STAR FRONTIERS: Fantasy Frontiers

INTRODUCTION

STAR FRONTIERS: Fantasy Frontiers uses the rule framework from the original STAR FRONTIERS game to create a setting where knights battle each other, mages vie for power, and dangerous monsters threaten the emerging civilizations.  

The rule mechanics of STAR FRONTIERS is a very flexible platform for role-play.  This is not so much an attempt at redesigning the Star Frontiers rules, but more of an accessory to the original Alpha Dawn Rule Set.  As such, this is written to be as compatible as possible with the original Alpha Dawn game rules, but at the same time it is written as a separate campaign setting altogether.  A character from a conventional STAR FRONTIERS campaign should be virtually interchangeable with character from a Fantasy Frontiers setting.  If the referee creates a campaign with dimensional travel, time travel, or something similar, then characters from one setting should be able to pick up skills and abilities from the alternate setting.  

Most of the rule changes to follow are continuations, extrapolations, and only minor modifications to the existing rule framework or pre-existing optional rules.  Some concepts such as additional skills come from the Zebulon’s Guide, but even then, those rules have been retrofitted back to Alpha Dawn rule standards when possible.  Other sources of inspiration such as Gamma Dawn, the mentalist primary skill area, and armor concepts were also referenced at times.  Visit the Star Frontiersman site for re-mastered copies of the basic Alpha Dawn rules as well as other valuable rule references such as Knight Hawks, Gamma Dawn, and the Star Frontiersman webzine.

Although magic in a variety of forms has been included in this presentation, a referee could simply limit or remove those aspects to create a ‘low-tech’ STAR FRONTIERS campaign.  Whenever possible, campaign details are only lightly touched on, and are only presented as options for getting a campaign running quickly.  As always, you are free to make this ‘your own’ and apply whatever changes you feel are necessary for you and your players.

X EXPAND AND REWRITE INTRO – MORE DETAILS, MORE INSIGHT INTO DEVELOPMENT… BASICALLY MORE HYPE.  
THE WORLD AND COMMON ORIGINS

The standard races from the STAR FRONTIERS game can be used in a Fantasy Frontiers campaign with just a few changes to reflect an alternate history where all the races develop on a common fantasy world of magic and monsters.  Referees can also choose to utilize more traditional fantasy races if desired.

X INSERT ALTERNATE CAMPAIGN DESCRIPTION AND HISTORY.  XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX.

RACES

Races form the cultural baseline for characters.  Players must choose a raceThe standard races from the STAR FRONTIERS game can be used in a Fantasy Frontiers campaign with just a few changes to reflect an alternate history where all the races develop on a common fantasy world of magic and monsters.  Referees can also choose to utilize more traditional fantasy races if desired.
The STAR FRONTIERS Races – The very original races from the classic STAR FRONTIERS game can be utilized to craft a wonderfully different type of fantasy setting.  Human castles dot the land, sometimes encroaching on the forested tribal lands of the fierce Yazirians.  Cavernous realms of oozes and slimes are the domain of the normally peaceful Dralasites, while the Vrusk magically maintain strict control over their insect infested marshes and swamps.  A delicate balance is only tenuously maintained until the relative peace is threatened by the emergence of the Sathar from dark places deep within the earth.  Wielding strange powers of the mind and foul necromantic magic, the Sathar seem intent on the subjugation of the entire world.

Apply the following changes to the original STAR FRONTIERS races to fit them into the medieval and/or fantasy milieu.  As always, referees are free to make changes whenever appropriate for their own campaigns.  The information presented here is for facilitating a quick start to a fantasy style campaign.

· Human – Humans are the dominant race in the basic Fantasy Frontiers campaign.  

· Dralasites – Remove detect lie racial ability.  Add command ooze ability.  

· Vrusk – the ‘smart’ race.  Arcane magic comes naturally to Vrusk.  Comprehension ability may be added to chance to decipher and learn rival mage spell skills (see magic below).  – Think elves/fey/centaur but without the nature connotation.  Excellent archers and magic practitioners.

· Yazirians – physically as is, cultural changes to reflect a noble barbarian type of culture, nature/druidic style faith system and associated nature magic being the norm.

· Sathar (referee only) – Psionics and Necromancy prevalent.

Iconic Fantasy Races – Some Referees might want to create a more classic fantasy type setting without the campaign influence of a standard STAR FRONTIERS game, other than the basic rules framework.  To help facilitate such a Referee, a more traditional set of fantasy style races follows can be utilized.

· Human (flexible characters, unchanged)

· Dwarf (warrior/miner/tinker/technologist)

· Fey/Elvish (magic/finesse fighting/archery)

· Goblinoid (depending on type, sneaky or brute, foul magics, shamanism)

· Other
MAGIC OVERVIEW

Magic Overview:  these are tentative ideas, likely needing refinement over time as I work out details.  Exact numbers are suspect for change, as well as the cost requirements.  These figures are my gut feeling, and an attempt to keep the mechanism very simple, while still scaling as a character learns more magical skills & power levels.  This is in contrast to the basis for the mentalist PSA that uses a pool of points equivalent to their logic score.  I want to rewrite the Psionic PSA (mentalist) to match this revised system when I get things ironed out

The following sections are out of order for now, info being written as it is thought up.  I suspect my language use is less than perfect at times, especially as I continue to uncover minor details that need to be included.  The exact text used probably needs to be re-written once all relevant details are figured out.  

Spell Points – Spell Point pools are kept track of separately for Arcane and Divine Spells Skills.  Aside from the Arcane or Divine split, each level in a Spell Skill grants Spell Points that are kept track of collectively regardless of the number of spell skills or individual spell skill levels.  Each level of a spell skill contributes a number of points equal to the level achieved cumulatively.  For instance, a character that has 3 levels of Force Magic has 6 spell points (1+2+3).  A character with 3 levels in Force Magic and 4 levels in Charm magic has 16 total spell points ((1+2+3 Force) + (1+2+3+4 Charm)).  Spell points need not be dedicated to the Spell Skill that they were earned from.  They can be spent to cast any spell that the character knows.  

Bonus spell points are granted according to the associated Ability.  Logic grants extra spell points for the Arcane Caster, while Intuition grants extra spell points for the Divine Caster.  For each individual Spell Skill suite acquired, the character gains the Bonus Spell points according to the table.  For instance, if a character with Logic score of 65 knows 3 different Spell Skills (Force Magic, Fire Magic, and Charm Magic) then the character gets 12 bonus spell points in addition to the spell points he gains from his levels in the respective Spell Skills.  If this character then learns Necromantic Magic after his last adventure, then the character gains another 4 bonus points, in addition to the one point for the level 1 spell skill.

Insert graduated scale for XP purchase of spell points.  The pool of Spell Points can also be increased directly by spending experience points.  Each experience point increasing the total spell points by one point.  There is no practical upper limit to the number of Spell Points a character can acquire.  Some inherently magical races have bonuses to the Spell Point pool, and may have other powers as well that affect the Spell Pool or spell casting in general.

Spell Point Renewal – Spell Points are regained through rest, meditation, and review of their spell book (Arcane - see below for spell book), or prayer (divine).  During a rest period, it is assumed that the mage or divine caster is reviewing their spell book (or equivalent).  Divine casters use their holy scriptures in lieu of a spell books as a focus for their meditation and prayer.  After a full rest period, all points will be regained, putting the character at his or her full Spell Point capacity.  For shorter periods, 10% of the character’s maximum Spell Point pool can be regained for each hour of study.  A character that is deprived of their spell book (or holy scriptures in the case of divine casters) regains spell points at half the appropriate rate because he or she is going over all the intricacies of casting from memory only.  

Spell Skills – Each Magic Spell Skill has six levels just like all other skills.  Each level opens up a new power (sub-skill), and the cost of casting a particular power equals the level of the power.  The individual spell skills and their details are listed in the Skill Section.  It is only a basic list of spell skills, as the characters are encouraged to design their own special themed spell skill suites with the referee’s oversight, however this does not change any experience point costs.  There are countless sources for inspiration in designing sets of Spell Skills to draw from.

Arcane Spell Books – The secrets of a character’s spell skills are usually kept in a jealously guarded tome or spell book.  Whatever the form of book, the writings contain cryptic scribbling and notes that aid the character in their spell casting.  Although once a character learns a Spell Skill the character may always cast those spells, a character that loses their ‘spell book’ is a disadvantage when regaining spell points (see Spell Point Renewal).  Spell books are often locked, trapped, and otherwise guarded carefully.

Characters who acquire and decipher (see Arcane PSA, Scribe Skill) another’s spell book may learn the spell levels contained within that tome at half the normal experience cost.  For instance, a character acquires and fully deciphers a rival mage’s spell book that contains 3 different spell skills of which the caster had level 2, level 3, and level 4 respectively.  The character (assuming he knows nothing from any of the 3 spell skills) may learn at half experience cost, the level 1 and level 2 of the first spell skill, but must then spend full experience for the remaining 4 levels, as there are no notes to help him along in his studies.  The same follows for the level 3 spell skill, half experience cost for the 1st three levels, then full experience cost for the balance, and likewise for the third spell skill (up to level 4).  In order to benefit from learning from other sources of spells (others’ spell books), the character must make a Logic check with a penalty equal to the –10% per level of the Spell Skill they are attempting to learn.  Failure indicates the character must pay the standard experience point cost for that level, while success means that the cost for that particular level of Spell Skill is half of normal.  – Reorganize and/or rewrite this paragraph in more logical order.

Divine Spells – The divine caster does not typically record their spells in a tome, however some faiths do have recordings of their usual spell powers.  The knowledge comes directly from their deity (or proxy).  It is possible to learn spell skill levels from superiors, however self-discovery is usually the preferred method (i.e. full experience cost).  When a superior does teach one of their fellows a spell skill level (i.e. half experience cost), it is usually upon the completion of some sort of quest that helps the entire order.  The teacher may only teach up to his or her current spell skill level.  Although holy texts do not usually contain actual divine spell skills, they aid the caster in the recovery of their divine spell points.

SKILLS

There are many different skills that a STAR FRONTIERS: Fantasy Frontiers character can learn.  Most are associated with one of the Primary Skill Areas (PSA), although there are a few skills or abilities that function much like skills, that are not associated with a Primary Skill Area.  There are also Primary Skill Areas that deal with casting spells or similar abilities, and these are treated just like the other PSA divisions.

Martial PSA skills deal with combat in all its myriad forms.  Rogue PSA skills deal in stealth, subterfuge, traps, and criminal activities, although characters need not be thought of as criminals just because of Rogue Skills.  Obviously, there are legitimate uses for many of the skills within the Rogue PSA.  Nature PSA skills deal with flora, fauna, healing (non-magical), and the environment.  Arcane PSA skills involve the manipulation of magical energies, while the Divine PSA skills involve the interaction of metaphysical or extra-dimensional beings (deities, divine agents, or proxies).  Psionic PSA skills involve the powers of the mind and body, and the Aberration PSA skills deal in monstrous qualities that can appear at times in many creatures. 

Several skill descriptions were taken from Zebulon’s Guide, although there can be substantial changes from that material.  Column shifts were compensated as +/- 10% each, and some consideration for changes due to the Era have been (arbitrarily but thoughtfully) applied to the chances of success in the skill.  All descriptions were retrofitted to Alpha Dawn standard as needed.

Martial Skill Area - There are several different Martial skills.  Most of them involve the use of weapons.   Armor and Shield skills involve the use of protective gear, and Unarmed Combat covers fighting without weapons.  Riding and Siege Equipment are also grouped here even though they involve seemingly unrelated skills (they are typically taught by and to those regularly involved in combat).
· Weapon Skills – Success Rate: ½ Dex or ½ Str + Skill Level.  Although different types of weapon groups use different abilities to determine successful strikes (see individual groups below), all weapon skills work the same way.  Each level of skill adds 10% to the character’s chance to hit with that type of weapon.  A roll of 96-00 always misses, no matter what the character’s modified chance to hit is.  Each type of weapon has its own skill and characters must increase their scores separately in each.  When a character uses experience points to increase one weapon skill, his other weapon skills are not affected.

· Axes & Poleaxes (Str)

· Heavy Swords, one or two-handed (Str)

· Light Swords, Daggers & Knives (Dex)

· Maces, Flails & other blunt (Str)

· Spears & Piercing Polearms (Str)

· Bows (Dex)

· Crossbows (Dex)

· Slings (Dex)

· Armor Skills – Success Rate:  Special.  There are many types of individual armors (see Equipment, armor), and there are three different armor skills (Light, Medium, and Heavy), however all armor skills work the same way.  Each level of skill reduces the Dex/RS penalties by 2 points to a minimum penalty of zero.  Each level of skill reduces the damage dealt to the suit of armor from an attack by one point (not the damage that the character suffers).  This is deducted after the armor-damage/character-damage split is calculated.  With the proper tools, a character can repair armor damage at a rate of one point of damage per skill level per day, and some craft skills may increase this figure.  Each category of armor has its own skill and characters must increase their scores separately in each.  When a character uses experience points to increase one armor skill, his other armor skills are not affected.
· Light armors are typically made of Cloth, Leathers, Hides and similar materials.  Although it can vary to some degree, light armors reduce damage by 25%, reduce Dex/RS scores by 6 points (penalty), and can absorb 50 points of damage before being destroyed.  Light Armor Skill is a prerequisite for Medium Armor Skill.
· Medium armors are typically crafted from combinations of sturdy undercoats with metal plates, rings, scales, or similar protective materials covering vital areas.  Although it can vary to some degree, medium armors reduce damage by 50%, reduce Dex/RS scores by 10 points (penalty), and can absorb 150 points of damage before being destroyed.  A character must have 2 skill levels in Light Armor Skill in order to learn Medium Armor Skill.  Medium Armor Skill is a prerequisite for Heavy Armor Skill.
· Heavy armors are very costly and are crafted predominantly of metal, although there are portions made from other materials (such as undercoats or padding).  Although it can vary to some degree, heavy armors reduce damage by 75%, reduce Dex/RS scores by 20 points (penalty), and can absorb 250 points of damage before being destroyed.  A character must have 2 skill levels in Medium Armor Skill in order to learn Heavy Armor Skill.

· Shield Skill – Success Rate:  Special.  Shields are used to deflect blows away from a character.  Characters using a shield designate a single opponent, although characters with Shield Skill level 4 may designate an additional foe (and a third at level 6).  Generally, adjacent foes must be chosen before any other can be chosen, and even at higher skill levels all adjacent foes must be chosen before remote foes can.  Against the designated opponent (or opponents) the character deflects portions of attacks away from himself.  Different types of shields grant different levels of protection, and special materials and/or magic may modify this further.  Shield damage deflection reduces damage caused by weapons by the total percentage rating of the shield with any skill bonus (always rounded down – see equipment, shields).  This damage is reduced before any other armor considerations.  The character must be aware of the attack or able to move or react normally in order to gain the advantage of the shield (not against sneak attacks, stunned, or when the character is otherwise incapable of defending).  A character that is flanked must designate which opponent he is using his shield to defend against.  A character that takes no other action aside from defending against attacks gets a bonus of +15% to his shield deflection.   Although different types of shields exist and the materials used in their construction may vary, the Shield Skill can be used universally with any shield device.

· Unskilled gain only the shield equipment deflection

· Skilled +5% per Skill Level added to shield deflection.

· A character with 4 levels in Shield Skill may designate a second opponent to receive the deflection bonus against.

· A character with 6 levels in Shield Skill may designate a third opponent to receive the deflection bonus against.

· Riding Skill – Riding Skill is used when controlling a mount.  The basic Riding Skill is based upon riding horses or horse-like animals.  Each dissimilar species has its own skill and characters must increase their scores separately in each.  When a character uses experience points to increase one species’ riding skill, his other riding skills are not affected.
· Ride Mount

· Spur Mount (extra movement rate)

· Stable Mounts (care & feeding)

· Siege Warfare – Success Rate:  Special.  (Consider grouping all equipment under one skill).  The normal chance to hit with a siege weapon is determined by the Leadership score for the commander of each siege weapon crew. Otherwise, siege weapon skills work exactly like other weapon skills, with each level of skill adding 10% to the character’s chance to hit with that type of siege weapon.  A roll of 96-00 always misses, no matter what the character’s modified chance to hit is.  Each type of siege weapon has its own skill and characters must increase their scores separately in each.  When a character uses experience points to increase one siege weapon skill, his other siege weapon skills are not affected.  See the individual entries for particular siege weapons for specific details of its use.

· Ballista

· Catapults

Many siege warfare equipment types exist that do not directly attack targets such as wall scaling towers, door battering rams, and other implements of war.  For these types of equipment, each level of skill adds 10% to the crew’s chance of successfully using or implementing the piece of equipment.  Again, each type of siege equipment has its own skill and characters must increase their scores separately in each.   See the individual entries for a particular piece of siege equipment for specific details of its use.

· Climbing Towers

· Battering Rams 
· Unarmed Combat / Martial Arts – Use a slightly tweaked version of Bill Logan’s Cinematic Martial Arts skill variant to reflect a more pugilist and wrestler style instead of the fire-fu Asian style.  Get explicit permission to include those rules into this document directly, otherwise direct to the relevant information.
Rogue Skill Area

· Thievery

· Espionage (disguise & forgery)

· Hide

· Move Silently

· Sneak Attack (either additional damage dice or greatly increased KO chance)

· Sleight of Hand

· Traps/Devices

· Locate Traps

· Disable Device

· Open Locks

· Trap Setting

· Persuasion Skill – Psychosocial studies are not well developed in most medieval or fantasy settings, but some of the skills of understanding basic human nature and influence are present, primarily found in con men or unscrupulous merchants.

· Bluff

· Diplomacy

· Intimidate

· Gather Information

· Sense Motive

Nature Skill Area - Nature Skills deal with relationships between life, nature, and surviving the hazards of the natural world.  There are three separate skill divisions involved with Nature Skills, each with specific sub-skills.  Survival Skill deals with the environment and survival in harsh conditions.  Healing Skill deals with maladies and their treatments as currently understood in this era, usually involving herbal remedies and medicines.  Animal Handling Skill consists of understanding the behaviors of animals and aspects of training animals to perform tasks.  The referee should note that actual knowledge level in an early era is limited, and often full of wrong preconceptions formed from a number of sources such as religion, primitive (and incorrect) sciences, or just innocent ignorance of the actual facts.  The referee should feel free to modify success rates to fit the circumstance.  

· Survival Skill

· Camouflage (Success Rate:  20% + skill level).  Camouflage is the art of concealing a large area, structure, or vehicles outside in natural cover.  A wagon painted a camouflage coloration pattern can be very difficult to see.  A structure that is covered with vegetation and shaded correctly is almost invisible until you get close to it.  The use of the Tracking Skill to cover tracks leading to the structure or vehicle is sometimes necessary to complete the camouflage.  If the Camouflage Skill check is successful, then there is virtually no chance for an observer who is far away or flying above to see the camouflaged item or structure.  The referee may modify this as he wishes for type of vision used, distance, or magical considerations.  Any characters inside a camouflaged structure or vehicle are considered concealed.  The referee should note that what is camouflage for one terrain type might draw attention in another terrain type.  The referee secretly rolls the skill check for camouflage.  This is because the character will not know if he is successful until someone else spots or misses the camouflaged structure or item.

· Emergency Survival (Survival, Success Rate:  40% + skill level).  This skill gives a character the chance to do several things related to survival in extreme conditions.  The knowledge is rather general in nature, usable in most terrain types for basic survival.  The referee should modify the check based upon the particular environmental extremes encountered.  A character possessing this skill can find food or water, if any is available, and the character can find or improvise shelter in the best possible location.  The quantity of food supplied by this skill is limited to small amounts that provide only barest of nutrition.  The hunting skill is necessary for other food requirements or for locating food for multiple individuals.  This skill is not typically viable in cities or civilized regions.

· Find Directions (Success Rate:  50% + skill level).  A survivalist can try to find directions in a wilderness without a compass or other aid.  If the survivalist makes a map or marks a trail (by cutting notches in trees or lining up rocks), his chance to find a direction on that path is increased 30%.

· Tracking (Tracking, Success Rate:  30% + skill level).  A survivalist has a chance to follow a creature, person, or other beings by watching for its trail.  This skill works only in the wilderness, not in settled areas.  This skill can also be used to cover his tracks, with each additional creature in the survivalist’s party whose tracks are covered subtracting 10% from the chance of success.  The referee should modify the check as needed based on environmental conditions (precipitation, terrain, etc) and the referee rolls for success keeping the result hidden, as the survivalist cannot be sure of success.  

· Hunting (Success Rate: 30% + skill level).  Hunting will provide nutrition for one person or creature for one day for each level of Survival Skill with the normal chance of success.  For each additional creature requiring food beyond the level limit, subtract 10% from the chance for success.  Failure indicates no food is found at all for that day, and only one hunting check can be made in a typical day.

· Make Tools or Weapons (Success Rate:  100% if materials available).  Only simple tools and weapons can be improvised.  Objects such as spears, hammers, scrapers, knives, stone axes, and similar primitive weapons can be made with this skill.  Refer to actual craft skills for more advanced tool and weapon creation.

· Healing Skill

· Administer Medicinals (Administer Drugs, Success Rate:  100%).

· Diagnosis (Diagnosis, Success Rate:  20% + skill level).  A character with this skill can attempt to diagnose a patient's ailment by using various inspections and tests, combined with his skill.  A quick diagnosis may be performed in 1d10 minutes but the diagnosis can often be wrong (-10% penalty on check).  A complete diagnosis takes 1d10 hours, and requires extensive testing and observational work.  Diagnosis outlines the patient's general symptoms and classifies the ailment (or wound), determining which treatment skill is necessary (Treat Malady or Wound Treatment).  In the case of poisoning, the referee may require the character perform the Identify Substance.  

Once there is a general diagnosis, the character can use his skill to gain specifics. If he passes the skill check, the character knows exactly what the ailment is. With this information, the character can use one of the other medical skills to treat it (if he possesses that skill).  Without a specific diagnosis, a character cannot treat a victim completely.

· First Aide (First Aide, Success Rate:  100%).

· Flora Lore (Botany, Success Rate:  40% + skill level).  A character with this skill has knowledge of the basic science of plant and herbal lore (life cycle, growth, properties, how to locate, etc.).  This herbal knowledge also includes fungi, lichen, and similar forms of life.

A successful Flora Lore analysis indicates the type of plant and whether it is edible or poisonous.  When inquiring about a plant’s potential medicinal or poisonous properties, a ‘botanist’ making a successful skill check is told which of these uses a plant may have, and how the desired substance is best extracted.  A second successful check determines success or failure of any extraction attempt, modified based on difficulty, equipment available (laboratory), or other factors.

· Identify Substance (Analyze Sample, Success Rate:  30% + skill level).

· Treat Malady (combination of Infection/Disease/Toxin, Success Rate:  20% + skill level).

· Wound Treatment (Minor Surgery, Success Rate:  20% + skill level).

· *There is no Major Surgery sub-skill or equivalent

· Animal Handling Skill

· Analyze Animal Behavior (Success Rate:  40% + skill level).  A character with this skill can, if given four turns of observation, make an analysis of whether an animal is aggressive or harmless.  Further observations, for 1d10 hours, can also inform the character of whether an animal’s den or lair is nearby and what it’s eating, drinking and other habits are.  

· Animal Taming (Success Rate:  20% + skill level).  This skill gives a character the chance to tame a wild animal.  The character must first do a detailed analysis of its behavior, by making a successful Analyze Animal Behavior skill check after 1d10 hours of observation (see Analyze Animal Behavior skill above). The character may then make the Animal Taming skill check.  Once tamed the animal can only be used as a beast of burden or herd animal, unless the Animal Training skill is used to make it a pet or companion.  Some types of creatures are more difficult to tame or train than others.  The following creatures have a –10% modifier (penalty) to the skill check:  all tiny creatures, giant herbivores, all insectivores, large omnivores and large carnivores.  Giant omnivores and giant carnivores require a –20% modifier (penalty).  There are certain creatures whether particularly vicious or having other difficult characteristics, that cannot be trained (referee has final determination).

Taming a creature can be time consuming and dangerous.  The time required depends on its size and type, and is left to the referee’s discretion.  If a character fails the skill check, he must roll 1d100, 01-25 means that the creature attacks the character attempting to tame it.

A character failing a skill check may try again on the same creature after a suitable period of time has elapsed with a +10% modifier (bonus), although if the creature attacked the character a –10% modifier (penalty) is applied.  Once three skill checks have been missed on the same creature, it is considered untamable.

Taming a creature requires the character with the Animal Taming skill to work with the animal day after day.  If he misses more than two days of taming time, the creature returns to its original state.  Once tamed, however, an animal remains so unless abandoned.  Just because a creature is tamed does not mean it does not require a cage, pen, or corral.  It simply means that the creature will not attack unless unusually provoked.

· Animal Training (Success Rate:  skill level).  A character making a successful check with this skill can train a tamed animal.  Training includes teaching an animal to carry a rider and obey riding commands, to guard a location and only allow known characters to pass, or to follow a command word.  Commands are simple instructions such as “fetch,” “attack,” “return,” etc. and simple nouns like “weapon,” “Vrusk”, “box,” etc.  Teaching an animal requires days, sometimes weeks of work.  The time required depends on the intelligence of the animal and what it is being taught.

· Animal Lore (Zoology, Success Rate 40% + skill level).  A character with this skill is trained in the knowledge of animals, their lives, structure, growth patterns, classification, etc.  Although the era’s knowledge pool is sketchy (even outright wrong at times) and without the benefit of modern equipment, making a successful skill check using the Animal Lore sub-skill can identify an animal’s potential medicinal or poisonous properties.  The chance of successfully extracting these compounds has a penalty modifier of 40% (making skill check equal to skill level only).  Animal Lore experts also know the skills of taxidermy and preservation of specimens and how to properly pose a specimen in a natural or realistic orientation.  A small creature may only take a day to prepare, while larger creatures may require weeks or even months of work (most notably drying without damaging tissues).

Arcane Skills – Arcane Skills allow the character to manipulate the various forms of energy inherent in the world, collectively called magic.  In addition to skills associated with arcane studies and support, each individual Spell Skill is actually a small suite of loosely related powers, grouped either by function or by theme.

· Alchemy Skill - Alchemy skill is used in the creation of potions and similar minor magical concoctions.  As a precursor of the science of chemistry, the character has some understanding of analysis, identification, and other non-magical applications involving chemistry skills.  The use of Alchemy Skills generally requires the use of a workshop or laboratory of sorts, although some tests can be conducted with some manner of field kit.
· Familiar Skill – Only a character with Arcane Skill as their Primary Skill Area can choose Familiar Skill.  Other characters may not acquire this skill.  A familiar is a small animal, creature, or similar type of being that bonds with the arcane practitioner granting a number of benefits based upon the Familiar Skill level.
· Familiar Benefits (stat improvements, channel spells, surprise bonus for the character, etc) to be determined
· Deliver spell effect (touch spells)

· Alertness (second set of eyes, ears, nose for noticing things)

· Scribing Skill – The scribing skill is necessary for the creation of scrolls to extend a character’s spell casting power, and the skills are also used when deciphering captured spell books.
· Decipher Magical Texts – process of interpreting the notes of other mages. First step in acquiring spells from a rival mage’s spell book.
· Scribe Item – creation of magical scrolls
· Transcribe – process of copying written materials, even without understanding of language or magical nature.
· Force Magic Spell Skill – Force Magic deals with projecting and manipulating the equivalent of solid nothingness, sculpting the area affected to achieve certain results.  Successful casting of force magic can have a variety of effect, while unsuccessful casting has no ill effect other than wasting the turn of the caster.
· Levitation Disk (Success Rate 100%).  (Rewrite & combine with True Levitation).  Creates a slightly concave disk from 10 centimeters to 2 meters in diameter as determined by the caster.  The disk floats approximately 1 meter off the ground and always remains level.  It follows the caster, always staying within 2 meters, or it can be directed to move up to 10 meters away from the caster.  The disk will disincorporate if it moves beyond 10 meters or is forced to move beyond 1 meter from the ground.  If a disk disincorporates, anything held by the disk is immediately dropped to the ground.  The disk can support 100 kg per level of Force Magic Skill.  Although sitting upon the disk is possible, movement is not possible while the caster is upon the disk (but it may carry other creatures).

· Casting Time – 1 turn, taking effect immediately at end of the turn.

· Range – up to 10 meters, 1 meter above a solid surface.

· Cost to Cast – 1 Spell Point, plus 1 Spell Point per hour duration after the first hour.

· Damage/Effect – disk of force created, 100kg/level carry capacity.

· Force Missile (Success Rate 100%, although caster must roll to hit).  Creates a magic slug of force that strikes an opponent with a great impact.  One missile is formed for each level that the character has in this Spell Skill.  

· Casting Time – 1 turn, striking targets immediately at end of the turn.

· Range – 20 meters + 5meters/level.

· Cost to Cast – 2 Spell Points per casting.

· Base Chance to Hit – ½ LOG or ½ DEX (whichever is greater) + 10% per Force Magic Level

· Damage/Effect – each missile causes 1d10 blunt force damage.

· Force Shielding (Success Rate: 40% + skill level).  Force shielding defends the caster against all projectile weapons, explosive forces, and all melee weapons except certain energy weapons (electrical, sonic and some magical effects).  When struck by one of these weapons, the shielding uses an additional spell point (in addition to the cost when initially cast), and the field will absorb one-half of the damage.  The caster takes the other half of the damage.  If the damage cannot be divided evenly, the caster takes the smaller half.  The shielding effect completely neutralizes any rival Force Missiles that strike the caster (additional spell point cost) with no damage at all to the caster.  The spell cannot be cast upon another being.  (Essentially identical to the Inertial Screen in the Star Frontiers Alpha Dawn rules).  There is a slight shimmering effect surrounding a shielded character.

· Casting Time – 1 turn, immediately available at the end of the turn.

· Range – Personal.  The shielding effect may not be ‘given’ to others.

· Cost to Cast – 3 Spell Points per casting, plus 1 Spell Point every 10 minutes beyond first 10 minutes.  Each time caster is struck absorbs 1 additional Spell Point.  Also each Force Missile absorbed will drain an additional 1 Spell Point per missile (if desired).

· Damage/Effect – Personal field of force surrounding caster.  Absorbs Force Missiles.

· True Levitate – upon paying the Cost to Cast, this spell skill allows a previously created Levitation Disk to move up or down as desired for a limited period of time (in addition to lateral movement of a normal Levitation Disk).

· Casting Time – 1 turn, with up or down movement available on the character’s next turn.

· Range – caster’s pre-existing Levitation Disk.

· Cost to Cast – 4 Spell Points for 10 minutes, with 4 Spell Points for additional 10 minutes increment.

· Damage/Effect – Pre-existing Levitation Disk can move up or down, or laterally as desired at up to 5 meters per turn.  Normal lateral movement rates when following according to standard Levitation Disk spell.  The spell ends if no Spell Points are rededicated to the effect, reverting back to a normal Levitation Disk.  If the spell ends with the disk above 1 meter from the ground, then that spell effect ends as well, as described above in Levitation Disk.  The caster (or another creature) may ride upon the disk but only the caster controls the movements of the levitation disk.

· Level 6, Binding Sphere – This Spell Skill creates a 3 meter diameter sphere of force around an object, creature or creatures, trapping that held within.  

· Casting Time – 1 turn, trapping the creatures affected immediately at the end of the turn.

· Range – up to 30 meters away.

· Cost to Cast – 6 Spell Points per 5 minutes of duration; extendable.

· Damage/Effect – A sphere of force surrounds any creatures in its area.  The sphere is immune to physical damage and most effects.  The sphere is completely immobile both from within the sphere or from without.  The sphere binds the creatures harmlessly until the sphere disappears at the end of the spell effect or disincorporated by the caster.

Divine Skills – Divine Skills allow characters, generally called priests, to channel energies derived from spiritual or extra-dimensional beings (usually called deities) with the effects collectively called miracles.  In addition to skills associated with religious studies and ministering, each individual Divine Spell Skill is actually a small suite of loosely related powers, grouped either by function or by theme.  Divine beings often have preferred Spell Skills as well as Spell Skills that are forbidden to their subjects.  The exact manner in which divine powers manifest varies with the nature of the being that grants the power.  For instance, one deity’s power might manifest in a visible golden glow when powers are invoked, while the powers associated with a being with dominion over fire would manifest with smoke, flames, and heat (simply descriptive differences without other game effects).

· Curative Spell Skill – Curative Magic is concerned with the miraculous treatment of maladies and the healing of wounds.
· Cure Wounds (Success Rate 40% + skill level).  Removes Stamina damage to a touched creature.  Amount of damage restored can vary.  Failed casting will still drain 1 Spell Point.  (Alternatively, a fixed spell point cost and a level based amount of healing such as 10 points/level of this spell skill – undecided if I want to change this).
· Casting Time – 1 turn, with damage restored at end of caster’s turn.

· Range – touch, caster must physically touch the treated being.

· Cost to Cast – 1 Spell Point, plus 1 Spell Point per increment of 10 points of Stamina restored (for example restoring 36 points of stamina damage would cost 5 Spell Points (1 for initial casting + 3 increments of 10 and 1 partial increment).

· Damage/Effect – stamina damage restored.

· Cure Disease (Success Rate 30% + skill level).  Caster may neutralize the ongoing effects of diseases within the body of an afflicted character with a successful casting.  A failed casting still costs 1 Spell Point and the character being treated will still suffer any detrimental effects.  Diseases are rated according to how they modify ability checks, how long the modification lasts and whether the disease is fatal. The modifier is a negative number and the duration is in 10-hour periods. If the duration is followed by an exclamation mark, the disease will kill anyone it has infected after that length of time unless the disease is otherwise treated. For example, a disease rated at -10/D10! modifies every ability check the character makes by -10 for 100 hours. The victim will die after 100 hours unless he is treated successfully by another means.  Some diseases are degenerative (and usually quite fatal) over the course of the affliction
· Casting Time – 1 turn, with no ability modifier removed immediately after the caster’s turn.

· Range – touch, caster must physically touch the treated being.

· Cost to Cast – 1 Spell Point per damage increment remaining.  With very potent diseases, if the ability modifier is greater than 10, then the cost to cast is 2 Spell Points per increment remaining.  Fatal diseases (those indicated with an exclamation mark) cost an additional 5 Spell Points to treat.

· Neutralize Poisons (Success Rate 40% + skill level).  Caster may neutralize poisons within the body of an afflicted character with a successful casting.  Failed casting has no ill effect other than the character being treated will still suffer any poisonous effects.  Poisons are rated according to how much damage they cause and for how long. Poison damage is inflicted every turn, and the duration is in turns.  An S7/T9 poison will cause 7 points of damage every turn for 9 turns.
· Casting Time – 1 turn, with no further damage immediately after the caster’s turn.

· Range – touch, caster must physically touch the treated being.

· Cost to Cast – 1 Spell Point per damage increment remaining.  With very strong poisons, if damage per increment is greater than 10, then the cost to cast is 2 Spell Points per increment remaining.

· Mend Bones (Success Rate 20% + skill level).  Caster may restore a broken bone or similar wound by touch, with one such restoration per casting of this spell.  Successful casting removes the penalties from broken bones, such as those suffered from falling (see Falling, Jumping and Diving in the Star Frontiers Alpha Dawn rules) or similar effects.  Failed casting will still cost 2 Spell Points.

· Casting Time – 1 turn, with damage restored at end of caster’s turn.

· Range – touch, caster must physically touch the treated being.

· Cost to Cast – 2 Spell Points per casting.

· Damage/Effect – one broken bone (or similar wound) restored.

Psionic Skills (Essentially a re-write of the Mentalist PSA with changes to match the rule mechanics here for Magic)

Aberration Skills - (Gamma Dawn style mutations, but called aberrations instead, again re-written when necessary to match the rule mechanics as presented for Magic) – In a world of magic, divine influence, and monsters, strange changes in beings are often noticed.  

Artisan Skills – Artisan Skills deal with many of the craftsman type professions (armorsmith, blacksmith, mason, etc.), certain types of commodities (miner, lumberjack, farmer, etc.), or Artistic Skills (painters, sculptors, composers).

· Artist Skill - Skills dealing with art production, inspection, and care (also see Artisan PSA article in Star Frontiersman).
· Appraise Art (new, Success Rate:  10% + skill level + notoriety adjustment). The practitioner of a particular type of art is usually the best judge of the value of similar types of works.  Other artists can also judge the relative value of artworks unrelated to their own craft, but the accuracy of their assessments can be lacking.  Objects that are well known or associated with famous artisans are generally easier to valuate, as there will be similar reference pieces or materials to aid the estimate.

The Referee secretly rolls the Appraisal Check for the player.  Adjust the chance for success according to notoriety  (see table below).  A small bonus may be granted for using advanced inspection or forensic study of the artistry.  When a practitioner of another art form does appraisals, apply a 20% penalty to the check (such as painter appraising sculpture).  Success indicates to the character the approximate value of the art piece.  Failure provides a false value to the player, either plus or minus of the actual value.  The Referee may either choose the value or adjust according to how far from success the roll was.  An over-estimated art appraisal is equally likely as an under-estimated quote

Notoriety Table

Obscure, Ancient, Alien works

-20%


Unknown artists, Older works

-10%


Average Notoriety, Contemporary
+0%


Well-known art or artist

+10%

Ultra-famous Art or Artist 

+20%  (example:  Da’Vinci, Michelangelo, Mona Lisa, etc.)
· Create Art (new, Success Rate:  30% + skill level + situational modifiers).  Creation of art is the relevant skill for income earning.  Full-time dedication to the craft is assumed, although this does not necessarily preclude other adventuring, so long as the character can come back to his or her work regularly.  The check also assumes a relatively quiet workspace with appropriate craft tools available.  The Referee may grant a bonus of 10% for a full studio or special workplace, and may also impose a penalty of –30% for the lack of appropriate workspace.

The player should roll for success only once per month.   Failure indicates that generally substandard pieces of art were produced resulting in only half of normal wages.  Success indicates the appropriate income is earned according to the table listed above, although these are only suggested figures.  Should the character not be able to dedicate the appropriate amount of effort, the Referee should deduct from the income heavily, in a disproportional manner, as artwork requires dedication to the craft.  This is intentionally a little vague to give Referee discretion to deduct heavily for characters that do not make their art a priority.  Although daily earnings are listed, Referees may (recommended) determine their pay on a monthly basis to reduce the tedium of this kind of record keeping.  It is solely the discretion of the Referee, but if the Referee decides that a character’s work is becoming more renown, trendy, or otherwise more or less valuable, he may adjust the earnings figures accordingly.  This could be an adjustment based on local trends or preferences.  What is trendy on New Pale might be almost worthless on Dralasite worlds.

· Create Masterpiece (new, Success Rate:  10% + skill level).  Create Masterpiece sub-skill is used when the character wants to forgo the normal earning mechanism and chooses to instead work on one or more exceptional pieces of art.  In order to attempt this sort of endeavor, the character must forego any ‘adventuring’ and usually sequesters himself away to avoid distraction.  The character must have the facilities of a full studio or dedicated workspace at his exclusive disposal as well.  Failure to meet these requirements will result in automatic failure in any attempt to produce exceptional works.  Minor breaks or distractions are all right, but any major disturbance will spoil the efforts of the artist.

The player should roll for success once for a month’s worth of work.  Failure indicates that instead of a masterpiece, the artwork or craft is substantially flawed or otherwise worthless.  No income will be generated at all for the efforts.  Success indicates that a piece of art worth substantially more than the norm has been created.  The artwork is often worth at least double the normal month’s wages, but unlike the Create Art sub-skill where cash revenue is automatically generated, a buyer must be located to purchase the art piece.  Some characters might want to keep such pieces for themselves, donate to museums, or place in private galleries.  The Referee is free to make these situations into role play events if desired.  Referees should roll d% and consult the following table for guidance on art valuation.

Die Roll
Result

01-50
1.5x normal earnings

51-75
2x

76-90
3x

91-95
4x

96-98
5x

99-00
10x and roll again (add results)

· Interpret Art (new, Success Rate:  10% + skill level + notoriety adjustment).  Interpreting artwork is generally a subjective skill, often generating many differing opinions.  Still, there are usually certain core qualities, attitudes, hidden meanings, or even messages within the subject matter of a piece of art.  Use of the Interpret Art sub-skill allows the observer to notice the ‘intent’ of the artist.

The Referee secretly rolls the Interpret Art check for the player.  Adjust the chance for success according to notoriety  (see table above for Appraise Art sub-skill).  When a practitioner of another art form interprets the subject matter of a piece of art, apply a 20% penalty to the check (such as painter interpreting sculpture).  Failure provides a false interpretation, and the Referee is free to ‘make up’ something to tell the player about the art or subject matter.  Success provides the player with a generally correct assessment of the subject matter or uncovers some hidden clue within the artistry (assuming hidden messages exist)

· Restore Art (new, Success Rate:  40% + skill level).  Restore Art is the skill involved with care, restoration, and repair of works of art.  This sub-skill is specific to a character’s choice of artistry (for instance, sculptors do not have restorative ability with paintings).  The character understands the basic techniques for handling art work, and may attempt feats of repair or restoration by the use of this skill.  A minor flaw may be corrected by use of this skill, but destroyed works may not be ‘resurrected’.  Sometimes, certain damages are part of the history of a piece of art, and restoration is not always desired or may not change perceived values (for example, the Shroud of Turin is irrevocably damaged and it would never be repaired, or likewise the Mona Lisa is aged and would not be corrected, only maintained).  The Referee may decide that a restoration job may actually detract from the value of a piece of artwork.

The player or Referee rolls the Restore Art check.  Failure indicates further deterioration or damage, while success indicates that the desired care or correction was achieved.  The Referee has the final say in how success or failure in the handling of art has affected the status of the art piece or its perceived value.  For guidance, failure by a huge margin should indicate worsening conditions accordingly.
· Performance Skill – Skills associated with musical instruments, singing, acting and other oratory skills, or similar endeavors involved primarily with entertainment.   Each Performance type is a skill unto itself and must be acquired and advanced individually.
· Profession Skill – Skills associated with certain trades crafts, or lifestyles, and generally produces commodities.  Some examples are the various smiths, farmers, fishermen, lumberjacks, miners, and similar trades although many more exist.  Each craft or trade is a skill unto itself and must be acquired and advanced individually.
Non-PSA Skills (those not associated with a particular primary skill area) Non-PSA skills do not have scaling XP requirements, and therefore each level costs a flat 3 experience points.  Characters still only advance one level at a time and may not skip any levels.  Characters may only advance to their next skill level after some adventuring when the Referee awards additional experience points.

· Physical Skills – Skills associated with specific feats of physical ability.  Each type of activity is a skill unto itself and must be acquired and advanced individually.  

· Balance

· Tumble

· Climb

· Jump

· Swimming

· Languages – Each character begins play knowing how to speak their native language and a common trade language used by many groups and races.  Learning a new language is just like learning a new skill.  A least 1 week of dedicated study (total immersion) is necessary for each level of language to be acquired, otherwise months of learning may be necessary.  At level 1, a character will understand about half of what anyone says in that language, and has a 50% chance to make someone else understand what he says.  This increases 10% at each level above 1.  Failing a comprehension check can indicate a simple lack of understanding, or can indicate a gross error involving cultural nuances or linguistic expression resulting in the equivalent of an insult or slur.  Level 6 in a Linguistic skill indicates some knowledge in cultural aspects or specific dialects, although the non-native speaker will never be perfect.

· Each major race has one and sometimes more spoken languages.  There can be languages for each region, or simply one language for the entire race.  Many intelligent races also understand at least a little of the common trade language, but this can vary based upon their contact with other races.

· The referee may grant a bonus to understand a closely related language.  For instance, Sathar and Ss’essu have very closely related languages.  Knowing the Ss’essu racial language should grant +10% to the comprehension rating when dealing with Sathar.  Knowing 2 or more closely related languages should grant further bonuses with regard to a third (or more) related language.

· A character’s Logic score determines the maximum number of languages that they can know by using a Logic-based modifier determined in the same manner as punching score (PS).  This figure represents the maximum additional languages that a character can learn beyond their racial/regional language and the common trade language.

ADVANCED SKILLS (similar to Knight Hawks spaceship skills)
Characters in STAR FRONTIERS: Fantasy Frontiers game can develop their skills in several areas, serving as the prerequisites for certain Advanced Skills, that in turn serve as the gateway for new abilities.  Advanced Skills are often associated with certain archetypical professions or endeavors.  Characters must have good foundations in the prerequisite skills before taking levels in the Advanced Skills (see individual Advanced Skill descriptions).  Unlike the skills in a standard STAR FRONTIERS game, Advanced Skills are not classified by Primary Skill Areas.  Characters from any PSA can learn Advanced Skills if they have the necessary basic skills.

The qualifications needed to obtain the 1st level in an Advanced Skill are detailed in each Advanced Skill description.  Some Advanced Skills may also require certain minimum ability score values, also detailed in each description.  A character must have achieved the indicated levels in all required basic skills before he can learn one of the Advanced Skills.  These requirements never increase; once a character has the minimum qualifications for an Advanced Skill, he can learn higher-level Advanced Skills without increasing his basic skill levels.  Like other skills, no Advanced Skill can ever be increased above level 6.

Advanced Skill Ideas

· Paladin / Holy Warrior / Divine Warrior– Divine Spell Skills, Martial Skills (Weapon appropriate to faith, Riding) <Note, that I do not want to introduce ‘alignment’ to these rules… but specific deities may have certain tenets to follow>

· Grants Lay Hands (Level  x 5 STA restoration)

· Smite ‘type’ ability vs. foes of the faith, undead, otherworldly creatures opposed to faith (usually evil types), exact types would depend of the particular faith of the Holy Warrior (allows for Unholy Warriors).

· Faith appropriate animal or mount companion with special abilities.

· Ranger / Hunter / Outdoorsman – Nature Skills, Martial Skills (appropriate Weapon skill, Riding)
· Chosen Enemy / Favored Prey granting combat bonuses to that type of being.  Improved tracking/info with regards to that chosen foe.

· Favored Terrain (improved survival/nature skills in that terrain)

· Animal companion / Pet  (?? debatable ability)

XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX.

EQUIPMENT

INSERT EXPANDED WEAPON LISTS

INSERT EXPANDED ARMOR LISTS

INSERT MEDIEVAL/FANTASY EQUIPMENT

One area that needs to be explored extensively is the concept of Early Period Equipment that the Star Frontiers races would have used.  For instance, Yazirians might not have used ‘human style’ weapons, but instead base many items on discus type projectiles (as proposed in Star Frontiersman articles).  Dralasites and Vrusk might have dissimilar types of weapons as well.

XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX.

XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX.

MAGIC ITEMS

INSERT VARIOUS EXAMPLES OF MAGICAL ITEMS AND EQUIPMENT

XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX.

BEASTIARY

INSERT MONSTER LISTINGS – see The Bestiary PDF for animal entries (with notes on medieval understandings of animals).  Focus on the basics first, stuff that characters might face off against, and critters that might be familiars.

XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX.

SOME RANDOM MUSINGS TO INSERT WHEREVER APPROPRIATE

Yazirian Sky Knights ride great bat-like creatures into battle.

Sathar Necromancers – the worm-like Sathar, masters of decay, eaters of dead (food for worms, etc), have great aptitude for the Necromantic Arts.  Sathar society employs a slave labor of sorts in the form of undead creatures of a number of different races.  The Sathar seldom form simple undead from their own race, but many of the ‘free-willed’ undead come from the Sathar race.  A great number of Sathar are ghoul-like undead having chosen to consume flesh for eternity.  

Dralasites, a race created from a magical accident, are essentially sentient ooze-like creatures, descended from amoeboid forms of life.  Technically the Dralasites are multi-cellular, yet their cellular functions are dispersed evenly throughout their body, with few regions that form the semblance of actual organs.  Dralasites have racial ability to command other ooze-like creatures, but they do not have the detect lie ability (as a fairly new race, they have such limited understanding of communication nuances).

XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX.

Appendix

Alternate Races, Iconic Fantasy – INSERT ALTERNATE RACES; GIVE EACH RACE FULL WRITEUP
· Human (flexible characters)

· Dwarf (warrior/miner/tinker/technologist)

· Fey/Elvish(magic/finesse fighting/archery)

· Goblinoid (depending on type, sneaky or brute, foul magics, shamanism)

· Other

XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX.




Bonus Spell Points


Ability Score		Bonus


+1


+2


+3


+4


81-100…	 		+5…





Bonus is applied for each individual Spell Skill suite that a character knows.  This calculation is similar to PS.  In cases where the relevant ability score is above 100 the progression would continue.








