Strength Skills:

Athletics: This is a measure of raw physicality and fitness. It is used for running, jumping, swimming, or any other strength-based task not listed as a separate ability. 

Axes: Using axes and related weapons in combat

Brawling: Bashing about with fists, elbows, wine bottles, and improvised clubs. Also wrestling and Aiel hand fighting.

Climbing: Tall trees or rock faces; anything less than a story is an athletics roll instead.

Hammers & Maces: Wielding maces and related weapons in combat

Polearms: Fighting with halberds, pikes, and other polearms.
Swords: Using heavy swords in combat. Light swords (like rapiers and short swords) are a dexterity skill.

Dexterity Skills:
Aim: Using bows and crossbows.

Balance: Keeping your feet under any circumstances, balancing on a high wire; keeping your feet in high seas.

Daggers & Knives: Using light, quick weapons in combat

Light Swords: Short swords and rapiers—usually thrusting swords. Heavier swords are a strength skill.

Quarterstaff: Using a quarterstaff or ashandari in combat.
Sneak: Moving without being heard and hiding without being seen

Sleight of Hand: Palming objects, picking pockets, pulling coins from ears, making scarves appear, etc.

Tumble: Leaping and rolling about, cartwheels, dodging enemy weapons

Use Rope: Knots and ties, binding things securely

Constitution Skills:
Concentration: Ignore distractions, such as a heaving boat or a loud conversation

Endurance: The ability to continue exerting yourself for a long time; rolled to avoid becoming fatigued.

Resist: Ability to ignore penalties for wounds while acting, resist torture, and keep going in the worst circumstances.

Intelligence Skills:

Craft (specific): Ability to create things. Examples include: armorsmithing, bowmaking, blacksmithing, bookbinding, brewing, candlemaking, carpentry, sculpting, trapmaking, etc.

Ciphers/Codes: Ability to write and decode secret messages and ciphers.

Devices: Used to set traps, pick locks, sabotage a wagon wheel, etc.

Forgery: Create forged passes, invitations, letters, etc.

Knowledge(specific): Knowledge of a specific field. Examples include: Age of Legends, Architecture and Engineering , Geography, History, Local, Nature, Nobility and Royalty 

Search: Carefully inspect an area or object, look for concealed compartments or a trap trigger, etc.

Wisdom Skills:

Discern Truth: Used to tell if someone is being honest, or read a person's intentions. 

Healing: Used to staunch bleeding and help someone recover quicker.

Notice: Your senses, used to spot trouble, listen in on conversations, etc. Opposes sneak to detect ambushes before they are sprung..

Profession(specific): Ability to run a business and earn a living. Professions involve less specific knowledge than a craft. Examples include Customs Official, Farming, Innkeeper, Shopkeeper, Scribner, Seneschal, Sailor, Wisdom.

Reaction: Who moves first. This measures the quickness of a character's body and mind. It is as much "how quick the character notices something" as "how quick the character moves."

Ride: How comfortable you are riding an animal. What you can get your mount to do for you.

Woodscraft: Woodscraft is used to track people or animals, know what sorts of plants and animals are present in an area and their properties, and placing animal traps.

Charisma Skills:

Disguise: Pretend to be someone else. Usually opposed by a notice check.

Etiquette: Etiquette is used to know your way around a society, including knowing who is important and where to get favors. It is the non-illegal society equivalent of Streetwise. Critical for Daes Dae’mar.
Handle Animal: This task involves commanding an animal to perform a task or trick that it knows, teach an animal a new trick, rear a wild animal, or push an animal’s limits.
Orate: Orate is used to sway opinion with speech or demagoguery, and is generally used with crowds.  

Perform: Perform is used for singing and playing instruments, and represents musical talent, not lyrical talent. 

Persuade: Sway is used to sway individuals through conversation. Unlike Orate, this works better one-on-one, and the character being swayed may not even realize your character's intentions. Also used for haggling and negotiations.

Savoir-Faire: Savoir-Faire is used to act smooth, dance, get a kiss from a lady, and get another character into your character's bedchambers.

Streetwise: Streetwise is used to know information about the illegal underground, including where to buy illegal things, sell stolen goods, or know who controls organized crime. 

Character Creation:
Divide 20 points among the six statistics.  Human normal is 3; normal human maximum is 5.

Now divide 25 skill points among the character’s skills. 

Skills:
A skill of 2 is the expertise of an apprentice, hobbyist, or skilled novice.


A skill of 5 is a professional level of skill in a task; or a master in a craft.


A skill of 8 is a renowned master, such as a blade master, or a famous smith.


A skill of 10 is legendary; the Forsaken have skills of 10 in their most famous traits.
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Skill Checks are made by rolling 2d10 and adding the result to the applicable stat and skill.

Example: Adam is playing Elam, who is walking the high wire.  Elam’s dexterity is 4 and his balance is 2.  Walking a high wire is difficult (he needs a total of fifteen).  He rolls a six and a three...  the total is 4+2+6+3 = 15,  exactly the needed.  Wiping nervous sweat from his brow, Elam reaches the far platform.  Adam thinks seriously about buying up Elam’s balance.

Unopposed Check Difficulties:
6: Trivial; Success is almost assured unless you’re handicapped in the area.

8: Easy; Anyone with any training will usually succeed. Even unskilled people have the odds in their favor.

10: Routine; Unskilled people will have a problem

12: Moderate; Training is very helpful, but completely unskilled people can still succeed.

15: Tough; Amateurs will have difficulty with the task, unskilled people will usually fail.

18: Challenging; Even masters can fail, though it’s rare.

20: Difficult: Amateurs will usually fail, while professionals will usually succeed.

22: Impressive: Even professionals will often fail.

25: Even renowned masters will have trouble with a task this difficult.

28: Legendary

30: Nearly Impossible

Tools: Skill checks assume that you have appropriate tools at hand.  If you lack tools, or have only improvised tools, you suffer a –2 on your check.  If your tools are significantly better than normal, you can get a +2 to your check.  If your tool is extraordinary, you can get a +4 to your check. Examples follow:

	Circumstance
	Melee
	Opening Locks
	Taking Damage
	Riding

	Improvised (-2)
	Fist
	Bobby Pin
	Clothing
	Bareback

	Normal (0)
	Knife, Thief taker
	Lockpicks
	Leather
	Saddle & hackamore

	Good (+2)
	Sword, Axe, Rapier
	Lockpick, oil & files
	Chainmail
	Saddle, bit & bridle

	Extraordinary (+4)
	Heron Marked Blade
	Locksmith’s tools
	Plate
	Military Saddle


Other modifiers may include taking extra time & care, knowing the password, being presented by a high-ranking person, & other circumstances (a moonless night, a good location at market).  Each modifier is usually +1/-1 to the check.

Combat:

1. Ambush round—If one side has set up an ambush, they make a Sneak check. Each of the ambushed roll Notice; those who roll higher than the ambusher’s Sneak can use Tumble or Ride to dodge a ranged attack, or weapon skills to defend against a charge or a knife from the shadows. Those who fail are attacked unopposed.  Inflict damage per step 6.  Skip this step if neither side is ambushing the other.

2. Now all participants roll Reaction. Characters act in order from highest reaction to lowest. Ties are broken in order of Reaction skill, if that doesn’t break the tie, Wisdom determines.  If still matched, roll off.

3. The highest reaction character declares his action.  If it’s an attack, the character being struck can either defend (using their action for the round), or take the blow and counter attack.  Actions can be held... to coordinate with other attackers, for instance.

4. Other characters can sacrifice their action to help the attacker or defender.  If a character sacrifices their own action, they add their skill to the side they are helping.  If the character being attacked has already acted this round, the interposing character makes the defense roll.  The attacker can choose which defender (the original target or the helper) will take the wound.

5. The attacker rolls his attack skill.  If the defender rolls (if he chose to defend).


( If Unopposed: The attacker’s roll is the defender’s damage check.


( If the defender chose to defend but attacker rolled higher than defender. The attacker strikes, but must incorporate the defenders attempt into his description.  The defender’s wound check is made at a target equal to the attack roll minus HALF of the defense roll.


( If the defender rolls higher, he successfully dodges or parries. The defender takes no damage.  He seizes the imitative, acting before his attacker next round.

6. Take the blow.  The defender rolls (as a free action) and adds his Constitution. (Remember to add armor to the defender’s roll; there’s a –2 penalty if the defender is unarmored).  If the defender’s constitution roll exceeds the attacker’s check, he takes a minor cut or bruise. Each minor cut/bruise adds one to future damage check targets.


If the defender’s check totals less than the attacker’s check (plus previous cuts & bruises), he is bloodied.  A bloodied character suffers a –1 circumstance penalty for his wound until it heals.


If the defender’s check failed by five or more, he is staggered.  He suffers a –2 circumstance penalty for wounds.


If the defender’s check fails by ten or more, he is collapsed.  Collapsed NPCs may die at the GM’s option.

7. As a free action, wounded characters can make a resist roll to function without penalties until they are wounded again.  Make a check versus 8 if bloodied, 12 if staggered  A collapsed character may make a check at 16 remain on her feet. A collapsed character takes a –5 circumstance penalty to all actions.

8. The next highest reaction character now acts. Repeat steps 4-6 for each character, skipping those who act defensively.  When everyone has acted, return to the highest reaction character and continue again.  Make certain that you remember that successful defenders act before those who attacked them last round. 3x5 cards are a good way to organize this.

Recovery:

Wounds take time to heal.  After combat, characters can make heal skill rolls to fix their wounded comrades.  A successful check means that the wound will reduce one step after a night’s rest.  Only one check may be made per subject.  A failed roll means that the wound is too serious to heal that quickly; it heals at the standard rate (listed below).  A successful roll heals at the rate he was healed to, beginning the following morning.

Bruises and small cuts are annoying for a few days, and usually vanish within a week.


Bloodied characters suffer their stiffness and soreness (-2 to physical checks) for about 3 days. The wounds continue to annoy for about a week more.


Staggered characters are stiff and sore for about two weeks (-2 to physical checks); the wound annoys for months afterwards.


Collapsed characters revive after a few minutes on a successful check; if the heal check failed, the character awakens an hour later per point the check failed by.  Collapsed characters shuffle along at half speed, and are subject to dizzy spells and exhaustion.  If they are under constant care, they improve to staggered in a week— if they are not under such care, it will take at least a month to heal.  If they act, they suffer a –5 penalty to all physical checks and a –2 penalty to all other checks.

Example: 
A mugger ambushes Daryl in an alley.  The mugger is armed with a knife; Daryl is wearing chainmail and carries a long sword at his hip.  Mugger’s Stats: Dexterity 3, Constitution 3, Knife 2, Sneak 4, Wisdom 2, Reaction 1.  Daryl’s applicable stats are Strength 4, Sword 5, Constitution 3, Resist 3, Wisdom 3, Notice 1, Reaction 3.


The mugger sets up his ambush in a dark, narrow alley (+1 bonus).  He rolls 2d10... they come up 3,6, a total of 9.  His check total is Dexterity(3)+Sneak(4)+Dark Alley(1)+Roll(9)=17.  Daryl’s in trouble... he rolls his notice.  4,4, a total of 8.  His check is Wisdom(3)+Notice(1)+Roll(8)=12, a loss.  The mugger gets an ambush attack that Daryl can’t defend against.  Mugger rolls 3,1, a total of 4; his check is Dexterity(3)+Knife(2)+Roll(4)=9.  Daryl now makes a roll to resist: 9,2, total of 11. Con (3)+ Roll(11)+Chainmail(2)=16.  His resist roll is higher than the attack roll, so he takes a minor cut or bruise.


From the shadows a mugger slashes his rusty knife at Daryl—the blow strikes square his shoulder, but is turned by his chainmail.  That’ll bruise though.

Now the two sides roll Reaction to act.  Mugger rolls 1,6 for a total of 7.  He reacts on 2+1+7=10.  Daryl rolls 2,6 for a total of 8.  He acts on 3+3+8=14, first.  He draws his sword (a –1 circumstance) and swings at the mugger.  He rolls 9,5, a total of 14.  His attack roll is Strength(4)+Sword(5)+Roll(14)+Sword(2)+Draw Sword(-1)=24.  The mugger decides to block; he rolls 8,8 for a total of 16.  His check is Dexterity(3)+Knife(2)+Roll(16)=21.  Because he defended himself but lost, he gets to take half his defense roll (21 halves to 10) from Daryl’s attack roll.


He has to resist the blow; he’s unarmored (-2) which makes it tough.  He rolls 3,3, for a total of 6.  He has Constitution(3)+Roll(6)+Unarmored(-2)=7.  The attack roll was 24, minus 10 for the halved defense=14.  The mugger failed by 7, which is a staggered result.


Daryl staggered back from the force of the blow and drew his sword.  He stepped forward and slashed forcefully; the mugger’s knife couldn’t turn his long blade aside.  The blow carved into the mugger’s soft side and splashed blood over the alley as he withdrew it.  The mugger rocked back on his heels, his vision swimming.  He turned to run...

Multiple Attacker Defense:

If a character is being mobbed by several attackers, he can attempt to defend against them all.  The character must have a skill at least equal to the number of attackers.  If he has enough skill, subtract one from the skill per attacker and roll defense.  The defender uses this roll against each of his attackers.


Example: Daryl is later mobbed in a riot by three urchins.  He can use his sword to fend them off; three attackers means that his sword skill counts as (5-3=2) two against each of their attacks.  If he is lucky, his check will beat them all, and he’ll be able to seize the imitative for the next exchange.


If a character doesn’t use Multi-Attacker Defense, he gets his full skill against the opponent of his choice, while the others get to make unopposed attacks against him.

Funky Attacks: (Disarming, etc.)


Determined by the GM; usually an opposed roll requiring a margin of victory.  (Such as a check result 5 higher than the defense, or a target of 10 if unopposed.)

Hero Points:

Characters begin with two (2) hero points.  A player may spend a hero point to change on of the dice to a number of his choice (usually one or ten).  For example, a character rolls 8,6.  If the player chooses, he can spend a point to change the 6 to a one, increasing the difference from 2 to 7.  Each hero points is usable once per session.

Advancement:
Skills and Stats can only be increased by one point at a time.  It costs advancement points equal to the level the skill is being improved to.  (Example: raising sword from 2 to 3 costs 3AP.  Stats can be improved, but it’s vastly more expensive; it costs 5 times the level it’s being improved to.  (Example: Constitution 2 to 3 costs 15AP.)  Hero points can also be improved at a cost of 5AP per die; so improving from 2 to 3 hero dice costs 15AP.

