves and not cause pain to evoke their sexual satis-
faction. Those afflicted experience an increase of
2d20 points in Choleric Temperament, and a de-
crease of 2d20 points in Sanguine Temperament.
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Sleepwalking Disorder
This disorder is characterized by repeated
episodes of rising from the bed during sleep and
walking about, usually occurring during the first third
of the major sleep episode. While sleepwalking, the
character has a blank, staring face, is relatively unre-
sponsive to the efforts of others to communicate,
and can be awakened only with great difficulty. Upon
awakening, the character has amnesia regarding the
episode. Each night, those with this disorder have a
10% chance of sleepwalking for 1d100 minutes.
Their actions during sleepwalking episodes are de-
termined by the MM, who may make directional

decisions randomly with the aid of dice.

Somnophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving having sex with a partner who is asleep. This
causes significant distress or impairment in social,
occupational, or other important areas of function-
ing,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
25. Whenever a somnophiliac is near a sleeping char-
acter whom they find attractive (usually, with a Cha-
risma of at least 110), they must pass a Drive check
at TH 70 to control themselves. Otherwise, they
will sneakily and quietly attempt sex with the sleep-
ing character.

Trichotillomania
These characters suffer from an impulse
control disorder that causes them to pull out their
own hair, resulting in notable hair loss. They expe-
rience pleasure, gratification, and relief upon pull-
ing out their hair.

Urophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving the sexual attraction to urine and acts of
urinating. This causes significant distress or impair-
ment in social, occupational, or other important ar-
eas of functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
97. Whenever a urophiliac has a full bladder and
has the potential to be in a sexual situation, they
must pass a Drive check at TH 70 to control them-
selves. Otherwise, they do everything in their power
to be able to urinate on someone, and they are ex-
tremely satisfied if they can urinate in someone’s
mouth. A urophiliac will enjoy using the skill for
Urinating (see Chap. 8: SKills).

Vaginismus

A recurrent or persistent involuntary spasm
of the musculature of the outer third of the vagina
interferes with sexual intercourse. This disturbance
causes marked distress and interpersonal difficulty.
Those afflicted experience a loss of 1d20 points of
Sanguine Temperament. Obviously, vaginismus only
affects females.

Vomerophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving the sexual attraction to the act of vomiting,
This causes significant distress or impairment in
social, occupational, or other important areas of
functioning,

Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases to
100. Whenever a vomerophiliac senses vomit, they
must pass a Drive check at TH 70 to control them-
selves. Otherwise, they begin to sexually touch them-
selves while fantasizing about the vomit.
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Voyeurism
Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving the act of observing an unsuspecting char-
acter who is naked, in the process of disrobing, or
engaging in sexual activity. This causes significant
distress or impairment in social, occupational, or
other important areas of functioning.
Due to this mental illness, the Debauchery
(see Chap. 6: Sociality) of this character increases by
5. Whenever a voyeur observes, or has the chance
to observe, someone naked, disrobing, or engaging
in sexual activity, they must pass a Drive check at
TH 80 to sexually control themselves, such as re-
frain from touching themselves.

Zoophilia

Over a period of (5 + 1d100) months, the
character experiences recurrent and intense sexu-
ally arousing fantasies, sexual urges, or behaviors in-
volving sexual acts with animals. This disorder is
also referred to as bestiality. Zoophilia causes sig-
nificant distress or impairment in social, occupa-
tional, or other important areas of functioning.
Sometimes (01-30%) a character is affected by zoo-
philia regarding only a particular animal, though it
could encompass several fetishes (31-60% regard-
ing 1d6 animals). Popular animals for zoophiliacs
are (1) horses, (2) ponies, (3) donkeys, (4) mules, (5)
goats, (0) dogs, and (7) pigs. 1f appropriate, roll 1d8
to determine the animal listed above. Due to this
mental illness, the Debauchery (see Chap. 6: Social-
ity) of this character increases by 25.
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Random Mental Iliness

Below is a table that allows the MM to randomly determine a mental illness. To randomly select a
mental illness, roll 1d1000 and consult the table below:

Table 5-4: Random Mental Ilinesses

Roll Result Roll Result

001 Abasiophilia 401-405 Narratophilia

002 Acrotomophilia 406-410 Necrophilia
003-011 Anorexia Nervosa 411-420 Noctomania

Chapter 5: 012-050 Antisocial Personality Disorder 421-450 Nymphomania (female only)
s 051 Autoabasiophilia 451460 | Obsessive-Compulsive Disorder

052-91 Avoidant Personality Disorder 461-470 Obsessive-Compulsive Personality
92-100 Bipolar Disorder 471-475 Oniomania
101-120 Borderline Personality Disorder 476-480 Onomatomania
121-122 Callomania 481-500 Panic Disorder

123 Choreomania 501-550 Paranoia
124-128 Coprophilia 551-570 Paranoid Personality Disorder
129-133 Dementia 571-590 Pathological Gambling
134-140 Dependent Personality Disorder 591-600 Pedophilia
141-145 Depersonalization Disorder 601-700 Phobia
146-250 Depression 701-710 Post-Traumatic Stress Disorder
251-255 Dissociative Fugue 711-730 Psychosis
256-260 Dissociative Identity Disorder 731-760 Pyromania
261-265 Eleuthomania 761-800 Raptophilia
266-270 Hgomania 801-849 Satyromania
271-275 Erotomania 850-864 Schizoid Personality Disorder
276-280 Erotophonophilia 865-894 Schizophrenia
281-285 Esthesiomania 895-899 Scoptophilia
286-300 Exhibitionism 900-924 Sexual Masochism
301-305 Formicophilia 925-949 Sexual Sadism
306-310 Frotteurism 950-971 Sleepwalking Disorder
311-330 Generalized Anxiety Disorder 972-973 Somnophilia
331-335 Histrionic Personality Disorder 974-975 Trichotillomania
336-340 Hypersomnia 976-977 Urophilia
341-345 Hypoxyphilia 978 Vaginismus (female only)
346-350 Intermittent Explosive Disorder 979 Vomerophilia
351-370 Kleptomania 980-989 Voyeurism
371-390 Mania 990-998 Zoophilia
391-395 Megalomania 999 Reroll once
396-400 Narcissistic Personality Disorder 1000 Reroll twice
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Chapter 6: Sociality

Sociality, here, means the social factors of the character, such as socio-economic status (SES) or
social class, how many brothers and sisters exist, whether the parents were legally married at the character’s
birth, wealth, education, and many other such social factors. Beyond information relevant to character
creation, information pertaining to society in general explains customs, chivalry, courtly love, communi-
ties, governments, systems of justice, and more.

Society
Unless the MM declares otherwise, all characters have been raised in a society of their race, except
for anakim, who are raised in a human society. Some ogres and trolls have no society. Information on
each society is presented later in this chapter.

Birthday
To determine a character’s birthday in a format of (month/day/year), simply apply the following
formula {1d12 / [(1d12 + 1d20) - 1] / [5100 - age]}.

Birth Status

To many, whether or not a character’s parents were legally married is an important factor worthy
of note. If born the result of rape, such as with the vast majority of anakim, the child is obviously a
bastard. Ogres and trolls do not have a marriage ceremony. Otherwise, roll 1d100 and consult the
following table:

Roll Status Modifier for Social Class (see below)
01-20 lligitimate (bastard) -2
21-100 | Legitimate -
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Social Class

Roll 1d100 and consult the following table
that is appropriate to the race of the character. A
character’s initial financial savings is determined by
their social class.

Slave - A slave has no social class or legal
rights. For more information on slaves, see Chapter
7: Occupations. To purchase slaves, see Chapter 9: Equip-
ment.

Peasant - A peasant is any character who is
not free. Different than a slave, a peasant has some
rights. Peasants do not live in towns or cities, only
hamlets and villages. Peasants may be considered
lower class.

Serf - A setf is a free character. In human
societies, very few serfs live in hamlets or villages,
most live in towns or cities. Serfs may be consid-
ered middle class.

Noble - A noble is a free character from a
wealthy family. Nobles may be considered upper
class, and most do not work for a living.

Royalty - A royal character is a free charac-
ter from a wealthy family. Moreovet, a royal charac-
ter has authority over members of society. This
authority is either inherited or granted. Royalty is
upper class.

Bugbear

Roll |Social Class|Starting Funds| Education
<11 [Slave Clothes on back Illiterate
11-20 | Slave 1d4 s.p. lliterate
21-30 | Slave 1d6 s.p. lliterate
31-40 [ Slave 1d8 s.p. Illiterate
41-50 [ Peasant Clothes on back Miterate
51-60 | Peasant 1d4 s.p. Mliterate
61-70 [ Peasant 1d6 s.p. Illiterate
71-80 [ Peasant 1d8 s.p. Illiterate
81-94 [ Peasant 1d10 s.p. Mliterate
95-97 | Serf 1d20 s.p. Iliterate
98-99 | Serf 1d100 s.p. Literate

100 | Royalty 2d100 s.p. Literate

Dwarf*

Roll [Social Class|Starting Funds| Education
<11 [Setf Clothes on back Literate
11-20 | Serf 1d6 s.p. Literate
21-30 | Serf 1d8 s.p. Literate
31-40 | Serf 1d10 s.p. Literate
41-50 | Serf 1d12 s.p. Literate
51-60 | Serf 1d20 s.p. Literate
61-70 | Serf 1d100 s.p. Literate
71-80 | Serf 1d1000 s.p. Literate
81-94 | Serf 2d1000 s.p. Literate
95-97 | Serf 3d1000 s.p. Literate
98-99 | Nobility 4d1000 s.p. Literate

100 | Royalty 5d1000 s.p. Literate

*Brown dwarves do not receive starting funds.

Elf
Roll [Social Class|Starting Funds| Education
<11 |Serf Clothes on back Literate
11-20 | Serf 1d4 s.p. Literate
21-30 | Setf 1d6 s.p. Literate
31-40 | Serf 1d8 s.p. Literate
41-50 | Serf 1d10 s.p. Literate
51-60 | Serf 1d12 s.p. Literate
61-70 | Serf 1d20 s.p. Literate
71-80 | Serf 1d100 s.p. Literate
81-94 | Setf 2d100 s.p. Literate
95-97 | Serf 3d100 s.p. Literate
98-99 | Nobility 5d100 s.p. Literate
100 | Royalty 1d1000 s.p. Literate
Human*

Roll [Social Class|Starting Funds| Education
<11 |Slave Clothes on back Illiterate
11-20 | Slave 1d4 s.p. Illiterate
21-30 | Slave 1d6 s.p. Illiterate
31-40 | Peasant Clothes on back Illiterate
41-50 | Peasant 1d10 s.p. lliterate
51-60 [ Peasant 1d12 s.p. Illiterate
61-70 [ Peasant 1d20 s.p. Illiterate
71-80 | Peasant 2d20 s.p. Literate
81-94 | Serf 1d100 s.p. lliterate
95-97 | Serf 2d100 s.p. Literate
98-99 | Nobility 3d100 s.p. Literate
100 | Royalty 5d100 s.p. Literate

*Anakim receive a modifier of - 20 to Social Class.
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Birthplace
Roll 1d100 and consul the following table
that is appropriate to the race and social class of the

<11 |Slave Clothes on back | Hliterate character: All dwarves and elves are born in their
11-20 | Slave 1d4 s.p. Illiterate kingdom.
21-30 | Slave 1d6 s.p. lliterate
31-40 [ Slave 1d8 s.p. Illiterate
41-50 | Slave Clothes on back Illiterate
51-60 | Slave 1d4 s.p. Illiterate
61-70 [ Peasant 1d6 s.p. Illiterate
;1—%932 geasant 121121305.13. ﬂ}%temte 0120 | Hamlet
- easant s.p. iterate -
95-97 | Peasant 1d20 s.p. Iliterate B Vil
9899 [ Serf 14100 sp. iterate SLS00R Town
100 | Royalty 3d100 s.p. Literate 6190 |City
91-100 | Capitol City

<11 |Slave Clothes on back Illiterate
11-20 | Peasant 1d4 s.p. Tlliterate 01-33 [Hamlet
21-30 | Peasant 1d6 s.p. lliterate 34-66 | Village
31-40 | Peasant 1d8 s.p. Mliterate 67-100 | Town
41-50 | Peasant 1d10 s.p. lliterate
51-60 [ Peasant 1d12 s.p. Tlliterate
61-70 [ Peasant 1d20 s.p. Illiterate
71-80 [ Peasant 1d100 s.p. Illiterate
81-94 | Peasant 2d100 s.p. lliterate
95-97 | Peasant 3d100 s.p. Iliterate 01 ot
98-99 [ Peasant 4d100 s.p. Tlliterate 02 Village
100 | Peasant 5d100 s.p. Illiterate 03 G—
04-80 | City
81-100 | Capitol City

<11 [Slave 1d4 s.p. Illiterate
11-20 | Slave 1d6 s.p. Literate 01-70 |City
21-30 | Slave 1d8 s.p. Literate 71-100 | Capitol City
31-40 | Slave 1d10 s.p. Literate
41-50 | Peasant 1d12 s.p. Literate
51-60 [ Peasant 1d20 s.p. Literate
61-70 [ Peasant 1d100 s.p. Literate
71-80 [ Peasant 1d1000 s.p. Literate
81-94 | Peasant 2d1000 s.p. Literate 01-20 [ Hamlet
95-97 | Serf 3d1000 s.p. Literate 21-40 | Village
98-99 | Serf 4d1000 s.p. Literate 41-60 | Town

100 | Royalty 5d1000 s.p. Literate 61-80 | City

81-100 | Capitol City
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Ogre Slave and Peasant
Roll Birthplace
01-90 | Hamlet
91-100 | Village
Siblings

Siblings are to be determined by rolling
1d100 and consulting the following table. Anakim

Marital Status

Marriage' is the union of an adult male and
female for life. Not all races value marriage; kobolds,
ogres, and trolls do not recognize matrimony. For
those who do, most characters marry young. The
following odds apply to both newly created charac-
ters as well as other characters in general. Roll 1d100
and consult the following table to determine a
charactet’s marital status:

do not have siblings, bugbears receive a modifier of Roll Marital Status
- 10, dwarves - 25, elves - 25, kobolds + 5, ogres - 01 Divorced
20, and trolls - 15: 02-03 Separated
04-43 | Unhappily Married
Roll Siblings 44-83 | Single
01-10 | Only child 84100 | Happily Married
11-30 1d6 brothers
3165 | 1d6 sisters Most characters marry young. By law, a hu-
66-86__| 1d4 brothers and 1d4 sisters man bride must be twelve and a human groom must
87-95 | 1d6 brothers and 1d6 sisters be fourteen. Bugbears have no law concerning age,
ZOSIO0RN 1 d8 brothers and 1d8 sisters but females are usually at least fourteen and males at

Birth Rank

Observe the table above and roll an appro-
priate die to determine the birth rank of the char-
actet. If there is an odd number, such as 3 broth-
ers, use the closest die that is large enough, and reroll
any numbers that are too large, such as a 4 on a d4
regarding 3 brothers.

Artwork Here

least twenty. For dwarves and elves, marriage is le-
gal once the female is in puberty and the male in
young adulthood (see Chap. 3: Body). In less than
15% of human cases, the husband is younger than
the wife.

Marriage is recognized between slaves and
all social classes. However, no culture condones an
inter-racial marriage. Nonetheless, some inter-ra-
cial couples have fallen in love and pledged their
lives to each other, and some have found or coerced
a priest into legally marrying them.

The marriage of noble females is very dif-
ferent from peasants. With peasant females, per-
sonal choice and attraction are factors, and marriage
commonly followes pregnancy. The marriages of
noble females are too important to be left to predi-
lection. Also, females should not be disparaged,
meaning married to a character of lower social class.

Across cultures, the norm is that a marriage
is arranged by the parents, though consent is em-
phasized. Bugbear culture, however, does not care
about the consent of the bride.

1. Information on marriage has been referenced from Life in a Medieval Castle, Life in a Medieval City, Life in a Medieval

Village, Medieval Prostitution, and Reign of the Phallus. For more information, see the References section at the end of this

book.
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Marriage ceremonies differ depending on
the deity and their religion, as well as the race or
species. There is no special bridal costume. She
simply wears her best clothes. The groom is also
dressed in his best. Most weddings are public events
and the ceremonies are detailed. By making a wed-
ding a public event, social pressure may help to en-
sure the duration of the marriage.

Males are valued far more than females. For
this reason, a dowry exists. A dowry is a fund that
the family of the bride pays the groom to take the
daughter.

A custom of some human villages is to an-
nually auction all marriageable females. The money
attained from the sale of the beautiful females goes
into a local fund, which later serves as a dowry to
ensure that the more homely females marry as well.

A wife is the property of her husband.
However, a wife is allowed the right to sue her hus-
band, represent herself in court, and own property.
However, a wife cannot plead in court without her
husband or make a will without his consent.

Nonetheless, the dominant understanding
of marriage is that two characters dedicate their lives
to each other, remain faithful, and raise a family as a
result of their love. Even though the wife is prop-
erty, it is still ideal to have a relationship defined by
respect, passion, and intimacy. Married characters
are expected to treat each other with respect, and
many human husbands and wives only refer to each
other as Sir and Madam.

Bugbear society considers marriage differ-
ently from human society. Bugbears truly consider
a wife to be the property of her husband. She is
not allowed to leave the house and has no legal rights.
Although a female is given a name at birth, no other
bugbears ever address a wife by her name. Instead,
such an address refers to her as property.

Except for white dwarves and light elves,
wife-beating is common and corporeal punishment
is the norm. Arguably, wives do not necessarily get
the worst of it. Husbands rarely have mastery over
their wives; nearly everywhere wives dominate their
husbands.

Due to the unified influence of both reli-
gion and government, human characters rarely get
divorced. Divorce is only permitted on the grounds
that the union has broken one of three laws of
marriage: age, consent, or incest.

Adultery is a crime against marriage. If a
wife commits adultery, then she is often disgraced
and repudiated, and her lover is mutilated or killed.
Adultery with the wife of royalty is considered trea-
son.

If a husband dies, the widow inherits one-
third of his worldly possessions. The remainder
goes to the local ruler.
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Language
A language is a means of communicating by
manipulating symbols. For meaningful

communicaton to occut, the meaning of the sym-
bols must be understood by both the sender and
the reciever of the communication. Each language
consists of a series of symbols known as an alpha-
bet. The alphabet for each language is appropriate
to the speech capabilities of its race or species. If a
language is learned that belongs to a different spe-
cies, then no matter how fluent a character becomes
in it, it will always be obvious to those of the origi-
nal species.

As a language is developed, rules emerge to
guide those who communicate with it. Various types
of rules emerge, such as grammatical, syntactical,
and stylistic conventions.

Following are a list of languages that char-
acters may both learn to speak and encounter as
they adventure.

Angelic - This is a language that has pro-
gressed through three alphabets. The current al-
phabet has 22 letters. The alphabet is: Cheth, Zain,
Vau, He, Daleth, Gimel, Beth, Aleph, Samech, Nun,
Mem, Lamed, Caph, Iod, Theth, Tau, Schin, Res,
Kuph, Zade, Pe, and Ain. The characters consist
of lines and often small circles. Naturally spoken
Angelic occurs at frequencies higher than human
ears are capable of hearing. Angelic is character-
ized by infinite irregularities, perhaps making it the
most difficult language, along with Demonic. For
this reason, characters are unable to learn Angelic.

Cigan - This is a simple, guttural language.
Cigan is a language of few words, and those who
speak it often have difficulty expressing themselves.
Few rules exist in Cigan. Cigan mostly has small
words of no more than five letters. Larger words
are typically the combination of two smaller words.
This language has only nouns and verbs; for example,
no adjectives or adverbs exist. Cigan is very differ-
ent from Underworld, since Cigan has some soft
sounds and it is predominantly guttural. Those flu-
ent in Cigan are able to growl and snarl. Cigan is
also different from Kobold, namely because Cigan
has no clicking sounds. Because this language is so
simple, it has been around since ancient times.

Demonic - This language belongs to im-
mortal and immoral beings. The most common let-
ter is an inverted pentagram, which symbolizes the
power to dominate nature. Naturally spoken De-
monic occurs at frequencies lower than human ears
are capable of hearing. Demonic is characterized
by infinite irregularities, perhaps making it the most
difficult language, along with Angelic. For this rea-
son, characters are unable to learn Demonic.

Dragon - Since dragons were the first mor-
tal creatures of the world, their language is also the
oldest language of the world. When spoken, the
language of dragons sounds merely like a loud roar
to those who are unfamiliar. To those familiar with
Dragon, the roar contains numerous nuances of a
very fine degree. Dragon is guttural, but it also con-
tains a plethora of rules. Only characters with a
Language Intelligence and Enunciation of at least
130 have the ability to learn introductory Dragon.
While a dragon may laugh or be offended when a
humanoid attempts to speak its language, if the hu-
manoid has the ability and the fluency, then the
dragon will understand them even though their voice
cannot possibly go low enough.

Dwarven - This language is difficult to learn
due to the numerous rules. Each verb and noun
must be adjusted to the context of the sentence in
which it is inserted. Dwarven developed from
Kobold by eliminating the guttural and clicking
sounds, and adding parts of speech such as adjec-
tives and adverbs. Though it is harsh, this language
allows for better expression than Kobold.

Elven - An ancient tongue, Elven does have
its share of rules, but more than anything it may be
characterized as a capricious language that is beauti-
ful and seems to flow beautifully. Instead of being
concerned with grammatical and syntactical rules,
those who speak Elven are more concerned with
stylistic conventions and clever manipulations
thereof. Elven developed from Kobold by elimi-
nating the guttural and clicking sounds, and adding
parts of speech such as adjectives and adverbs.
Words are pronounced so softly, they almost seem
whispered even when voiced loudly.
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Ephesia Grammata - This is the language
and scripture of ceremonial magic. Oftentimes when
spells are cast, these phrases must be uttered with
precision. Familiarity with this language does not
assist a mage in casting spells more fluently, but it
does assist them in magical research. When the sym-
bols are viewed, Ephesia Grammata is often con-
fused with Angelic. However, the languages are very
different. The rules of Ephesia Grammata are fairly
extensive, but the irregularities are few so it may be
mastered as long as the student has ability and pa-
tience.

Kobold - This language developed from its
predecessor, Cigan. Kobold has no soft sounds and
is guttural. Many words are longer than five letters.
A characteristic feature of Kobold is a clicking sound
produced by the tongue. Even though words are
usually larger in Kobold than words in Cigan, the
Kobold language typically has sentences of only
three words: subject, verb, and object.

Sapian - This is the language of humans.
While local variations exist, with a little effort, most
who speak Sapian can understand each other. Sapian
is the most common language in use. Sapian has an
alphabet with 26 letters. The rules of Sapian are
fairly simple so it is easy to learn, though a number
of irregularities make the language somewhat diffi-
cult to master. Sapian is also called Common, since
it is the language used most by sentient beings of
the world.

Underworld is a language that is spoken in
some regions of the lower planes of existence.
Moreover, it is the most common language below.
Underworld is easy to learn. The words are small,
typically no longer than five letters, though Under-
world is thoroughly unrelated to Cigan or Kobold.
Larger words are uncommon, but when they do
occur they are merely the union of two smaller
words. The rules of Underworld are few, and hardly
any irregularities exist. Underworld is not guttural
like Cigan, but simply harsh. No soft sounds exist
in Underworld. Those below who do not have the
ability to learn a complicated language like Demonic,
simply learn Underworld. In fact, Underworld de-
veloped by those unable to speak Demonic.

Sexuality

The preference for a type of sexual partner
is sexuality. Heterosexuals prefer the opposite sex
and are the social norm. Homosexuals prefer the
same sex. Bisexuals enjoy both sexes equally. Fi-
nally, asexuals prefer to avoid sexual encounters al-
together. To randomly determine a character’s sexu-
ality, roll 1d100 and consult the table below:

Sexuality Modifiers

Race Modifier
Anakim +1
Bugbear + 5
Dwarf +5
Elf -5
Human -
Kobold +5
Ogre +5
Troll +5
Ability Modifier

Male Strength over 130
Male Strength under 70
Female Strength over 115
Female Strength under 55

+ 1 for every 5 Strength over
- 1 for every 5 Strength under

- 1 for every 5 Strength over
+ 1 for every 5 Strength under

Body Modifier
Female w/A or AA cups -4
Female w/D or DD cups + 4
Sexuality
Roll Sexuality
<02 Asexuality
02-03 | Homosexual !
04-05 | Bisexual
>05 Heterosexual

Artwork Here

1. Percentages of homosexuality were estimates reported in Microsoft Encarta Encyclopedia, listed under Homosexuality.
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Debauchery

Debauchery is the willingness of a charac-
ter to indulge sexual desire. Some characters refuse
all sex, while others are willing to do anything. A
Debauchery Score cannot fall below 1 or rise above
100. When role-playing sexual encounters, such as
when a character enters a brothel, it is useful to know
the degree of debauchery of the character and the
whore. Roll percentile dice, consider the gender of
the character, and consult the following table to de-
termine debauchery. Each character is generally will-
ing to do whatever the result and all acts below it,
but refuses to do what is above the result.

Debauchery Modifiers
Roll Modifier

Anakim + 30
Bugbear -

Dwarf -10
LIf - 10
Human -

Kobold + 10
Ogre - 10
Troll +10

Male Debauchery

Roll Result

01 Refuse all sex

02 Receive handjob

03 Receive oral sex

04 Give vaginal sex
05-25 Give fingering
26-50 Give oral sex
51-60 Entertain multiple partners
61-70 Give anal sex
71-80 Give pain
81-87 Urinate on partner
88-90 Be bound

91 Receive pain
92-94 Be urinated on
95-96 Defecate on partner

97 Be defecated on

98 Drink urine

99, Eat defecation

100 Do anything

Offspring Number

To determine the number of births per preg-

nancy', collect several ten-sided dice, roll
1d10,000,000 and consult below:
Female Debauchery i

Roll Result Offspring Number
01-05 Refuse all sex Roll Result
06-10 Give handjob 0000001 Quintuplets
11-15 Give oral sex 0000002-0000088 Quadruplets
16-20 Give oral sex and swallow 0000089-0007658 Triplets
21-25 Receive fingering 0007659-0666161 Twins
26-55 Receive vaginal sex 0666162-10000000 Single
56-60 Receive mammary sex
61-65 Receive oral sex
66-70 Entertain multiple partners Offsp”ng Gender
;;;? gw]: palg To determine whether or not a newborn
7601 che?jenanal - child is male or female, roll 1d100 and consult be-
92-93 Urinate on partner low:

94 Receive pain

95 Be urinated on Roll Result

96 Defecate on partner Anakim + 10

97 Be defecated on Ogre + 10

98 Drink urine Troll + 10

99 Eat defecation Roll Offspring Gender

100 Do anything <53 Female

>52 Male

1. Proportions of multiple births are referenced from Microsoft Encarta Encyclopedia, listed under Multiple Birth.
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Offspring Becoming Characters

Should it be necessary to determine abilities
and bodily features of offspring, their abilities and
bodily features are determined as adults, just as with
player characters. Thereafter, the offspring charac-
ter may be modified according to age category as
necessary.

However, the parents do impact their off-
spring. For each ability, determine the average of
the relevant ability betweeen the mother and father.
This is the basis of the ability of the offspring, From
here, the basis may be modified. Roll 1d100 and
consult below:

Roll Result
01 Decrease by (80 + 1d20)%
02-04 Decrease by (60 + 1d20)%
05-10 Decrease by (40 + 1d20)%
11-22 Decrease by (20 + 1d20)%
23-48 Decrease by (1d20)%
49-52 No Change
53-77 Increase by (1d20)%
78-90 Increase by (20 + 1d20)%
91-96 Increase by (40 + 1d20)%
97-99 Increase by (60 + 1d20)%
100 Increase by (80 + 1d20)%

Perform the same routine as above for
height, weight, most attractive/repulsive features,
skin color, hair color, hair thickness & type, eye color,
vision, and appropriate sexual features. Rare fea-
tures may correlate as well.

Artwork Here

Chivalry

Chivalry is a system of knighthood. Not
every culture or religion honors chivalry. While only
moral knights are required to live by the code of
chivalry (outlined below), the uneducated masses
often romanticize its tenets.

For more information on the occupation of
being a knight, see Chapter 7: Occupations. From the
moment of being knighted, a knight must observe
the following code of chivalry or the local ruler may
rescind his status as a knight, among other punish-
ments.

The Ten Commandments
of the Code of Chivalry

Below are ten core tenets of the code from
which no knight may falter without incurring a se-
vere penalty. Inconsistencies may arise depending
on the religion to which the knight adheres. When
an inconsistency arises, consult the MM.

itz Thou shalt believe all that thine religion

teaches, and shalt observe all its directions.
23 Thou shalt defend thine religion.

5y Thou shalt respect all weaknesses, and shalt
constitute thyself the defender of them.

4. Thou shalt love the country in which thou
wast born.

5. Thou shalt not recoil before thine enemy.

0. Thou shalt make war against the infidel

without cessation, and without mercy.

7. Thou shalt perform scrupulously thy feu-
dal duties, if they be not contrary to the laws
of thine god.

8. Thou shalt never lie, and shall remain faith-
ful to thy pledged word.

9. Thou shalt be generous, and give largess to
everyone.

10. Thou shalt be everywhere and always the

champion of the ethical and the moral
against unethicality and immorality.
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The Code of Chivalry .

The following list constitutes every chivalric
ideal. If a knight breaks any of the following, con-
sequences may range from insignificant to severe,
and may vary according to the religion to which the
knight adheres, circumstances regarding the local
ruler or country, etc. When in doubt, consult the

MM. ‘
. Live to serve king and country. ‘
. Live to defend crown and country and all it *
holds dear.
. Live one’s life so that it is worthy of respect °
and honor. ¢
. Live for freedom, justice and all thatis good. *
. Never attack an unarmed foe. ¢
. Never use a weapon on an opponent not °
equal to the attack. °
. Never attack from behind. X
. Avoid lying to your fellow man. 4
. Avoid cheating. ;
. Avoid torture. g
. Obey the law of king, country, and chivalry. *°
. Administer justice.
. Protect the innocent. ¢
. Exhibit self-control.

Show respect to authority.

Respect women.

Exhibit courage in word and deed.

Defend the weak and innocent.

Destroy evil in all of its monstrous forms.

Crush the monsters that steal our land and
rob our people.

Fight with honor.

Avenge the wronged.

Never abandon a friend, ally, or noble cause.

Fight for the ideals of king, country, and
chivalry.

Die with valor.

Always keep one’s word of honor.

Always maintain one’s principles.

Never betray a confidence or comrade.

Avoid deception.

Respect life and freedom.

Die with honot.

Exhibit mannets.

Be polite and attentive.

Be respectful of host, women, and honor.

Loyalty to country, King, honor, freedom,
and the code of chivalry.

Loyalty to one’s friends and those who lay
their trust in thee.

Artwork Here
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Courtly Love

Courtly love' is an idealized and often illicit
form of love in which a knight or courtier devotes
himself to a noblewoman who is usually married
and feigns indifference to preserve her reputation.
Just as with chivalry, the uneducated masses often
romanticize courtly love. Not every culture prac-
tices courtly love, but of those that do, the twelve
chief rules in love are known by virtually everyone.

The Twelve Chief Rules in Love
If the following rules in love are not ob-
served by a knight or courtier, they may not be con-
sidered to be experiencing genuine courtly love, ei-
ther by themselves or others.

. Thou shalt avoid avarice like the deadly
pestilence and shalt embrace its op-
posite.

. Thou shalt keep thyself chaste for the sake
of her whom thou lovest.

. Thou shalt not knowingly strive to break up

a correct love affair in which some-
one else is engaged.

. Thou shalt not choose for thy love anyone
whom a natural sense of shame for-
bids thee to marry.

. Be mindful completely to avoid falsehood.

. Thou shalt not have many who know of thy
love affair.

. Being obedient in all things to the commands
of ladies, thou shalt ever strive to ally
thyself to the service of love.

. In giving and receiving love’s solaces let
modesty be ever present.

. Thou shalt speak no evil.

. Thou shalt not be a revealer of love affairs.

. Thou shalt bein all things polite and cour-
teous.

. In practicing the solaces of love thou shalt

not exceed the desires of thy lover.

The Art of Courtly Love

In cultures that practice courtly love, com-
mon folk, as well as knights and courtiers, may prac-
tice the art of courtly love, hoping to demonstrate
their genuine love for another, by observing the fol-

lowing:

. Marriage is no real excuse for not loving,

. He who is jealous cannot love.

. No one can be bound by a double love.

. Itis well known that love is always increas-
ing or decreasing.

. That which a lover takes against the will of
his beloved has no relish.

. Boys do not love until they reach the age of
maturity.

. When one lover dies, 2 widowhood of two
years is required of the survivor.

s No one should be deprived of love without
the very best of reasons.

. No one canlove unless he is propelled by
the persuasion of love.

. Love is always a stranger in the home of
avarice.

. Itis not proper to love any woman whom
one would be ashamed to seek to
marty.

2 A true lover does not desire to embrace in
love with anyone except his beloved.

. When made public love rarely endures.

. The easy attainment of love makes it of
little value: difficulty of attainment
makes it prized.

. Every lover regularly turns pale in the pres-
ence of his beloved.

. When a lover suddenly catches sight of his
beloved his heart palpitates.

. A new love puts an old one to flight.

. Good character alone makes any man wor-
thy of love.

If love diminishes, it quickly fails and rarely
revives.

. A man in love is always apprehensive.

. Real jealousy always increases the feeling of
love.

. Jealousy increases when one suspects his
beloved.
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He whom the thought of love vexes eats
and sleeps very little.

Every act of a lover ends in the thought of
his beloved.

A true lover considers nothing good except
what he thinks will please his be-
loved.

Love can deny nothing to love.

Alover can never have enough of the so-
laces of his beloved.

A slight presumption causes a lover to sus-
pect his beloved.

A manwhois vexed by too much passion
usually does not love.

A true lover is constantly and without inter-
mission possessed by the thought of
his beloved.

Nothing forbids one woman being loved by
two men or one man by two women.

Artwork Here

Demographics and Occupational Level
While occupations of adventurers are de-
scribed in the next chapter, the occupational level
of both ordinary people as well as adventurers usu-
ally correlates well to the population. Observe the
table below to determine by occupational level where
an individual ranks in a random population:

. Percentile in | Number Per
Occupational .
a Random Million In
Level . .
Population Population

1 50% 500,000

2 76% 237,857

3 86% 131,072

4 93%, 65,536

5 96% 32,768

6 98% 16,384

7 99.18% 8,192

8 99.59% 4,096

9 99.79% 2,048

10 99.89% 1,024

11 99.94% 512

12 99.974% 256

13 99.987% 128

14 99.993% 64

15 99.9968% 32

16 99.9984% 16

17 99.9992% 8

18 99.9996% 4

19 99.9998% 2

20 99.9999% 1

For instance, out of a million individuals in
a given population, there are roughly eight thousand
characters with an occupational level of seven, and
they rank in the top percent. Similarly, half the char-
acters met randomly are of the lowest occupational
level.

This table may be used in conjunction with
a table in Chapter 7: Occupations so that the average
number of a given occupation may be determined
within certain cultures.
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Customs

While different societies differ in many ways,
some customs are common across cultures.

All cultures burn their dead; the dead are
not embalmed or buried. The dead are burned be-
cause after time, they smell. Some cultures gather
the dead into a pile and burn the corpses, while oth-
ers send the corpses out on burning ships.

Artwork Here
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Communities

Ranging in size from hamlets to capitol cit-
ies, many characteristics of communities vary widely.
Communities are outlined according to size below.

Hamlet
A universal standard, hamlets are comprised
of no more than a hundred characters, usually a col-
lection of a few families. Hamlets are too small to
have a guild, temple, or a local lord, though a shrine
or two may be present. Hamlets never have walls
and are constantly rebuilt.

Village

Villages have from 100-1,000 characters.
Most villages are too small to have guilds, may have
a local lord and a temple or two, and probably have
several shrines. If guilds or lords do exist here, they
are likely to be negligible in quality and service. In
rare exceptions, villages may have walls and are con-
stantly rebuilt.

Town
Towns have a population between 1,000 and
10,000. Towns typically have a handful of guilds,
temples, and a local lord of some sort such as a
baron, depending of course on the state. Towns
usually are not walled.

City
Cities have at least populations of 10,000.
Cities have numerous guilds, temples, and at least
one local lord such as a duke. Predominantly, cities
are walled and have a castle, citadel, or fortress of
some type.

Capitol
Capitol cities are the seats of governmental
power to a state, usually being the size of a large
city. Capitol cities are almost always walled, some-
times having multiple walls, and very well defended.
It seems that anything can be found for the right
price or if searched for diligently in a capitol city.

Governments

A government is an authoritative unit that is
organized to control masses of characters, and is
usually classified according to the distribution of
power within it. Following are the definitions of
several forms of government that may be used by
the MM to add realism to a gaming world.

Anarchy
The antithesis to all governments, propo-
nents of anarchy prefer a lack of government,
prefering chaos to order and nature to civilization.

Autocracy
A government wherein one character pos-
sesses unlimited power is an autocracy. Oftentimes,
autocracies are often called dictatorships. If the
character with unlimited power centralizes their con-
trol, this form of government may be called totali-
tarianism.

Aristocracy
This is a government wherein the power is
vested in a minority consisting of those thought to
be best qualified to rule.

Bureaucracy

A bureacracy is a government wherein the
power lies with numerous departments and their
heads. It is a systematic administration character-
ized by the specialization of functions. Bureacracies
are often criticized as an overabundance of govern-
ment consisting of too many clearly demarcated laws
and statutes.

Confederacy

Usually a political balancing act, a confed-
eracy is a government consisting of many smaller
units that cooperate, yet prefer to remain indepen-
dent or distinct.
states. Unfortunately, the units often do not coop-

Sometimes these units are called

erate and are subject to divisiveness.
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Communism
A government wherein the state owns all
property and distributes wealth equally is a commu-
nist government.

Democracy

A government wherein the general popu-
lace rules is a democracy. Each member of the popu-
lace is able to directly vote for policies. Note that
this is different from a republic. Oftentimes, a gov-
ernment in the form of a republic will declare itself
to be a democracy because it appeals to the people