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Glossary

INTRODUCTION

Dark Saga is a role-playing game system used for generating epic stories.  This system was devised as a way of simulating life in a fantasy world.


In a Dark Saga game, players control the actions of epic heroes in a fantasy world.  The actions of the players have a large impact on the world around them and the fate of their characters.  With Dark Saga, a player can weave an ongoing epic adventure as the game is played.  To win the game, the players must make the right decisions for their characters and work together to achieve goals.

THE NARRATOR

The central player in a Dark Saga game is the narrator.  The narrator has nearly complete control of the game and is responsible for interpreting the players’ actions into game terms.  The narrator must create and run all of the adventures the players choose partake in.  The narrator also controls all of the characters and monsters that the players interact with in the game.


The narrator must be neutral through the entire game, though potentially dramatic scenes should be dramatized in the game.  The narrator in a Dark Saga game is like a referee.  The narrator must interpret actions and judge their effectiveness.  Fairness is the most crucial element of a narrator’s job.

HOW TO USE THIS MANUAL


This book is a reference guide and rule book for the Dark Saga role-playing game system.  Each of the following sections explains basic rules pertaining to the Dark Saga system.  The appendices in the second half of this manual feature exhaustive lists of game material that you can use while generating characters or playing the game.  The glossary located at the very end of this manual can be used to quickly look up the meanings of game terms.

ROLLING DICE
All die rolls in Dark Saga are rolled with ten-sided dice.  There are two types of dice rolls, percentage and combat.


Percentages are rolled by rolling two ten sided dice.  The first die represents the tens place and the second die represents the ones place.  A roll of two zeros represents 100%.  To succeed in a percentage roll, you must roll equal to or lower than the percentage chance indicated.  The most common usage of a percentage roll is described in detail in the “Attribute Checks” section.


The second type of roll, the combat roll, is a roll of a ten-sided die.  If a 10 is rolled, then you may roll again and add the result.  The most common usage of a combat roll is described in detail in the “Physical Combat” section.


Many times, a shorthand notation for dice is used.  d10 is used to denote a roll of a ten-sided die.  Two ten-sided die rolls are abbreviated as 2d10.  If a +2 bonus is to be added to a ten-sided die roll, then it is noted as d10+2.  A roll of three ten-sided dice and a +4 bonus is abbreviated as 3d10+4.

THE CHARACTER RECORD SHEET

Right after the Glossary of this manual, you will find a Character Record Sheet.  You may use this sheet or make your own on a piece of notebook paper.  The Character Record Sheet is where you will write down all game information about the character that you play so you don’t forget any crucial information during game play.

CHARACTERS
Characters are essential to all RPGs.  Without characters, there would be no medium in which players can interact with the theoretical world that the game master had created.  Characters in an RPG game are the players' counterparts in the fantasy setting of the game.


Most popular role-playing games make the players generate random character statistics that affect the character's performance in combat and adventuring tasks.  Dark Saga works the same way, except for the way character statistics are generated.  To allow full player control of the characters, Dark Saga characters are assigned statistics by the players themselves.  Of course, there are limits to how powerful a starting character can be.


The character statistics used to gauge the character's power are called attributes.  Each character has eight major attributes, which are described in the Attributes section.  Be sure to write down all of your character’s statistics and relevant information on a separate sheet of paper.  This sheet of paper is called the Character Record Sheet.

CHARACTER GENDER AND NAMING
Before any attributes are assigned to a character, the gender and name of the character should be chosen.


The gender of a character has no effect on creating characters except in naming.  Males are equally powerful in all respects as women and vice versa in the Dark Saga game.


When naming a character, you should consider two things.  First, different naming conventions may be used depending upon the gender of the character.  Secondly, the region the character is from has a great effect on the name of the character.  Character names should be region-specific.

ATTRIBUTES
The eight major attributes are divided into two categories, body and mind.  The body attributes are coordination, agility, strength, and endurance.  Coordination is how much accuracy your character has in his attacks.  Agility is how good the character's reflexes are.   Strength is just as the name implies; it's how much muscle power your character has.  Finally, Endurance represents how much torture your character's body can take before he collapses.


The mind attributes are the same as the body attributes, except that they pertain to the mind and not the body.  They are Focus, Wisdom, Intellect, and Willpower.  Focus is the ability of the character to focus his powers at one specific point.  Wisdom is the ability to understand concepts and avoid adverse affects on the mind.  Intellect is the overall mind power and intelligence of the character.  And finally, Willpower is how much mental attack a character’s mind can endure.


Assigning scores to character attributes is simple in the Dark Saga game.  Each character begins with a score of 11 in each attribute and has 72 points to distribute into his attributes.  No single attribute can be assigned more than 20 points at the beginning of the game.  After assigning the attribute points, any remaining points can be used to purchase character skills or role kits.

ADDITIONAL SCORES

In addition to the attributes, there are some miscellaneous scores that must be accounted for.  These scores are randomly assigned and are not assigned with attribute points.  The one additional score currently in the Dark Saga game is the Presence score.  The Presence score keeps track of the character’s reputation and how well liked he is.


To randomly generate a starting Presence score, roll a ten-sided die and add the result to 10.  That number will be your starting Presence score and will probably be modified during the course of the game.


Below is a table of how to interpret your Presence score:

TABLE OF CHARACTER PRESENCE

Presence score

equivalency
2


attacked on sight or bullied

4


despised

6


hated

8


looked down upon

10


average

14


liked

17


popular

20


admired

30


legendary

SKILLS
Character skills are what make the characters fun to play.  A character skill is simply something the character knows how to do well.  Examples of character skills are horseback riding, sorcery, or blacksmithing.  Any points remaining from assigning character attributes can be used to purchase skills.  See Appendix A for a listing of skills that can be learned.

ROLE KITS

Role kits are used to simulate classes in other role-playing games.  You do not have to use role kits, but they can speed up the character creation process if they are used.  A role kit is a collection of pre-selected skills selected to fit a specific theme.  With role kits, you can quickly create any character from a generic fighter to a psionic pyromancer!


Look at Appendix E for a listing of role kits that you can use.

TRAITS
In addition to attributes, each character receives ten trait points.  Trait points can be used to purchase natural abilities or features.  Any trait points not used before the beginning of the game are lost.  Traits cannot be learned, since they are abilities that the character was born with.  Some examples of traits are hair color, racial abilities, or abilities given by 

divine power.  See Appendix B for a listing of traits that a character may gain.

RACE KITS

Just like role kits, race kits allow you to quickly create a specific race for your character.  With race kits, you can quickly generate elves, dwarves, halflings, or many other races.


Look at Appendix F for a listing of race kits that you can use.

MORALS

Morals are guidelines on how the character acts.  There are three sets of morals in the game, Law, Chaos, and Neutrality.


Characters with Law morals generally obey laws and regulations.   They respect the rights of others, keep their promises, and tell the truth.  Lawful characters are what most people consider good.


Characters with Chaos morals always look out for their own well being and gain.  The character is willing to break the law for his own gain if he thinks he can get away with it.


Finally, Neutral characters look out for themselves and do what they think will benefit themselves and the people around them most.  They challenge laws that don’t seem right to them and are willing to break the law for the well being of those around them.


Characters who violate their morals may receive a penalty in Mind Endurance.  Characters who aren’t sure of their morals and beliefs usually aren’t very mentally stable.

ITEMS
Anything a character can pick up and use is considered an item.  Items include clothing, weapons, or tools.  At the beginning of the game, characters start with 100 gold pieces.  Gold pieces are the basic monetary unit in the game and are abbreviated as gp.  Characters may spend their initial 100gp on starting equipment or they may save some of it for later use.

See Appendix C for a listing of items.

GOALS
Before the game can begin, each character needs a goal.  It may also be beneficial for all of the players to agree on a common goal if there is more than one player controlling a character.  After each player has a goal, the game master must create an adventure with the players' goals in mind.  It may take several adventures to complete a goal.

HEROES VS. COMMON FOLK

An epic saga wouldn’t be fun if the main characters were just as mortal as the farmer next door.  So characters in the Dark Saga game are twice as powerful as the common folk.  Where hero attributes range from 11-20, the attributes of common humans range from 1-10.  The strongest that a common human can possibly get is 20 strength, but the strongest a hero human can possibly get is 30 strength.

COMBAT

At the beginning of combat, a surprise roll is rolled by each side.  If a side has no chance of being surprised, it may skip the surprise roll.  There is a 30% chance of a group being surprised.  Groups that are surprised may not perform any action in the first round of combat.  If all sides are surprised, they all spend the first round in shock and do nothing until the second round.


Time during combat is measured in 10-second combat rounds.  One action may be performed during each combat round.  Movement is considered an action, but characters are allowed to move 5 feet and still perform an action in a round.  Characters may move one-third the distance they can move in a minute during each combat round.

At the beginning of each combat round, each group involved in combat must roll a ten-sided die.  The side with the higher roll performs actions first.  If there is a tie, both sides perform actions at the same time.

There are two major methods of attack:  missile and melee.  A missile attack is a ranged attack such as a thrown dagger or crossbow shot.  A melee attack is a hand-to-hand attack.

Characters who hide behind cover receive a +3 bonus to Dodge against missile attacks for every quarter of his body that is blocked.  Characters completely behind cover cannot be attacked with missile weapons, but also cannot attack.  At least a quarter of a character’s body must be exposed for the character to deliver a missile attack.

PHYSICAL COMBAT
Physical combat statistics are derived directly from attributes.  There are four combat statistics:  Attack, Dodge, Damage, and Absorb.  Attack is derived by taking the Coordination score plus a ten-sided die roll.  Dodge is calculated by adding a ten-sided die roll to the Agility attribute score.  Damage is the  result of the Strength attribute plus the weapon damage plus a ten-sided die roll.  Finally, Absorb is the armor defensive rating plus the roll of a ten-sided die.


To make an attack, the attacker must roll an Attack and the defender rolls a Dodge.  The person with the higher score wins.  Ties are always won by the attacker.  If the defender won, then he had successfully avoided the attack by blocking the blow or by getting out of the way.  If the attacker won the roll, then the attack is successful and damage is rolled.


To find out how much damage is caused, the attacker then rolls Damage and the defender rolls Absorb.  Then the results of the Absorb roll is subtracted from the results of the Damage roll.  The end result is how many points need to be subtracted from the defender's Endurance attribute.


Note that loss of Endurance from combat is not permanent, but can be healed at a rate of two Endurance points a day.  See the section on Healing for more information.  Characters who reach 0 Endurance points die.


There are some modifiers to Attack rolls that should be used to simulate combat situations.  These modifiers are listed in the table below:

ATTACK ROLL MODIFIER TABLE

Circumstance


Modifier
Attack from Behind

+6 Attack

Attacker can’t see target
-12 Attack

MENTAL COMBAT

Mental combat is very similar to physical combat.  All mental combat statistics are derived from mind attributes.  The four mental combat statistics are Mind Attack, Mental Block, Mental Damage, and Mind Endurance.  Mind Attack is derived by taking the Focus score plus a ten-sided die roll.  Mental Block is calculated by adding a ten-sided die roll to the Wisdom attribute score.  Mental Damage is the result of the Intellect attribute plus a ten-sided die roll.  Finally, Mind Endurance is the Willpower plus the roll of a ten-sided die.


For a creature to make a mental attack on a character, the creature must roll a Mind Attack and the defender must roll a Mental Block.  The character with the higher score wins.  Ties are always won by the attacker.  If the defender won, then he had successfully blocked the mental attack.  If the attacker won the roll, then the mental attack was successful and mental damage is rolled.


To find out how much mental damage is caused, the attacker then rolls Mental Damage and the defender rolls Mind Endurance.  Then the results of the Mind Endurance roll is subtracted from the results of the Mental Damage roll.  The end result is how many points need to be temporarily subtracted from the defender’s Willpower attribute.


Note that Mind Endurance loss is not permanent and can be healed at a rate of 4 points per day.  See the Healing section for more details.  Characters who are reduced to below one Willpower become subject to adverse effects on the mind.

MAGIC

Magical spells can be used in Dark Saga to aid in almost any action, from combat to household chores.  Before any actual spells can be learned, the character must first learn the basic concepts behind the type of magic he wants to learn.  To do this, the character must spend skill points to purchase the correct prerequisite for the type of magic he wants to learn.


Once the character understands the basic concepts, he can begin learning how to cast spells.  A character may purchase any spell he wishes at the very beginning of his adventuring career, but after that, he must find new spells on his own.  New spells can be found in spellbooks, ancient texts, or they can be taught to the character by more powerful spellcasters.  To learn a new spell, the character must first get enough skill points to learn it.  When he has enough skill points, he can spend them on learning the new spell.  After the spell is learned, the character may cast it at any time, though it will take up a certain number of Mind Endurance to cast it each time.  Spell casters wearing any type of armor can only spend half of their Mind Endurance on casting spells.


Reading directly out of a spell book or other text reduces the amount of Mind Endurance required by 25%.  Some texts are even enchanted so that any character can invoke the spell by reading the words written on them.  Such magical texts are usually consumed by the magic after the spell is cast once.

PRIEST MAGIC

Priestly magic in Dark Saga is used to aid in doing a deity’s bidding.  A character who has the Divine Inspiration skill can cast any priestly spell at any time as long as he has enough Mind Endurance to do so.


Characters do not need to learn each spell separately to cast them.  Once a character has the Divine Inspiration skill, he may cast any priest spell available.

MAGICAL ITEMS

A magical item is any item that a powerful spellcaster or supernatural being has imbued with magical powers.  Magical items often have bonuses over normal items or have special abilities.  Magical items can usually be found during adventures.


Some magical items can only be used a limited number of times.  The character will never know for sure how many times he can use a magical item until it is too late.


When a magical item is first found, the character usually will not know it is magical.  Magical items are usually well made, but there is no way of telling for sure if they are magical or what powers it possesses until it is tested.


Sometimes magical items can be tested by simply using them.  Rings can be worn, potions can be imbibed, armor can be worn into battle, and so on.  Many times using a magical item will reveal its magical powers.  Be forewarned however that some magical items are cursed and have ill effects when they are used.  Characters using cursed items cannot willingly part with them.  If the cursed items are forcibly removed from the character, the character will be cursed to always want the item back.


Testing magical items sometimes will not reveal all of its powers.  In this case, the magical items can be magically tested.  If the character does not have the means of magically testing his magical items, he can pay another spellcaster to test them.  Usually the price of magically testing magical items is around 300 gold pieces.

CHARACTER DESIGN OVERVIEW

The previous sections cover everything you need to know about creating a Dark Saga character.  Below is a checklist for creating heroes:

1. Choose a gender

2. Name your character

3. Assign Attribute scores

4. Roll for Presence

5. Assign role (optional) and skills

6. Assign traits or race kit

7. Choose a Moral

8. Purchase starting equipment

9. Set a Goal

10. Choose starting spells if applicable.

MOVEMENT

Characters can normally move 120 feet per minute while exploring.  Characters carrying a lot of weight or bulky equipment move slower.  Encumbrance is the unit we use to measure the weight of an object plus how hard it is to carry.  Some characters even bring a mule with them during their adventures to haul items for them.  Below is a table of how fast encumbered characters and mules move in a minute:

ENCUMBRANCE AND MOVEMENT TABLE FOR CHARACTERS

Encumbrance

Move in 1 Minute
0-400


120 feet

401-800 90 feet

801-1,200

60 feet

1,201-1,600

30 feet

1,601-2,400

15 feet

2,400+


can’t move

ENCUMBRANCE AND MOVEMENT TABLE FOR MULES

Encumbrance

Move in 1 Minute
0-3,000

120 feet

3,001-6,000

60 feet

6,000+


can’t move

To figure out how much encumbrance a character has, add up the encumbrance of all of his equipment.

MAPPING

Mapping is very important when visualizing movement and combat.  The narrator will often have maps to show the positions of things in the game.  Graph paper is very useful for quickly drawing combat scenes or mapping dungeons.

ATTRIBUTE CHECKS

Many times, attribute scores are used to check for the success of certain situations and actions.  To make an attribute check, you have to roll a percentage roll.  The chance of success is equal to three times the attribute you are checking with.  For example, a warrior with an Agility of 15 who is trying to avoid a falling boulder by rolling an Agility check must roll a percentage (1-100) lower than 45 (3 x 15).  Therefore, the warrior has a 45% chance of avoiding the boulder.


Some situations may have modifiers with them like +15% or –10%.  In these situations, you add or subtract the modifier to your overall chance of succeeding.  Using the example above, perhaps the warrior was sleeping at the time of the rockslide.  The warrior may receive a -30% penalty for his roll because he had less time to react.  In that case, he would have only a 15% chance of avoiding the boulder (45% - 15%).  So you would have to roll a 15 or lower on the percentage roll to save the warrior.


Some sample situations where attribute checks will be needed are listed below:

Attribute checks for Coordination are required in these situations:

· Hitting a target with a thrown stone

Attribute checks for Agility are required in these situations:

· Avoiding falling boulder

Attribute checks for Strength are required in these situations:

· Opening stuck doors

Attribute checks for Endurance are required in these situations:

· Checking to see if the character gets drunk after a few beers

· Avoiding damage from a death ray

· Fighting the effects of poison

· Bearing a dragon’s breath attack (-15%)

Attribute checks for Focus are required in these situations:

· Remembering what was written on a cover of a book from one sight

Attribute checks for Wisdom are required in these situations:

· Checking to see if the character has been magically mind controlled

· Avoiding magical effects of wands

· Avoiding magical effects of rods, staves, or spells (-15%)

Attribute checks for Intellect are required in these situations:

· Trying to memorize a page of arcane scripts

Attribute checks for Willpower are required in these situations:

· Avoiding insanity from a traumatic experience

· Fighting paralysis effects

· Fighting the effects of Turn to Stone

DOORS

Many times the characters will have to explore dungeons that are full of doors of all sorts.  Most dungeon doors are made of wood and are reinforced with metal.  Doors can usually be opened by turning knobs or pulling rings.


Dungeon doors are often closed, locked, or stuck and usually swing slowly shut after they are opened unless they are held open by something.

Characters may attempt to force open stuck doors by making a Strength attribute check.  Wooden doors can also be burned or destroyed in 3d10+10 minutes.  Any attempt to force a door open that does not succeed in one try will alert the occupants of the room of the character’s presence.

Locked doors cannot be forced open, though they can still be destroyed.  A locked door may be opened by picking the lock, using a key, or using magic.

Other types of doors are one-way doors, trapped doors, and secret doors.  One-way doors are doors that can only be opened from one side.  Trapped doors are just as the name implies; a trap will go off on any character opening the door.  Finally, secret doors are hidden passageways that can only be found by successfully searching.

MORALE
No living creature wants to die, so the morale score is what simulates a creature's will to live.  Each creature and non-player character has a morale score.  When a creature is hit for the first time and when ¾ of its Endurance is lost, it has to roll a morale check.  Groups of monsters or NPCs, roll morale checks when one of their number dies and when half of their number die.


To make a morale check, roll a ten sided die.  If the number on the die is equal to or less than the morale score, then the character stays and fights.  If the number is higher than the morale score, then the creature surrenders or flees, depending on whether they can outrun the players or not.


If a fleeing or surrendering character sees that there is no escape or mercy from the players, it will continue attacking reluctantly.


Sometimes the characters will choose to run from the monsters.  In this case, the monsters make a morale check.  If they succeed, they will chase the characters.  If the characters get out of the monsters’ line of sight by ducking into a room or turning a corridor, there is only a 25% chance that the monsters will continue chasing the characters.  The monsters chasing the characters must make a morale check after every minute of chasing the characters to see if they continue the pursuit.


Sometimes fleeing characters may intentionally drop something while they run in an attempt to get the chasing monsters to stop and examine what they dropped.  Characters may attempt this once per encounter and the monsters will have a 50% chance of stopping their pursuit when the characters do this.

NON-PLAYER CHARACTERS

Non-player characters, or NPCs, are any normally friendly creatures in the game other than the player characters.  The narrator controls NPCs and how they react when the characters meet them.  Usually NPCs react according to how the player characters act towards them.  Sometimes NPCs have other motives which determine the way they act.


Monsters are any creatures in the game that are normally considered hostile towards humans.  Monsters usually either attack the characters first or are attacked by the characters on sight.  If the characters meet a monster and both sides do not attack, then roll a d100 and look up the result on the following table:

Monster Reaction Table

d100

reaction

1-8

Monster attacks the characters

9-41 Monster threatens characters.  Roll again after 1 minute, subtracting 30 

from the result.

42-83

Monster cautious towards characters.  Roll again after 1 minute.

84-97 Monster friendly towards characters.  Roll again after 1 minute, adding 30 

to the result.

98-100 Monster is friendly towards the characters.

If the characters do something to get a certain reaction from the monster, don’t roll again.  In this case the narrator must decide how the monster reacts.  Also, do not roll on the Monster Reaction Table more than three times in one encounter.  If the characters don’t do something to get a specific reaction from the monster after two rolls, then the third reaction roll will determine what the monster will do.  If on the third reaction roll the narrator rolls 1-83, the monster will attack.  If the narrator rolls 84-100, the monster will simply leave.

ENCOUNTERS

An encounter is any scene where a character meets a non-player character or monster.  There are two types of encounter:  planned and wandering.


Planned encounters are encounters that were created by the narrator to further a plot.  Usually some event triggers a planned encounter such as the characters arriving at a certain place or doing a certain thing.  Adventures, described in the next section, are simply groups of planned encounters that further a plot.


Wandering encounters are random encounters that happen by chance.  In dangerous places like dungeons or ruins, there is a 15% chance every 20 minutes that the characters run into a wandering encounter.  Wandering encounter tables are used to determine what the characters encounter in a wandering encounter.  The table below is an example wandering monster table and you may want to create more customized and realistic tables for your game.  Many of the monsters in the table below are not yet given to you.

Dungeon Level 1

d100

Encounter
# Appearing

1-5

Bat, Giant
1-3

6-10

Beetle, Fire
1-6

11-15

Ghoul

1-2

16-25

Goblin

1-6

26-30

Gnoll

1-3

31-35

Gnome

1-6

36-40

Hobgoblin
1-6

41-50

Kobold
2-12

51-55

Lizard Man
1-3

56-60

NPC Party
1 party

61-70

Orc

1-6

71-80

Skeleton
1-10

81-85

Snake, Racer
1-2

86-90

Spider, Crab
1-2

91-95

Stirge

1-8

96-100

Zombie
1-3

Wandering encounters generally occur 20-120 feet away from the characters.

ADVENTURES
Without a place to explore, the game would be pretty pointless.  The narrator is responsible for using the players' goals to make adventures.  An adventure is a setting or series of events that the characters are caught in the middle of, whether willingly or not.


An example of an adventure may be "The Quest for the Elixir of Life".  The theme of this example may be to search an ancient ruin for the powerful Elixir of Life.  It is the narrator's job to make the map of the ancient ruin and describe the things the characters see as they explore it.  The game should unfold like a story.

TREASURES

Many characters adventure because of the prospect of finding treasure and getting rich.  Monsters typically collect treasure that can be taken when the monsters are defeated.  The treasures monsters have are randomly determined and can be distinguished by a Treasure Type.  Below is an example of a Treasure Type:

Type F – 10% chance of 2,000-20,000 silver pieces


20% chance of 1,000-8,000 electrum pieces


45% chance of 1,000-12,000 gold pieces


30% chance of 1,000-3,000 platinum pieces


20% chance of 2-24 gemstones


10% chance of 1-12 pieces of jewelry


30% chance of any 3 non-weapon magical items + 1 magical potion + 1 magical 

scroll

To randomly determine the type of gemstones found, use the table below

Gemstone Table

d100 Roll
Gemstone

Value in gold pieces

1-20

Quartz or Turquoise
10

21-45

Citrine or Onyx
50

46-75

Amber or Garnet
100

76-95

Pearl or Topaz

500

96-100

Opal or Ruby

1,000

To randomly determine the type of jewelry found, use the table below

Jewelry Table

d100 Roll
Type

Value in gold pieces

1

Bracelet
300

2

Pin

400

3-4

Bracelet
500

5-9

Pin

600

10-16

Brooch

700

17-26

Earring

800

27-38

Brooch

900

39-50

Earring

1,000

51-62

Pendant
1,100

63-74

Necklace
1,200

75-84

Pendant
1,300

85-91

Necklace
1,400

92-96

Crown

1,500

97-98

Scepter

1,600

99

Crown

1,700

100

Scepter

1,800

HIRED HELP

Sometimes the characters decide that they need to hire extra help for their adventures.  A party of characters may hire enough help to make a party of six characters.  The hired help will usually work for an equal share of any treasure found.  The morale of the hired help is determined by the Presence of the character who hired them.  To determine the morale of any hired help, use the table below:

TABLE OF HIRED HELP MORAL

Presence Score
Morale
1-2


2

3-4


3

5-8


4

9-15


6

16-19


7

20-29


8

30 9

If a hired character runs away after failing morale, he won’t return until the battle is over.

HEALING
Adventuring is dangerous business, and all heroes are bound to get hurt during their adventures.  Heroes can physically heal at a rate of 2 Endurance points per day.  All other creatures and characters heal at a rate of 1 Endurance point a day, unless otherwise specified.


Characters suffering from mental attack heal at a rate of 4 Willpower per day unless otherwise specified.


There are also other means of healing such as magic and potions, but those are described in later sections.

COMPLETING GOALS
Eventually, the characters will complete their goals.  It may be after a series of adventures, or after a single adventure.  But once a character has completed his goal, he has two choices.  The character can either retire from adventuring and settle down, or he can declare a new goal and continue his adventuring career.

GAINING EXPERTISE

Throughout your gaming sessions, your character will learn new skills and gain more power.  To simulate this learning process, you will earn extra points from time to time to spend on increasing your character’s abilities and skills.


Your character will gain 10 points for every year in game time he lives that can be used to increase any ability, gain any skills, or build upon any existing skill.  After every gaming session, you character will earn 1 point to be spent on any attribute that he rolled attribute checks for or any skill that he used during the session.  After every goal the character completes, he will gain 10 points to be spent on any attribute that he rolled attribute checks for or any skills that he used during the course of completing the goal.


Points can be saved up for as long as the player desires.  Points that cannot be spent during one session will carry over to the next.

CHARACTER DEATH
Sometimes a character never survives to complete his goal.  This can be caused by traps, monsters, or a wide variety of reasons.  In the case of character death, just create a new character and start fresh.  As with any game, you cannot win every time.  That wouldn't be fun.

APPENDIX A - SKILLS

This is a listing of basic skills that a character can learn.  The number in brackets represents the number of skill points the skill takes to learn or upgrade.


When writing down your skills, all skills are assumed to be level 1 upgrade.  If you upgrade the skill, they become level 2 skills.  If a skill is upgraded twice, it becomes a level 3 upgrade and so on.

Backstabbing (2)
The character may attack with a +4 bonus to his Attack and do double Damage if the attack hits when attacking from behind his opponent when his opponent does not know he is there or does not expect an attack.  Usually this is combined with the Move Silently skill.

Blacksmithing (1)
Ability to make a metal item in a week of work.

Blunt Weapons Training (7)
The character becomes proficient in blunt weapons.

Climb Walls (1)
The character may attempt to climb any steep or sheer surface, such as a cliff, wall, or battlement with a 87% chance of success.  This skill must be checked for success every 100 feet the character climbs.  If the percentage roll is failed, then the character falls from the midway point of the climb and takes 2 Endurance of damage for every 10 feet fallen.  This skill may be upgraded up to 4 times, increasing the chance of success by 1% with each upgrade.

Divine Inspiration (10)
Gain ability to cast level 1 priest spells.  The character may only use blunt weapons in combat, or else this skill will be taken away from him.  This skill may be upgraded once, giving the character the ability to cast level 2 priest spells with that upgrade.

Fast Attack (10)
Character may attack twice in a 10 second combat round.

Fighting Large Creatures (1)
Characters with this skill have a +3 bonus to their Dodge scores when being attacked by creatures larger than them and larger than man sized..

Find Traps (1)
The character has a 10% chance of finding all hidden traps in an area.  This skill may be upgraded up to 4 times, increasing the chance of finding traps by 5% with each upgrade.

Hear Noise (1)
The character can listen at a wall, door, corner, or similar location.  If there is anything interesting to hear, the character will have a 30% chance of hearing it.  This skill may be upgraded up to 4 times, with each upgrade increasing the chance to hear noise by 5%.  Characters not trained in hearing noises have a 15% chance.

Hide in Shadows (1)
The character has a 10% chance to lurk in the shadows and not be seen.  The Narrator should roll the percentage roll so that the character does not know whether his attempts at hiding are successful. This skill may be upgraded up to 5 times, with the first 2 upgrades increasing the chance of success by 5%.  The 3rd, 4th, and 5th upgrades increase the chance of success by 4% each.

Hide in Wilderness (1)
When the character hides in a wilderness setting (woods, underbrush, rocks, etc.), anyone searching for the character only has a 10% chance of finding the hiding character.

Horseback Riding (1)
Ability to ride a horse

Initiative (1)
Characters with this skill have a +1 bonus to their initiative rolls in combat.

Languages (1)
With each point spent on this skill, the character can pick up a language.  If the character has an Intellect of over 15, he can speak, read, and write the language.  Otherwise, a character purchasing this skill may only speak the language.  A character who can only speak a language may upgrade the skill for one language so that he can also read and write the language.  All characters can automatically speak Common, the universal language of the Dark Saga game.  Common is whatever language the players speak.  Below is a list of languages that a character can learn:

Dwarven
Elf
Gnoll
Gnomish
Goblin

Hobgoblin
Kobold

Orc

Mining (1)
A character with the mining skill can examine an area (a room, 60-foot length of corridor, or similar area) for traps, sliding walls, sloping corridors, or new constructions with 20% accuracy.

Missile Weapons Training (8)
Character can use any missile weapon.  This skill may be upgraded once, giving the character a +1 bonus to Coordination when he uses missile weapons in combat.

Move Silently (1)
Character gains a 20% chance of moving across any floor without making any noise.  The character using this skill should not see the result of this roll because he always thinks he is moving silently when using this skill.  This skill may be upgraded up to 4 times, with each upgrade raising the chance of success by 5%.

Ogre Language (1)
can speak the language of ogres.

One-handed Weapons Training (8)
Character can use any one-handed weapon.

Open Locks (1)
With lockpicking tools, the character has a 15% chance of opening closed locks.  If he fails an attempt to pick a lock, he cannot successfully pick the same lock until he becomes more proficient in picking locks.  This skill may be upgraded up to 4 times, increasing the chance to pick a lock by 5% with each upgrade.

Pick Pockets (1)
The character has a 20% chance to take something out of another character’s pocket without the victim realizing it.  Failure means that the thief could not get what he wanted.  If the roll fails by twice chance or more, he is caught in the act.  This skill may be upgraded up to 4 times, with a 5% increase in the chance of success in each upgrade.

Rear guarding
(1)
gain a +5 bonus to first attack against an enemy that attacked from behind.

Reckless Advancement (-12)
With this skill, 12 skill points may be gained, but half of the skill points the character gains from this point on will be discarded.

Remove Traps (1)
When the character finds a trap, he may try to remove it with a 10% chance of success.  Failure means that the trap goes off, affecting the character unless he took precautions to prevent injury.  This skill may be upgraded up to 4 times, increasing the chance to remove traps by 5% with each upgrade.

Rock Hurling (1)
Ability to hurl rocks at opponent that causes up to strength score of hurler in damage.

Sorcery (10)
Gain the ability to learn wizard spells of 1st level.  This skill may be upgraded twice, giving the character the ability to cast 2nd level wizard spells after the first upgrade, and the ability to cast 3rd level wizard spells after the second upgrade.

Spell Reversal (4)  Can only be used by spellcasters.  Allows spellcaster to reverse the 

effects of some spells.

Turn Undead (5)
Allows the character to force away undead creatures using the power of living faith.  When performing this action, the character boldly steps in front of the undead as a display of faith.


Look up the type of undead that will be turned in the table below and roll that percentage.  If the undead is turned, roll a percentage roll and look it up in the second table to see how many Endurance worth of undead are turned.  A character may keep turning undead until he fails.  Once a character fails a turn undead attempt, he cannot turn any more undead in that encounter.


This ability may be upgraded with the addition of 5 skill points up to 4 times.  Upgrading will increase the chances of turning undead.

Turning Undead Table




Level of Upgrade

Undead
1
2
3
4
5

Skeleton
60%
T
T
D
D

Zombie
30%
60%
T
T
D

Ghoul

10%
30%
60%
T
T

Wight

-
10%
30%
60%
T

Wraith

-
-
10%
30%
60%

Mummy
-
-
-
10%
30%

Specter

-
-
-
-
10%

T means the undead is automatically turned

- means that the undead cannot be turned

D means the undead is destroyed utterly

Number of Undead Turned

d100 Roll
Total Endurance Turned

1-2

8

3-8

12

9-16

16

17-27

20

28-41

24

42-58

28

59-72

32

73-83

36

84-91

40

92-97

44

98-100

48

Weapon Skill (2)
Ability to use one type of specific weapon.

Weapons Training (24)
Ability to use all weapons

Woodlore (1)
Character has a 30% chance of finding secret doors (if they exist) when using the Woodlore skill.  Characters without this skill have a 15% chance of finding secret doors.
APPENDIX B – TRAITS

Listed below are traits that a character may possess.  The number between brackets represents the amount of trait points required to obtain that trait during character creation.

Acute Hearing (1)
Character has pointed ears and automatically has the Hear Noise skill.

Immunity to Ghoul’s Paralysis (2)
Character is immune to the paralysis effects of Ghouls.

Infravision (1)
character can see up to 60 feet with infravision.  Infravision allows characters to see heat and is useful for seeing in the dark.  Warm objects appear to be red to the character, and cold objects appear to be blue.  Even room temperature objects like tables and doors can be seen faintly.  Infravision is useless when bright light is present, so it is only used in dark places.

Magic Resistance (1)
Character has +7 bonus when fighting the effects of magic

Miracle (3)
Character gains a unique ability.

Petrification Bite (15)
Any creature bitten by the character must roll a Willpower check or be turned to stone.

Petrification Gaze (15)
Anyone meeting the character’s gaze must make a Willpower attribute check or be turned to stone.  If an enemy tries to avoid the character’s gaze, he suffers a –12 penalty in Coordination while attacking.  When attacking an enemy who is trying to avoid the gaze, the character gains +6 to his Coordination.


If the character sees himself in a mirror, he must roll a Willpower check or be turned to stone.  Enemies attacking with a mirror have a –6 penalty to Coordination instead of a –12 penalty.

Poison Resistance (1)
Character has +6 bonus when fighting the effects of poison

Unusual Hair Color (3)
Character has an abnormal hair color and gains a +1 bonus to Presence.

Unusual Size (2)
2 points can be spent for each foot beyond normal human size.  Taller characters gain +1 Strength for every foot taller they are.  Wider characters gain +1 Endurance for every foot wider they are.  Shorter or slimmer characters gain +1 in Agility for each foot shorter or slimmer they are.  Characters may not be under a foot tall or wide.  Assuming that an average human hero is six feet tall, characters may not be shorter more than 5 feet or thinner more than 1 foot.
APPENDIX C - ITEMS

MONETARY UNITS

Copper Piece, 100
1gp.  1 Encumbrance.

Silver Piece, 10
1gp.  1 Encumbrance.

Electrum Piece, 2
1gp.  1 Encumbrance.

Gold Piece

1gp.  1 Encumbrance.

Platinum Piece
5gp.  1 Encumbrance.

Silver Coin

3gp.  2 Encumbrance.

Gold Coin

30gp.  2 Encumbrance.

Gemstone

75gp.  1 Encumbrance.

WEAPONS

Battle Axe
7gp.  70 Encumbrance.  Large.  +8 Damage.  Two-handed.

Hand Axe
4gp.  30 Encumbrance.  Small.  +6 Damage.  Can be thrown with 

maximum range 30 feet.  +3 Attack if target 6-10 feet away.  –3 Attack if target 

21-30 feet away.

Crossbow


30gp.  50 Encumbrance.  Medium.  Fires quarrels.  +6 

damage.  Missile weapon.  Maximum range 180 feet.  +3 Attack if target 6-60 feet 

away.  –3 Attack if target 121-180 feet away.

Case with 30 quarrels

10gp.  This included with encumbrance of Crossbow.

Long Bow


40gp.  30 Encumbrance.  Large.  +6 damage.  Missile 

weapon.  Maximum range 210 feet.  +3 Attack if target 6-70 feet away.  –3 Attack if target 141-210 feet away.

Short Bow


25gp.  20 Encumbrance.  Small.  +6 damage.  Missile 

weapon.  Maximum range 150 feet.  +3 Attack if target 6-50 feet away.  –3 Attack 

if target 101-150 feet away.

Quiver with 20 arrows
5gp.  This included with encumbrance of bow.

1 silver-tipped arrow

5gp.  This included with encumbrance of bow.

Normal Dagger
3gp.  10 Encumbrance.  Small.  +4 Damage.  Can be thrown as a 

missile weapon with maximum range 30 feet.  +3 Attack if target 6-10 feet away.  

–3 Attack if target 21-30 feet away.

Silver Dagger

30gp.  10 Encumbrance.  Small.  +4 Damage. Can be thrown as a 

missile weapon with maximum range 30 feet.  +3 Attack if target 6-10 feet away.  

–3 Attack if target 21-30 feet away.

Short Sword

7gp.  30 Encumbrance.  Small.  +4 Damage.

Normal Sword

10gp.  60 Encumbrance.  Medium.  +8 Damage

Two-handed Sword
15gp.  100 Encumbrance.  Large.  +10 Damage.  Two-handed.

Mace


5gp.  30 Encumbrance.  Medium.  +6 Damage.  Blunt.

Club


3gp.  50 Encumbrance.  Medium.  +4 Damage.  Blunt.

Pole Arm

7gp.  150 Encumbrance.  Large.  +10 Damage.  Two-handed.

Sling with 30 stones
2gp.  20 Encumbrance.  Small.  +4 Damage.  Blunt.  Missile weapon.  Maximum range 160 feet.  +3 Attack if target 6-40 feet away.  –3 Attack if target 81-160 feet away.

Spear


3gp.  30 Encumbrance.  Medium.  +6 Damage.  Melee or thrown 

missile weapon.  +3 if target 6-20 feet away.  –3 if target 41-60 feet away.

Spiked Club

6gp.  50 Encumbrance.  Medium.  +6 Damage.

Staff


2gp.  40 Encumbrance.  Large.  +6 Damage.  Two-handed.  Blunt.

War Hammer

5gp.  50 Encumbrance.  Medium.  +6 Damage.  Blunt.

ARMOR

Leather Armor

20gp.  200 Encumbrance.  +4 Absorb.

Chain Mail Armor
40gp.  400 Encumbrance.  +7 Absorb.

Plate Mail Armor
60gp.  500 Encumbrance.  +9 Absorb.

Shield


10gp.  100 Encumbrance.  +1 Absorb.

EQUIPMENT

Backpack

5gp.  20 Encumbrance.  Holds 400 Encumbrance.

Flask of Oil

2gp.  10 Encumbrance.  Can be thrown with 50 feet maximum 

range.  +3 Attack if target 6-10 feet away.  –3 Attack if target 31-50 feet away.  

Breaks on impact.  Spilled oil that is lit on fire causes 4 Endurance of fire damage 

every 10 seconds.  Burning oil on monsters or characters takes 20 seconds to put 

out.  A Coordination check is required to set an oil covered creature on fire.  A 

flask of oil spilled on the floor forms a puddle 3 feet in diameter and will burn for 

2 minutes.

Hammer, Small
2gp.  10 Encumbrance.  Used to hammer spikes.

Holy Symbol

25gp.  1 Encumbrance.

Holy Water, 1 vial
25gp.  1 Encumbrance. Can be thrown with 50 feet maximum 

range.  +3 Attack if target 6-10 feet away.  –3 Attack if target 31-50 feet away.  

Breaks upon impact and causes 4 Endurance damage to undead.

Horse


50gp.

Iron Spikes, 12
1gp.  60 Encumbrance for 12 spikes.  5 Encumbrance per spike.  

Used to hold doors open.

Lantern

10gp.  30 Encumbrance.  Casts light in a 30-foot radius.  Lasts 4 

hours per flask of oil used as fuel.

Lockpicking Tools
75gp.  Special tools for lockpicking.  Characters without the Open 

Locks skill have a 10% chance of picking locks with these tools.  Characters with 

the Open Locks skill have a +10% chance of opening locks.

Mirror, hand-sized
5gp.  5 Encumbrance.  This mirror is made of polished steel.

Mule


30gp.  Can carry up to 6,000 Encumbrance.

Rations, Iron

15gp.  70 Encumbrance.  Preserved food for one person for one 

week.

Rations, Standard
5gp.  200 Encumbrance.  Unpreserved food for one person for one 

week.

Robes


30gp.  Basic clothing.

Rope, 50’

1gp.  50 Encumbrance.

Sack, Small

1gp.  1 Encumbrance.  Holds 200 Encumbrance.

Sack, Large

2gp.  5 Encumbrance.  Holds 600 Encumbrance.

spell book

300gp.  A blank book where spells can be transcribed.  Spells cast 

directly from a spell book take 25% less Mind Endurance.

Thieves’ Tools
25gp.  10 Encumbrance.

Tinder Box

3gp.  5 Encumbrance.  Flint and steel.  Used to light fires.

Torches, 6

1gp.  120 Encumbrance for 6 torches.  20 Encumbrance each.  

Casts light in a 30-foot radius.  Lasts 1 hour each.

Water, Wine Skin
1gp.  5 Encumbrance.

Wine, 1 quart

1gp.  30 Encumbrance.

Wooden Pole, 10’
1gp.  20 Encumbrance.

MAGICAL ITEMS

Sword +3
+3 to Attack and Damage.

Healing Potion
150gp.  Allows imbiber to regain all lost Endurance.

APPENDIX D - MONSTERS
Basilisk

att 33+d10
dod 8+d10
dam 10+d10+petrification
abs 8+d10

morale 9
endurance 13
move 60’

# Appearing 1-6
Alignment Neutral

skills – Fast Attack

traits – Petrification Gaze, Petrification Bite

items – none

10-foot long non-intelligent magical lizard.  Lives in caverns and tangled thickets.


1-6 Basilisks live in a Basilisk lair.  In a typical Basilisk lair characters can expect to find the following treasures:  10% 2,000-10,000 Silver Pieces, 20% 1,000-8,000 Electrum Pieces, 45% 1,000-12,000 Gold Pieces, 30% 1,000-3,000 Platinum Pieces, 20% 2-24 Gems, 10% 1-12 Jewelry, 30% 3 magical items other than weapons, 1 potion, and 2 scroll.

Ogre

att 5+d10
dod 3+d10
dam 10+d10
abs 1+d10

morale 4
endurance 10

skills - club, rock hurling

traits - irregular size (7’ tall)

items - club, silver coin, gemstone

APPENDIX E – ROLE KITS

Below are all roles that a character may choose during character creation.  Most roles have certain requirements that must be met before a character may be that role.  The number inside the brackets represents how many skill points the role requires.

Veteran (24)

Requirements – 15 Strength, 15 Endurance

Benefits – Weapons Training

Warrior (24)

Requirements – 15 Strength, 15 Endurance

Benefits – Weapons Training

Swordmaster (24)

Requirements – 15 Strength, 15 Endurance

Benefits – Weapons Training

Hero (24)

Requirements – 15 Strength, 15 Endurance

Benefits – Weapons Training

Swashbuckler (24)

Requirements – 15 Strength, 15 Endurance

Benefits – Weapons Training

Acolyte (12)

Requirements –15 Wisdom, 15 Willpower

Benefits – Turn Undead level 1


Blunt Weapons Training

Adept (27)

Requirements – 15 Wisdom, 15 Willpower

Benefits – Turn Undead level 2


Divine Inspiration level 1


Blunt Weapons Training

Priest (32)

Requirements – 15 Wisdom, 15 Willpower

Benefits – Turn Undead level 3


Divine Inspiration level 1


Blunt Weapons Training

Vicar (47)

Requirements – 15 Wisdom, 15 Willpower

Benefits – Turn Undead level 4


Divine Inspiration level 2


Blunt Weapons Training

Curate (52)

Requirements – 15 Wisdom, 15 Willpower

Benefits – Turn Undead level 5


Divine Inspiration level 2


Blunt Weapons Training

Medium (24)

Requirements – 15 Focus, 15 Intellect

Benefits – Dagger skill


Sorcery level 1

1 1st level wizard spell

Seer (26)

Requirements – 15 Focus, 15 Intellect

Benefits – Dagger skill


Sorcery level 1

2 1st level wizard spells

Conjurer (40)

Requirements – 15 Focus, 15 Intellect

Benefits – Dagger skill


Sorcery level 2

2 1st level wizard spells

1 2nd level wizard spell

Magician (44)

Requirements – 15 Focus, 15 Intellect

Benefits – Dagger skill


Sorcery level 2

2 1st level wizard spells

2 2nd level wizard spells

Enchanter (60)

Requirements – 15 Focus, 15 Intellect

Benefits – Dagger skill


Sorcery level 3

2 1st level wizard spells

2 2nd level wizard spells

1 3rd level wizard spell

Apprentice (26)

Requirements – 15 Coordination, 15 Agility

Benefits – One-handed Weapons Training


Missile Weapons Training


Open Locks level 1


Find Traps level 1


Remove Traps level 1


Climb Walls level 1


Move Silently level 1


Hide in Shadows level 1


Pick Pockets level 1


Hear Noise level 1


Backstabbing

Footpad (34)

Requirements – 15 Coordination, 15 Agility

Benefits – One-handed Weapons Training


Missile Weapons Training


Open Locks level 2


Find Traps level 2


Remove Traps level 2


Climb Walls level 2


Move Silently level 2


Hide in Shadows level 2


Pick Pockets level 2


Hear Noise level 2


Backstabbing

Robber (42)

Requirements – 15 Coordination, 15 Agility

Benefits – One-handed Weapons Training


Missile Weapons Training


Open Locks level 3


Find Traps level 3


Remove Traps level 3


Climb Walls level 3


Move Silently level 3


Hide in Shadows level 3


Pick Pockets level 3


Hear Noise level 3


Backstabbing

Burglar (50)

Requirements – 15 Coordination, 15 Agility

Benefits – One-handed Weapons Training


Missile Weapons Training


Open Locks level 4


Find Traps level 4


Remove Traps level 4


Climb Walls level 4


Move Silently level 4


Hide in Shadows level 4


Pick Pockets level 4


Hear Noise level 4


Backstabbing

Cutpurse (58)

Requirements – 15 Coordination, 15 Agility

Benefits – One-handed Weapons Training


Missile Weapons Training


Open Locks level 5


Find Traps level 5


Remove Traps level 5


Climb Walls level 5


Move Silently level 5


Hide in Shadows level 5


Pick Pockets level 5


Hear Noise level 5


Backstabbing

Veteran Medium (36)

Requirements – 15 Strength, 15 Endurance, 15 Focus, 15 Intellect

Benefits – Weapons Training


Sorcery level 1


1 1st level wizard spell

Warrior Seer (38)

Requirements – 15 Strength, 15 Endurance, 15 Focus, 15 Intellect

Benefits – Weapons Training


Sorcery level 1


2 1st level wizard spells

Swordmaster Conjurer (52)

Requirements – 15 Strength, 15 Endurance, 15 Focus, 15 Intellect

Benefits – Weapons Training


Sorcery level 2


2 1st level wizard spells


1 2nd level wizard spells

Hero Magician (56)

Requirements – 15 Strength, 15 Endurance, 15 Focus, 15 Intellect

Benefits – Weapons Training


Sorcery level 2


2 1st level wizard spells


2 2nd level wizard spells

Swashbuckler Enchanter (60)

Requirements – 15 Strength, 15 Endurance, 15 Focus, 15 Intellect

Benefits – Weapons Training


Reckless Advancement


Sorcery level 3

2 1st level wizard spells

2 2nd level wizard spells

1 3rd level wizard spell

APPENDIX F – RACE KITS

Below is a listing of race kits that a character can choose from at the beginning of the game.  The number in square brackets is the number of Trait Points that are required and the number in brackets are the number of skill points that are required for a  character to be the race.

Dwarf [10] (5)

Requirements – 18 Endurance

Traits – Poison Resistance


Magic Resistance


Infravision


Unusual Size (2’ shorter, 1’ wider)


Acute Hearing

Skills – Mining

Languages (Dwarven, Gnomish, Goblin, Kobold)

Elf [8] (5)

Requirements – 18 Intellect

Traits – Unusual Size (1’ shorter, 1’ slimmer)


Infravision


Acute Hearing

Immunity to Ghoul’s Paralysis

Skills – Woodlore


Languages (Elf, Gnoll, Hobgoblin, Orc)

Halfling [9] (25)

Requirements – 18 Agility

Traits – Unusual Size (3’ shorter)


Poison Resistance


Magic Resistance


Acute Hearing
Skills – Fighting Large Creatures


Missile Weapons Training level 2


Initiative


Hide in Wilderness


Hide in Shadows level 6

APPENDIX G – WIZARD SPELLS

This is a listing of wizard spells that characters with the Sorcery skill can learn.  The number in brackets is the number of skill points required to learn the spell.
2nd LEVEL SPELLS

Invisibility

Range – 240 feet

Duration – Permanent until broken

Effect – One creature or object

character becomes invisible.  2 Mind Endurance per minute.

3rd LEVEL SPELLS

Fireball

Range – 240 feet

Duration – Instantaneous

Effect – Explosion in 40 foot radius sphere

causes 1d10+10 damage to a 5-foot radius.  Targeted creatures roll an Agility check to avoid and only take 1 damage.  3 Mind Endurance per casting. 

Lightning Bolt


Range – 180 feet

Duration – Instantaneous

Effect – Bolt 60 feet long, 5 feet wide

causes 1d10+10 damage to a 20-foot line.  3 Mind Endurance per casting.

APPENDIX H – PRIEST SPELLS

Below is a listing of priest spells that characters with the Divine Inspiration skill can cast.

1ST LEVEL
Heal

Range – Touch

Duration – Permanent

Effect – One living creature

This spell heals 2 lost Endurance points.  This spell may also be used to remove paralysis.

This spell may be reversed if the caster has the Spell Reversal skill.  The reverse of this spell is Wound.  Wound causes 2 Endurance to any creature touched by the caster.

GLOSSARY

NPC - Non-player character
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