ALPENGARD CHARACTER-BUILDING GUIDE

Hail, Alpengard Adventurer!
Welcome to the Alpengard Character-Building Guide, which takes you step by step through the character-building process.
Alpengard deliberately offers you a “crunchy” character-design system that, although it is admittedly a tad complicated,
lets you tailor your character exactly how you want. Alpengard offers you character depth!

This tutorial assumes yvou have a baseline working knowledge of the Alpengard system and terminology.

Much of the information presented here is pulled from Appendix C in Alpengard: Tales and Adventurers (the core
rulebook) and goes into significantly greater detail; the steps have also been reorganized compared to the book version.
This tutorial also contains page-number references in the core rulebook, including page ranges in both the softcover/e-
book version and hardcover version (which have differing page numbers due to differing formatting).

Cheers, and Keep Questing!

-Secg

STEP 0: USE THE ALPENGARD CHARACTER SCROLL AND CALCULATIONS SCROLL

e Whether you are writing by hand onto a hard copy or typing information into a digital copy, you’ll need both the
Alpengard character scroll and calculations scroll. The calculations scroll will let you do scratch work so you can
ensure your numbers and statistics are accurate for the character scroll.

STEP 1: CHOOSE YOUR NAME AND DETERMINE YOUR CONCEPT

e Your character’s first name will be written in the folkish tongue, while your character’s clan name will be written in
the Common Tongue, such as Naléri Steelheart or Olgrim Lightningcloud.
» 'l name my character Ranulé Direblood. She’ll be a fierce warrior who allows herself to appear to be mindlessly
savage (and therefore predictable) due to her barbaric appearance and forceful personality, but who in reality is
cunning (and therefore difficult to anticipate), even though she is indeed rustic and rather unlearned.

STEP 2: CHOOSE YOUR FOLK, KINDRED AND CLIMATE ADAPTATION

e On the character scroll, write your folk, kindred and climate adaptation.

*  On the calculations scroll, write your folkish contributions to tongues (languages), defenses, grit, speed, strive, harm
yields, lifeskills and folkish powers.
»  Ranulé will be a rust oerc from a cold climate, and I'll also fill in other details such as height and weight.

* Rulebook References: Chapter 4 [pages 58-61 (softcover/e-book); pages 60-62 (hardcover)] and Chapter 9 [page 265
(softcover/e-book); page 277 (hardcover)].
»  Character Scroll:

% Folk: Oerc

»  Kindred: Rust

Climate: Cold

»  Tongues: Common, Oerc

%

oS

®,
°

D3

Oerc Rust Cold |
Mb FoLk KiNDRED CLIMATE KaLn LEVEL TiER TiEmr VaL
ALPENGAR Feminine [5-11" 167 DecpRust _[Stuaight Orange | Tonquetse
) i ) ASCENSION GENDER HEIGHT WEIGHT SKIN Hair Eves
Ranulé Direblood Common, Oerc

CHARACTER NAME Toncues
% Lifeskills: Due to Ranulé being an oerc, I have the option to choose folkish standard training for two of the
following four lifeskills: barter, brew, trick, weave. I'll choose to apply standard training to brew and trick, and
for now, I'll mark “Sta” (short for “standard”) in the “Train” column for brew and trick. However, I'm not
necessarily done with those lifeskills, as I may later use lifeskill training levels to upgrade them to improved
training (I haven’t decided yet).
= To use a lifeskill, my character must have at least standard training. In addition to the two folkish
lifeskills that I picked (brew and trick), every character also automatically receives standard training in the
following ten lifeskills: clout, cook, heed, look, lurk, mingle, search, toil, tumble, wile. I'll mark “Sta” next to all

those lifeskills as well, though (again) I may later use training levels to raise them to improved training.
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LiFESKILLS
Lireskine: Tramn:  Scome:

Bantes:
Brpw: . StA

CHip:

£

Crour:

£

Cook:

DEEPFARE:
Dive:

FarrLore:
Farma:
FLAUNT:

Heem:

HeErD:

Hew:
LANDFARE:

Sta
Sta

Look:

Lugrk:

Mash:

MenD:

Mincre: _Sta

NIGHLORE:

SEAFARE:
Searc: _ OtA

SMITH:

Taw:
Ton: St
Taick: . 9ta

TumBLE:

£

Weave:
Wine: . Ota

WRIT:

LS

®

% Folkish Powers: As an oerc, Ranulé automatically receives the tough chassis power at 1st level. Since she will

later receive the wakeful slumber power at 16th level, I'll mark both powers down under “Special Powers”,
including their pneuma costs, actions required, and brief descriptions of what the powers do.

SrECIAL POWERS
PoOwWER: PrREUMA: AcTion: EFFECTS:
Tough Chassis 0 None I impaired, only suffers a -2 penalty to affected statistics; if traumatized, only suffers a -2 penalty to affected statistics. Can

£all a base of 4 cubes before starting to suffer falling harm, instead of 2 base of 2 cubes (ke other mortals).

Apprmosas Powes Ormions | Adpavant | 2 pneuma | Grants boms resistant wreck 1; +1 power booms to walking speed; and avail-l on dive and toil checks. | Curation L encounter.

(PNEUMA s AcTION / EFFRCTSE

Wakeful Slumber lor? Pitual | Can sl Ly sleep and | tch. By ding 1 pneuma, can make &
[Pending 16th Level] sleeping; by expending 2 preuma, can make attentive look and search checks.

ive look and search checks while

Calculations Scroll:

% Defenses Calculations (Folk Mod Cells): 1 Nml; 2 Ftl; 0 Mfl

OERC ASSAULTER-ASSASSIN DerENSES CALCULATIONS

1
2
0

&  Grit Calculations (Folk Mod Cell): 4

5

STRIVE CALCULATIONS

CoMBAT AND TRAVEL SPEED CALCULATIONS

Strive Calculations (Folk Mod Cell): 4 [per Chapter 9, folkish strive bonuses are equal to grit bonuses]

% Harm Yields Calculations (Kindred Mod Cells): -1 wreck; -1 whelm; -1 frost; -1 rot; I may gain more resistance to

wreck and whelm from wearing armor or bearing a shield (I haven’t decided on Ranulé’s equipment yet).
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HARM YIELD CALCULATIONS

Hallow

Heimous

7
*

Lifeskills Calculations (Roottrait Mods Cells and Training Mod Cells): For brew and trick, I'll mark a 0 + 0 in the

Roottrait Mods cells (since I haven't yet determined my roottrait scores) along with a 0 in the Training Mod
cells, since I only have standard training in these lifeskills (standard = 0; improved = 1; advanced = 2). I'll also
go ahead and put equivalent placeholders for the ten automatic lifeskills: clout, cook, heed, look, lurk, mingle,
search, toil, tumble, wile.
=  For my oerc character, I also get to assign two +1 folkish bonuses to any two of the following six lifeskills:
barter, brew, toil, trick, weave, wile. Because I haven’t taken standard training in barter and weave, I won't
assign the bonuses to those two lifeskills (since Ranulé can’t use them). Instead, I'll choose toil and trick.
Because my character will only be starting at 4th level (see Step 4), she cannot yet take advanced
training in any lifeskills, since only characters of 16th level or higher can take advanced training.

»

Barter (1%Smt) | (axGlo (4)
Brew o+0 (1%5mi) | BaxWis) (1) 0
Chip (1%5mi) | (el (4)
Clout 0+0 (1xGlt) | ¢oxSmt) (1) 0
Cook 0+0 (1xGlty | eaxw (1) 0
Deepfare (1¥Wis) | exBrw) (1)
Dive (1xBrw) | (axleb) (1)
Farlore (1xGlt) | ¢exSmn (1)
Farm (1xWis) | gaxsmt) (4)
Flaunt (1xGlt) | (sxLth) (4)
Heed 0+0 (L*Wis) | (¢2xGlo (1) 0
Herd (1xBrw) | GxGly (4)
Hew (1%Smt) | FexBrw) (4)
Landfare (1¥Wis) | (#2xBrw) (4)
Look 0+0 (1xWis) | GGl (4) 0
Lurk 0+0 (1¥Lth) | B2xWis) (1) 0
 Mash (1%Glt) | eexSmn (1)
Mend (1%5mi) | (sexleh) (1)
Mingle 0+0 (1%Glt) | exSmn) (1) 0
Nighlore (1x5me) | oW (1)
Seafare (1xGlt) | dexBro) (1)
Search 0+0 [ (sme) | eowsw 0
Smith (1xSmt) | (exBro) (4)
Taw e (LWis) | GaxBr) (4)
Toil [} 0+0 | @Bmw) |G 0
Trick 1) 0+0 | @wim [escnw) 0
Tumble hd 0+0 | @ity [eesm) 0
Weave (1%Wis) | @exLih) ()
Wile 0+0 (1xGlt) | Wiz (1) 0
Whit (1%5mi) | (sexleh) (1)

STEP 3: CHOOSE YOUR KALL

*  On the character scroll, write your kall.

¢ On the calculations scroll, write your kalling contributions to defenses, grit and lifeskills.
»  Ranulé will be an assaulter.
* Rulebook References: Chapter 5 [pages 64-65 (softcover/e-book); pages 66-67 (hardcover)].
»  Character Scroll:

< Kall: Assaulter

|Oerc |Rust |Cold ((Assaulter )|
FoLk KINDRED CLIMATE KaLL LEVEL TiER TiEr VaL
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R/

% Lifeskills: I have the option to choose assaulter-kall standard training for two of the following four lifeskills:
herd, landfare, smith, taw. I'll choose to apply standard training to landfare and smith. For now, I'll mark “Sta”
(short for “standard”) in the “Train” column for brew and trick. Again, I'm not necessarily done with those
lifeskills, as I may later use lifeskill training levels to upgrade them to improved training.

LiFESKILLS

W

LiFeskiie: Tramv:  SCORE:
Banten:
Brpw: _ Sta
Crip:
Crour: . Sta
Coox: _ M

DEEPFARE:

Dive:

FARLORE:

Fama:
FLAUNT:
Hegp: _ StR

HERD

R

HEw:
LANDEARE:

0

Loox:

Sta

LurE:

MasH:
MENE

i

MINGLE:

NIGHLORE:

SEAFARE:

SEARCH:
SMrITH:

@

Taw:
Tou: St
Taicx: _ OtA
Tumsie: _ Sta

Weave:
wie: _Sta

WrIT:

Calculations Scroll:

¢ Defenses Calculations (Kall Mod Cells): 2 Nml; 1 Ftl; 0 Mfl
OERC ASSAULTER- SN DeFENSES CALCULATIONS

% Grit Calculations (Kall Mod Cell): 10

5 4 10
% Lifeskills Calculations (Roottrait Mods Cells and Training Mod Cells): For landfare and smith, I'll mark the 0 + 0 and
0 placeholders in these columns, pending assigning roottrait points and applying lifeskill training levels.

7
*

[FESKI
Barter (1%Smt) | (2xGlo (4)

Brew O+0 | (1x5mi) | GoxWig) (1) 0
Chip (1%Sme) | @2xLen) (1)

Clout 0+0 (1%Glt) | (axSm) (L) 0
Cook 0+0 (IXGlt) | (axWis) () 0
Dupﬂm (1¥Wis) [ (exBrw) (4)

Dive (1¥Brw) | (exLh) (1)

Farlore (1%Glt) | GexSmt) (L)

Farm (1¥Wis) | (4xSmt) (4)

Flaunt (1xGlty | @exLeb) (31

Heed 0+0 (1xWis) | ¢2xGI (4) 0
Herd (1XBrw) | @2xGlt) (4)

Hew (1%5mt) | GaxBrw) (4)

Landfare ICO+ 0| wwis) [evemmw) ©
Look 0+0 | @wwi [esaww 0
Lurk 0+0 | wim [eews 0
Mash (1xGlty | Caxsmt) (4)

(Mend (L#Smt) | eLe (1)

Mingle 0+0 | @Gy [eesan ) 0
Nighlore (1<5mt) | Goxwis) (4)

Seafare (1%Glt) | (axBrw) ()

Search 0+0 (1%5me) | (exWis) (4) 0
Smith [0+ 0 @wsmt) [evBm) ©)
Taw (15Wis) | GaxBrw) (4)

Toil 1 0+0 | @xBrw) | eGh) 0
Trick 1 0+0 (IxLth) | eaxGi) (1) 0
Tumble 0+0 (1¥Lth) | GaxSmb) (1) 0
Weave (LxWis) | @xLen) (1)

Wile 0+0 (1%Glt) | BexWis) (1) 0
Wit (1%Smt) | paxlen) (4)
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STEP 4: MARK YOUR STARTING LEVEL AND TIER

On the character scroll, write your starting level, tier and tier value. If your GM is using the optional ascension points
rule, mark your starting ascension point total.
On the calculations scroll, mark the level and tier-value contributions to defenses, pneuma, entwine and grit. At this
point, the entwine calculation is complete, so it can be filled into the character scroll, but defenses, pneuma and grit
will still be influenced by factors such as roottraits and powers, so they remain incomplete.
»  Since most Alpengard campaigns start at 4th level, Ranulé will start at 4th level, which is the start of the
Beginning tier and has a tier value of 2, with a baseline of 85 ascension points.
Rulebook References: Chapter 3 [pages 39-47 (softcover/e-book); pages 40-49 (hardcover)].
»  Character Scroll:
% Level: 4
% Tier: Beginning
Tier Value: 2
Ascension: 85

7

%

7
°

7
°

|Oerc |Rust Cold |Assaulter (Z) egi

FoLk KINDRED CLIMATE KaLrn LEvEL Tier TiEr VAL
() |Feminine |5'-11" 167 DakGrey  |WavyPumple | Orange
ECENS]()N GENDER HEIGHT WEIGHT SKIN Har Eves

% Entwine: 9

Mascrmum: a9

CurreNT TALLY: 9

> Calculations Scroll:
«» Defenses Calculations (Tier Value Cells): 2 Nml; 2 Ftl; 2 Mfl

OERC ASSAULTER-ASSASSIN DeFENSES CALCULATIONS

% Pneuma Calculations (Level Cell and Tier Value Cell): 4 and 2
PrErMa CALCULATIONS

% Entwine Calculations (Half-Level (1) Cell and Tier Value Cell and Total Score Cell): 2 and 2 and 9
BEmwNE CALCULATIONS

)1 5 [(2) 1 2) |

«»  Grit Calculations (Level Cell and Tier Value Cell): 4 and 2
GrIT CALCULATIONS

STEP 5: CHOOSE YOUR LIFEVIEW AND WRITE A BRIEF DESCRIPTION

On the character scroll, write your character’s lifeview (if your GM is using the optional lifeviews rule), along with a

brief description of your character’s psychological personality traits and physical description.

On both the character scroll and calculations scroll, note how your lifeview will impact your character’s harm yields

with respect to logos, chaos, charis and hubris harm, as well as possibly hallow and heinous harm.

»  Given her wild tendencies that are tempered with her surprising thoughtfulness, Ranulé will be laxful-hearted-
leeward, with her personality gravitating towards chaos rather than logos.
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* Rulebook References: Chapter 2 [pages 32-38 (softcover/e-book); pages 32-38 (hardcover)].
»  Character Scroll:
% Lifeview/Personality/Description: Enter brief information to capture the character.
| Laxful-hearted-leeward / Blunt and abrasive, yet thoughtful. / Limber yet burly, with dynamic facial features.

LiFEVIEW / PERSONALITY / DESCRIPTION
% Harm Yields: Mark chaos, charis and hallow with ¢ to denote immunity. Mark logos, hubris and heinous with +0
to denote susceptibility. Since she leans towards chaos, she is immune to chaos but susceptible to logos.

]

CATEGORY: ScoreE: CATEGORY: SC@gE:

WRECK: - ] LoGos:
WHELM: . L CHAOS:
FLARE: _ L CHARIS:

FrosT: . L Hueris:

GLEAM: . L HarLow:
Groom: L Hemwous:

Rasp: .

20 = SUSCEDTIRLE
Rot: . .

) (Numaex)= ResisTant
Suake: o

. +HNUMBER) = VULNERABLE
SHOCE: .

o= IMmunE

]|

» Calculations Scroll:
% Harm Yield Calculations: Mark chaos, charis and hallow with ¢ to denote immunity. Mark logos, hubris and
heinous with 0 to denote susceptibility.

Whelm =

Logos +0

Hubris 0

Heinous +0

STEP 6: ASSIGN YOUR ROOTTRAIT POINTS TO GENERATE ROOTTRAIT SCORES

e  On the character scroll, mark your chosen folkish roottrait point, and assign your remaining roottrait points, creating

final roottrait point totals, being careful not to exceed the maximum for your starting tier (see Chapter 3).

»  As an oerc, Ranulé has the option to assign 1 roottrait point to either Brw or Wis; she selects Brw. Since she is 4th

level, she also has 7 additional roottrait points to assign, but cannot exceed a maximum score of 4.
¢ Rulebook References: Chapter 3 [pages 41-43 (softcover/e-book); pages 42-44 (hardcover)], Chapter 4 [page 59
(softcover/e-book); page 61 (hardcover)] and Chapter 5 [pages 69-70 (softcover/e-book); pages 71-72 (hardcover)].
»  Character Scroll:
% Roottraits: I'll spread Ranulé’s ability score points relatively evenly, neglecting Smt (for now).

»  Per Chapter 5 [pages 69-70 (softcover/e-book); pages 71-72 (hardcover)], physical attacks must normally
employ Brw and Lth as the attack strike and attack harm roottraits. But though Ranulé is a barbarian-
style assaulter and I plan to increase both her Brw and Lth over time, I also plan to take the aspect of
assassin power to give her access to limited magic, as well as so she can use her Glt score for her weapon
strike mod (with either Brw or Lth as her harm mod); she’ll also use Glt as the strike mod for magical
attacks (with Wis as her harm mod). As such, I'm putting the most points into Glt.

DOTTRAITS
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STEP 7: APPLY YOUR ROOTTRAIT SCORES

On the calculations scroll, mark down every statistic your roottraits will impact: defenses, hasten, pneuma, grit, strive,
combat and travel speeds, jump distances, and burden weights. Your pneuma calculation is now complete.
On the calculations scroll, hold off on marking roottraits down for all your lifeskills, since you'll want to leave them
blank until you decide where you're going to apply your lifeskill training levels. If you remain untrained in a lifeskill
(i.e. not even standard training), there is no need to mark down the related roottraits because you cannot use that
lifeskill yet.
On the character scroll, fill in your completed pneuma score.
Rulebook References: Chapter 2 [pages 22-28 (softcover/e-book); pages 22-28 (hardcover)] and Chapter 9 [pages
265-266 (softcover/e-book); pages 277-279 (hardcover)].
»  Character Scroll:

% Pneuma: 9

> Calculations Scroll:
% Defenses Calculations (Roottrait Mod Cells): Apply highest-total-combination roottraits for each defense.
= Nml [(Lth + Smt) or (Lth + Wis) or (2xLth)]: Best combination = 2xLth (2 and 2)
= Ftl [(Brw + Lth) or (Brw + Glt) or (2xBrw)]: Best combination = Brw + Glt (2 and 3)
= Mfl [(Smt + Wis) or (Smt + Glt) or (Wis + Glt)]: Best combination = Wis + Glt (1 and 3)

Nml 10 2 1 2 2
Fil 10 2 2 1 2| | |3]
VM 10 2 0 o [\ I\

Hasten Calculations (Wis Mod Cell): 1

HASTEN CALCULATIONS

N—

% Pneuma Calculations (GIt Mod Cell and Total Score Cell): 3 and 9

9 4 2 3
% Grit Calculations (Brw Mod Cell): 2

5 4 2
< Strive Calculations (Brw Mod Cell): 2

>

»  Jump Distance Calculations: Left blank for now, as this will be affected by tumble training.
Burden Weight Calculations (Folk Mod Cell): Oerc = [8+(1V6x(1xBrw)?)] (1) = [8+(1'6x(2)?)] (1) = [8+(1¥sx4)] (1) =
[8+(5)] =13

X3

%

BURDEN WEIGHT CALCULATIONS
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STEP 8: APPLY YOUR REMAINING LIFESKILL TRAINING LEVELS AND ROOTTRAIT SCORES

On the calculations scroll, apply your remaining lifeskill training levels, based on your starting level and Smt score,
including training modifiers based on training levels. Calculate your roottrait-score contributions to your lifeskills.
»  For every 1 point you put into Smt, you gain 1 additional lifeskill training level and speak 1 additional tongue.
Your options for extra tongues are determined by your training in farlore, farm, herd and nighlore.
»  Ranulé already assigned folkish and kall lifeskill training levels to brew, landfare, smith and trick. Because she has a
Smt score of 0, she only has 3 lifeskill training levels left to apply.
On the character scroll, mark the changes in training levels for affected lifeskills.
Rulebook References: Chapter 3 [pages 41-43 (softcover/e-book); pages 42-44 (hardcover)] and Chapter 6 [pages
169-184 (softcover/e-book); pages 175-191 (hardcover)].
>  Character Scroll:
% Lifeskills: I choose to apply her remaining 3 lifeskill training levels to dive (from untrained to standard
training), look (from standard to improved training) and fumble (from standard to improved training).
» As Ranulé is untrained in writ, she is illiterate, so I'll take standard writ training later as she advances.

LIFESKILL: TRAIN: SCORE

wi
Warr: |

» Calculations Scroll:

% Lifeskills Calculations (Roottrait Mods Cells and Training Mod Cells): Rdnulé, now has standard training in brew,
clout, cook, dive, heed, landfare, lurk, mend, mingle, search, smith, toil, trick and wile, plus improved training in look
and tumble. I'll go ahead and apply the roottrait mods for these lifeskills, as well as mark 0 for standard
training or 1 for improved training, but won’t yet complete their scores, since I plan to take at least one power
that will let me choose extra bonuses for certain lifeskills. Also, I have to keep in mind that armor or a shield
may affect applicable lifeskills (dive, lurk, toil, tumble, wile).

*  Brew: 1xSmt = 0; ¥2xWis (|) = 0; standard = 0 - 0+0 and 0

= Clout: 1xGlt = 3; ¥2xSmt (|) = 0; standard = 0 = 3+0 and 0

= Cook: 1xGlt = 3; 2xWis (]) = 0; standard =0 - 3+0 and 0

= Dive: 1xBrw = 2; ¥oxLth (]) = 1; standard =0 2> 2+1 and 0

» Heed: 1xWis = 1; %2xGlt (|) = 1; standard = 0 = 1+1 and 0

* Landfare: 1xWis =1; 2xBrw (|) = 1; standard =0 - 1+1 and 0
*  Look: 1xWis =1; ¥2xGlt (]) =1, improved =1 > 1+1 and 1

= Lurk: 1xLth = 2; %2xWis (|) = 0; standard = 0 > 2+0 and 0

*  Mingle: 1xGlt = 3; ¥2xSmt (|) = 0; standard = 0 - 3+0 and 0

= Search: 1xSmt = 0; ¥2xWis (|) = 0; standard = 0 = 0+0 and 0

*  Smith: 1xSmt = 0; %2xBrw (|) = 1; standard = 0 - 0+1 and 0

= Toil: 1xBrw = 2; ¥2xGlt (}) = 1; standard =0 2> 2+1 and 0

= Trick: 1xLth = 2; %2xGlt (|) = 1; standard = 0 > 2+1 and 0

*  Tumble: 1xLth = 2; %.xSmt (|) = 0; improved =1 - 2+0 and 1
= Wile: 1xGlt = 3; 2xWis () = 0; standard = 0 - 3+0+0
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Barter (175mi) | e2xGib) (1)
Brew 0+0 (1%5mt) | EexWis) (4) 0
Chip (1%5mt) | Ga<Leh) (4)
Clout 3+0 (1%GH) | nSmt) (4) 4]
Cook 3+0 (1*Gl) | @exWis) (1) 0
Decpfare (1¥Wis) | @exBrw) (4)
Dive 2+1 (1%Brw) | (exLth) (4) 0
Farlore (1xGly) | GaxSmi) (4)
Farm (1Wis) | eoxSmath (4)
Flaunt (1xGlY) | (a-Leh) ()
| Heed 1+1 (1¥Wis) | (%Gt (4) 0
\Herd (1#Brw) [ BaxGl (1)
| Hew (1xSmt) | (axBew) (4)
Landfare 1+1 (1XWis) | exBrw) (4) 0
Look 1+1 (1¥Wis) | B2xGlY (4) 1
Lurk 2+0 (LxLth) | GoxWis) (4) 0
\Mash (1%G1Y) | @avsmt) (4)
\Mend (1%Smit) | eaxien) (4)
(Mingle 3+0 (1%GIE) | eexSmt (1) 0
Nighlere (1Smt) | poxivis) (1)
Seafure (1xGlt) | paxBrw) (1)
| Search 0+0 (1xSmt) | (s (1) 0
| Smith 0+1 (125mt) [ (axBrow) (1) ]
Taw (1xWis) | (axBrow) (1)
Toil 1 2+1 (1xBrw) [ @axGiy (1) 0
Trick 1 2+1 (1xLth) | eaxGin (1) 0
Tumble 2+0 (1xLth) | eoxsmn (1) 1
Weave (1xWis) | @axTen) (1)
Wile 3+0 (1%GlE) | CoxWis) (1) 0
Wit (1%5mt) | @Eexien) (4)

STEP 9: CHOOSE YOUR SPECIAL POWERS AND (IF APPLICABLE) MAGICAL ATTACKS

On the character scroll, fill in abbreviated reference information for your chosen special powers and magical attacks.
»  Note that all characters also automatically receive the grappling — standard power.

» ltis beneficial to choose a way power for your kall, like way of the shaman (druid) or way of the ascetic (monk).

» If you're not playing a cleric (druid, exarch, monk, wizard) or clerical-assaulter, you do not have to use any

portion

of the character or calculations scroll pertaining to magical attacks (discard page 2 of the character scroll).

»  If you choose to use the character scroll PDF, you can enter lengthier power descriptions within cells that will not

entirely

show up when printed, but can be viewed by scrolling when viewing the PDF electronically.

»  Since Ranulé is 4th level, she has 6 universal or kall Dawning-tier powers to choose, and 2 universal or kall
Beginning-tier (or lower-tier) powers to choose. Table 5.10 (in Chapter 5) provides a reference list of powers.

On the calculations scroll, mark down any mods (bonuses or penalties) that your chosen powers generate for stats

such as defenses, hasten, grit, strive, combat and travel speeds, jump distances, burden weights, physical attacks,

magical attacks, or lifeskills.

Rulebook References: Chapter 3 [pages 41-43 (softcover/e-book); pages 42-44 (hardcover)] and Chapter 5 [pages 82-

168 (softcover/e-book); pages 84-174 (hardcover)].

»  Character Scroll:

®,

% Powers: In looking at Table 5.10, I choose the following Dawning-tier powers —way of the skirmisher, aspect of

assassin, yoked musculature, honed anticipation, facilitate willpower, arcane shadow. 1 also choose the following
Beginning-tier powers —wrecking blows, arcane acidray. Normally as an assaulter, Ranulé could not have
accessed arcane shadow or arcane acidray, but since she took aspect of assassin, she was able to then use two
instances of aspect procurement to access arcane shadow and arcane acidray. Further, as a clerical-assaulter, she
automatically gains access to magic channeling, magic countering, magic deciphering and magic sensing, which I

will

mark right after grappling — standard. However, for magic channeling, magic countering, magic deciphering,

magic sensing, arcane shadow and arcane acidray, she will have to expend 1 extra pneuma to execute each of
those powers (compared to a true cleric). Some of her powers grant her statistical power bonuses...

Way of the Skirmisher: Allows multiple options for +1 power bonuses. She chooses to gain a +1 to strike
with melee and barrage weapon attacks, as well as a +1 power bonus to maximum walking speed.
Aspect of Assassin: Allows multiple options for roottrait scores for physical and magical attacks. She
chooses her Glt score for both physical and magical attack strikes, with Lth for her physical attack harm
and Wis for her magical attack harm. This power grants +1 power bonuses to lurk, toil, tumble and wile.
Yoked Musculature: Provides a bonus 19 pounds to her unburdened carrying capacity. When added to
the existing 13 pounds for being an oerc with a Brw score of 2, she can carry up to 32 pounds before she
starts incurring burden penalties to affected statistics (Nml, speed, certain lifeskills.).

Honed Anticipation: Grants her a +2 power bonus to Nml.
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<+ Hasten: +1

@

% Grit: 27 maximum; 13 impaired; 6 traumatized; 3 healing mod

Maximum:
IMPAIRED
TRAUMATIZED
Heavine Mop:

CurreNT Tary:

% Strive: 15 maximum; 7 fatigued; 3 exhausted; 45 hold breath

STRIVE
15

Maximum:

FaTiGuen:
EXHAUSTEL
CurpeNT TaLLY,
HoLp BREATH:

% Jump Distance: 3 stand hop; 4 run hop; 6 stand leap; 10 run leap

Stanp Hop:
Rux Hop:

Srann Learp:

Run LEap:

% Burden Weight: 32 unburdened; 208 press lift; 144 thrust lift; 320 dead lift
e |

UNBURDENED:

PrESS LiFT:
THRUST LAFT:
Deap LiFr:

BURDEN PENALTY:

7
*

Physical Attacks: Ranulé will use Glt for her strike roottrait and Lth for her harm roottrait, yielding a +4 melee
strike mod; +4 barrage strike mod; +2 melee harm mod [x1]; +1 melee harm mod [x%2] (1); +2 barrage harm
mod [x1]; +1 barrage harm mod [*x'2] (7).

»  Per Chapter 5 [pages 69-70 (softcover/e-book); pages 71-72 (hardcover)], physical attacks are normally
governed by a combination of Brw and Lth, while magical attacks are governed by a combination of Smt,
Wis or Glt—in each case, a different roottrait contributes to the total attack strike mod and total attack
harm mod. However, since Rdnulé’s highest roottrait is Glt (a score of 3), aspect of assassin benefits her by
letting her use Glt along with either Brw or Lth for her physical attacks. For physical attacks, she chooses
Glt and Lth (substituting Glt for Brw), as she plans to focus mainly on stacking Glt and Lth in the future.

STrIKE ROOTTRAIT: @ PHYSICAL ATTACKS Harm ROOTTRAIT:
MeLgs StRixe Mon: | +1 | MeLEE HARM Mo [x1 MELEE Harm Mon [x3a] (T +1
BARRAGE STRIKE MoD: Barrace Harm Mon [ ) BARRAGE Harm Mo [x¥] (T) +]

% Magical Attacks: She’ll use Glt for her strike roottrait and Wis for her harm roottrait, yielding a +3 strike mod;

+1 harm mod [*1]; +1 harm mod [*%] (1); +1 harm mod [x'%] (1); +1 harm mod [*x%4] (7).

»  Per the above note, Ranulé must focus on some combination of Smt, Wis and Glt as the attack strike and
attack harm roottraits for her magical attacks. She chooses Glt and Wis. To maximize her attack strike and
harm mods for both physical and magical attacks, she’d normally have to focus on four roottraits (Brw,
Lth, Wis, Glt). However, since aspect of assassin lets her incorporate Glt into both types of attacks, she can
now focus on only three roottraits (Lth, Wis, Glt) while still maximizing her physical and magical attacks.

MAGICAL ATTACKS

Harm Mon fa} _@_ HarM Mop [ Tk _@_ Harm Mop [x32] (T): _@_ Hi{:::lzz.[’:;;(:;i
= Arcane Acidray: I'll fill in the information for arcane ray, having chosen the arcane acidray version of the
power. For the harm mod, arcane ray uses the [harm mod [x%4] :T)] calculation, which is +1 for Ranulé.

AssAIL STRIKE

STRIKE ROOTTRAIT:
StrikE MoD:

POWER TypEsRANGE / TARGETS OR AREA: PrEUMA: HarM CATEGORY:
Deresse: | Mon: STa: Inp: | Anv:| Mon:

Arcane Acidray’ Targeted Barrage 40 1 Rasp Nml +3 1ds 5|8 @

ADDITIONAL POWER OFTIONS
(P musa s AcTiON | EFFRCTSE
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7
*

Special Powers: As noted previously, the entire power descriptions may not be visible if I print the character
scroll, but the black-highlighted plus g signs show where the PDF will scroll if I'm viewing it electronically.

SPECIAL POWERS
PoOWER: FrBusA: AcTion: EEFmCTS:
Taugh Chassis o Noae I¥ impasnial, cmlly sulfirs @ -2 penalty ko afficted statsics i raumatined, oy sulfis o - penally o lfiacied dststas Can

Tl & bases iof 4 cuubus Eusboms slarisny ko slfer falling harm, instesd of o base af 2 cubss i other marials).

Anmrmiona Fowes Ormoue | g 3 Crans horras &1z +1 [—— arsd vail:l o dive ansd bl checks, | Thuration | -
il djuvant | I prieuma | remistant wreck 1; +1 prwer o wal kg wpeed; wvail:l on dive and ol ] tion | encousnier.

Wakeful Slember lor? Fimal | Can smmltsnemsdy g and keep watch By o peraling | pranm, can make instsentive ek and ssar b ches b while
['Pl.-nd.mg1ﬂ|hLm:l] slewping: by sxprmding 2 prasoma, con make atbentive ok ond sanch checks.

Anormowas Fowes Orrooms
(P ¢ Acrices s Exvmcral

Grappling —Standard 0 Uttlizatian | Grants the skilily 0 wrsile 2 Lt this smpkoys 2 ulilization action and a standanl grappling ssike nell b fry s svsale s
sorsmteragrapphe < hallimg cannulwseats 2 improvsd o advanoa grappling stike noll. Srappling soike has rngs 0

ADDITIONAL FIWEE CFTRaNE
[PHmas s AcTiom - EFFECTIE

Magic Channeling a Coromony | Can wiekd magpcal powers Sevugh the aid of a condisst To wiekd conduit mbsly, st ntvine comdest theough . Con ot
et sritwine threw conduibe b e | Durstson indefanbe.

AnmTionas Fowex Drmmous
(PHErML . ArTice s ErrecTaf

Magic Countering 2 Adpavant | Iritiste s soariter-magic challinge, pilting the magic within sell verss that of snofr crestura, Challengs begins sgon owm
: turn and assails o s wplible smging magsal s, per the tral-nsutution system. The smgring st onld b anything

Anmrmionas Powes Crmams
[PHEwL ) ACTICH  ErFRcTa)E

Magic Deriphenng, b3 Ambulaiion | Try woread amd weite ssagical symbsls for the duraon; magical knguages ave wbally syemibobc or potographic frather than
of Utibization | phomsetic], based oo maskings tha sach have individual mesring, sohasic Tiseracy i mot naguined. | Duration 1 o,

AnmrmionaL Powes Crmams
(P s AcTice s Exvmcral

Magr.‘rn:mg 2 Ritual Foel magric withen olhyats thal are ssibeoed with magical posver., Canmol sense or svaluabe magic comained wilhin cther
rastumes, sach s D sirpe ol & riva] cheric’ s magical prowses sl pusers, Alfict an aura of remge 5. Within affcal

Anprriowar Fowss Crrmoms
[PHEwas s AcTicn ; EFFECTIR

Way of the Slarmisher 0 Mone | Grants+] puses b st with s and barrage wespum atissbe +1 puse burms b ma s waking sped.

Anormowas Fowes Orrooms
(P s Acrices s Exvmcral

Aspect of Assassin 0 None Unalier the suthority of ol chirics, assuliior s i and gains soes o amwesal mag; can only e staifs o aonduii
Benlaroan U Fllimrg, benefite:

ADmITIONAL PowER CFTnous
[PHE 2 ACTIoN XTI

‘oknd Musculatare o None Trcreses unburdened camying capacity by 19 pounds,

AnmrTionas Frwes Crmams
(P s Acriom - Errmcraf

Haoned Anbicpation o None Cari il +2 v Dtofss b Nl i,

Anmrmionas Powes Crmame
[PHEwL ) ACTICH  ErFRcTa)E

Facilitaze Willpower 3 Adpavane | Using calm wunds b help his aliss stay koo, sssuller promuts menis] and
allurwing, thaen b bestier grard Cheir minds gt stischs that pndermers wir thoughis. Adficss up b5 cresbens, Grants

Anprriowar Fowss Drrmoms
[PHEwas s AcTicn ; EFFECTIR

Arcane Shadaw 2 Amnbulniion | Designates & sy smasation gaint for Sndribs of darkness Sal resch oot @ all diectsons, shadowing an orh. Cheoses

o Ulibizatiom | darkness’s iy, whichcan rangs from that of faint dimness & il Blsckness, producing seak o full obsceremnt.

Anormowas Fowes Orrooms
(P ¢ Acrices s Exvmcral

Wrecking Blows 2 Addpavamt | This proswer can b smevutind with sy saspan. Ary lime sssmaller inflichs rreck hare with o waapim alissk, whther baling,
L. mnding or adids 1d4 wrwck harm bossch hit | Duration 1 sencommier

Anormowas Fowes Orrooms
(P s Acrices s Exvmcral

» Calculations Scroll:

% Defenses Calculations (Power Mod Cell — Nml): 2 (per honed anticipation)
OERC ASSAULTER-ASSASSIN DEFENSES CALCULATIONS

Ftl
| M

% Hasten Calculations (Total Score Cell): No chosen power grants a bonus to hasten, so this section can be
completed for the character scroll.

®,

HASTEN CALCULATIONS
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% Grit Calculations (Total Score Cells): No chosen power grants a bonus to grit, so this section can be completed
for the character scroll.

2 5 4 2 2 4 10
13
6
3

% Strive Calculations (Total Score Cells): No chosen power grants a bonus to strive, so this section can be
completed for the character scroll, including bonuses from dive (+1 for standard), foil (+1 for standard) and
tumble (+2 for improved).

Relevant Lifeskills =
Dive; Toil ; Tumble

% Jump Distance (Total Score Cells): Due to improved tumble, she starts with a base of 2 feet for stand hop, 3 for
run hop, 4 for stand leap and 7 for run leap, plus fractions/multipliers of her Lth score based on improved

tumble. This section can be completed for the character scroll.
" p

Relevant Lifeskills =
Tumble
3 1 2 3 1 1 [eeim) ¢ fstaimpady]
4 2 3 4 2 1 (3axLth) (P W[stlimp])+(exLth) (1) [adv]
6 3 4 5 3 2 | +i3exLa) (1) [stalf+(*Lib) (Tflimp)) +(3Leh) (1) [aciv]
10 5 7 10 5 3 |+(1*Lth) [sta] [imp]) +(2+Lth) [adv]

7
*

Burden Weight (Total Score Cells): Due to yoked musculature, this section can now be mostly completed.

32 13 19
208 —~
144
320

% Physical Attacks Calculations (Roottrait Mod Cells): 3 melee strike mod; 3 barrage strike mod; 2 melee harm mod
[*1]; 2 barrage harm mod [x1]

% Physical Attacks Calculations (Power Mod Cells): 1 melee strike mod; 1 barrage strike mod

% Physical Attacks Calculations (Total Score Cells): +4 melee strike mod; +4 barrage strike mod; +2 melee harm

mod [x1]; +2 barrage harm mod [*1]; +1 melee harm mod [x'] (1); +1 barrage harm mod [x%2] (1); this

section can be completed for the character scroll.

+4
+4
+2
+2
+1
+

Magical Attacks Calculations (Roottrait Mod Cells): 3 strike mod; 1 harm mod [x1]
Magical Attacks Calculations (Total Score Cells): +3 strike mod; +1 harm mod [*1]; +1 harm mod [*%] (1); +1
harm mod [x%2] (1); +1 harm mod [xV4] (1); this section can be completed for the character scroll.

1
\1J

1o o | e

2

%

X3

8
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rike Mo +3 3
arm Mod +1 1
—— =

m Mod +1

m Mod +1

¢ Lifeskills Calculations (Power Mod Cells): 1 lurk; 1 toil; 1 tumble; 1 wile

Barter (1%5mt) | Gl (1)

Brew Q+0 (1%5mt) | Gexwiz) (1) 0

Chip (1x5mt) | @axleh) (4)

Clout 340 (1%Git) | (2xSmt) (1) 0

Cook 3+0 (12GH) | BexWis) (1) 0

Deepfare (1XWis) | (axBrwe) (43

Dive 2+1 (1Brw) | (2<Lih) (4) 0

Farlore (1xGity | (2xSmi) (4)

Earm (1XWis) | (oxSmt) (1)

Flaunt (1XGlEy | (exlih) ()

| Heed 1+1 (1¥Wis) | (2xGlt) (4) 0

| Herd (1xBrw) | eaxGlo (1)

| Hew (1%5mt) | (FexBr) (4)

Landfare 1+1 (1¥Wis) | (32xBrw) (1) 1]

Look 1+1 (1¥Wis) | GGl (1) 1

Lurk 2+0 (1xLeh) | GoxWas) (1) 0 @
[ Mash (1xGl) | texsme (1)

[ Mend (1%5mt) | @exlen) (4)

[ Mingle 3+0 (1%Glt) | (2xSmt) (4) 0

Nighlore (1xSmt) | cows) (1)

Seafare (1%xG1E) | FaxBrw) (1)

Search 0+0 (1%5mt) | (exWis) (L) 0

Smith 0+1 (1%5mt) | (axBrw) (4) 0

Taw (1xWis) | (2xBrw) (4)

Toil 1 241 | Brw) | cean) 0 D
Trick 1 2+1 (1xLeh) | eG4 0

Tumble 2+0 | @Ley | cscm 1 D
Weave (1XWis) | 4L (4)

Wile 3+0 (1%Glt) | GaxWis) (1) 0 (@)
Writ (1xSmt) | pexlen) (1)

STEP 10: CHOOSE YOUR ARMOR AND SHIELD (IF ANY)

With your starting money, purchase your character’s armor and shield, if you want to use any. This is the best place
to start your purchases, since it will allow you complete statistics for your defenses, speed and lifeskills. Technically,
you could still end up with an extra burden penalty to your Nml defense, speed, and dive, lurk, toil, tumble and wile
lifeskills, but if you plan carefully, your character will not directly carry too much weight —it is wise to buy a pack
animal that can carry extra gear, especially if your character is part of a PC party that can pool monetary resources.
On the character scroll, mark your armor and shield.

»  Per Chapter 7, you start with [30xtier]+[9x(1xtier)?] golds.

»  As Ranulé is 4th level, the start of the Beginning tier (tier 2), she starts with 96 golds. Assuming superior- and
exceptional-quality items are unavailable to her, she’ll purchase common-quality armor (I've decided not to give
her a shield, as I want her to be able to wield weapons with both hands). To strike a balance between the
protection afforded by armor and the penalties from armor restricting motion (as well as to ensure the armor isn’t
too heavy, since her unburdened maximum is 32 pounds), I decide that Ranulé will wear common-quality leather
armor, costing her 30 golds and granting bonus resistant wreck 5 and resistant whelm 1, with a -2 penalty to
affected lifeskills (weighing 14 pounds). For flavor, I'll assume the common-quality leather armor is made of
yakhide (mediocre craftsmanship + midgrade materials). To leave room for weapons in this portion of my
character scroll, I'll mark down the armor at the bottom of the Weapons ¢ Conduits ® Armors * Shields section.

Rulebook References: Chapter 7 [pages 186-188 (softcover/e-book); pages 193-195 (hardcover)].

»  Character Scroll:

« Defenses: 21 Nml; 20 Ftl; 16 Mfl

DEFENSES
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% Combat Speed and Travel Speed: 5 sprint walk; 1 stride walk; 2 sprint swim; 1 stride swim; 1 sprint climb; 1
stride climb; 3 jog walk; 2 march walk; 1 jog swim; 1 march swim; 1 jog climb; 1 march climb

OMB p A PEED
SpRINT WaLk: 3 Joo WaLk:
STRIDE WALK: 1 MarcH WaLg: 2
SPRINT SwWin: 2 Joe Swis: 1
STRIDE Swin: 1 MarCH Swim: 1
SPRINT CLIME: 1 Jog Crise: 1

1 MarcH CrLime: 1

n STRIDE CLiME: n
< Harm Yields: -6 wreck; -2 whelm; +0 flare; -1 frost; 0 gleam; +0 gloom; +0 rasp; -1 rot; +0 shake; +0 shock

Harn Yields: —6 wréck; =2 wheln;

CATEGORY: Sc@RE: CATEGORY: SCORE:

WrEck: __f=6 Logos: _ 30
WHELM: -2 CHaos: ___*
FLARE: 0 CHARIS: b
FrosT: | -1 Huerts: 20
Gream: | 0 HaLLow: g
GLOOM: 0 Henous: +0
Rasp: | 30
R 1 +0=SUSCEPTIBLE
or: _§ =
—{NumBER)= RESISTANT

suake: | #0 o =
UMBER)=VULNERABLE
suock: _ 420
+= [MMUNE

7
*

Lifeskills: 0 brew; +3 clout; +3 cook; +1 dive; +2 heed; +2 landfare; +3 look; +1 lurk; +3 mingle; £0 search; +1 smith;
+3 toil; +4 trick; +2 tumble; +2 wile

LIFESKILLS

LiFeskiLL: TRAIN: SCORE:
BARTER:

Brew: _Sta_ _ff20
CHip:

Crour: _Sta | +3
Coox: . Sta_ | 33

DEEPFARE:

Dive: _ Sta +1

FARLORE:
Fapm:
FLaUNT:

Heep: _ Sta
HErD:
Hew:

Lawprage: _ Sta 12
Loox: 0P +3
Lums: — ota _§FL
Mas@:
Me NN
Ming Sta +3

NiGHLORE:

SEAFARE:

Searcu: _ td 0
Saite: | Sta 1
Taw:
Ton: _Sta 3
Tricx: _ota +4
TumeLe: _Imp +2
WEAVE:
wies  Sta §F2
WriT:

< Weapons * Conduits ® Armors ® Shields: Transcribe leather armor and related stats.
L WeArONS -Conpurrs - ArsoRs -Srieios [Resravtovesss|  pomes | "
ENTWINE STRIKE HARM WEIGHT:
OBJECT / CRAFTSMANSHIP / MATERIALS / MAGIC: SLOTS: WRECK: | WHELM: | LIFESKILLS: | SPEED: | NML: BONUS: BONUS: .

ediocre yakhide leather armor (common) i} -5 -1 =L 0 x ] — — 14

» Calculations Scroll:

% Defenses (Total Score Cells): With no armor, shield or burden penalties, this section can be completed for the
character scroll.
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OERC ASSAULTER-ASSASSIN DEFENSES CALCULATIONS

% Combat and Travel Speed Calculations (Total Score Cells): With no armor, shield or burden penalties, this section
can be completed for the character scroll.

(B AND D
Relevant Lifeskills =
Toil (Walk/Climb);
Dive (Swim)

o Tl Gl el e et el L5 (a5 2R )

7
*

Harm Yield Calculations (Object Mod Cells and Total Score Cells): Mark down the resistant wreck and whelm
bonuses from the leather armor; this section can be completed for the character scroll.

Wheck -6 -1 -5
Wheln =) = 1)
Flare +0 I
Frost =1 =1

Gleam +0

Gloom 10

Rasp 0

Rot -1 -1

Shake 10

Shock +0

Logos 0

Chaos .

Charis .

Hubris +0

Hallow .

Heinous +0

7
*

% Lifeskill Calculations (Armor Penalty Cells and Total Score Cells): With the lifeskills penalty from the armor, this
section can be completed for the character scroll.

IF KI
Barter (1%5mt) | (2xGlo (L)
Brew 10 Q+0 (1%5mt) | eexwis) (4) 0
Chip (1%5mt) | (axLih) (L)
Clout +3 3+0 | (xGly |easmn ) 0
Cook +3 3+0 (1XGl) | peWis) (1) 0
Deepfare (1%Wis) | (#eBrw) (1)
Dive +1 2+1 (1¥Brw) | GaxLe) (4) 0 =
FEmlore (1%Gle) | eaxsmt) (1)
Farm (12Wis) | axSm) (1)
Flaunt (1<GlY) | (ot (1)
Heed +2 1+1 (12Wis) | G2xGlo (L) 0
\Herd (1xBrw) | (2xGlo)(4)
Hew (1%5mt) | (exBrw) (4)
Landjare +2 1+1 (1%Wis) | (t2xBrw) (d) 0
Look +3 1+1 | axwis | eociw) 1
Lurk +1 2+0 (1xLth) | GaWis) (1) 0 1
\Masi (1xGle) | eexsmy) (1)
Mend (1¥5mt) | @axLih) (L)
Mingle +3 3+0 (I¥XGlt) | (axSmt) (1) 0
Nighlore (1%Smt) | Goxwis) (4)
Seafare (1%GlE) | (exBrn) (4)
Search +0 0+0 | (5my | eewis ) 0
Smuth +1 0+1 (1%5mt) | (2xBrw) (4) 0
Taw (1%Wis) | GaxBrw) (4)
Toil +3 1 2+1 (1xBrw) | (2xGlo (4) 0 1
Trick +4 1 2+1 | wimy |eecnw 0
Tumble +2 2+0 (1%Lth) | ¢S (1) 1 1
Weave (1¥Wis) | GoxLih) (1)
Wile +2 3+0 | axcw [eswiow 0 1
Wit (155mt) | i (1)
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STEP 11: CHOOSE YOUR WEAPONS, CONDUITS AND REMAINING EQUIPMENT

With your remaining money, purchase the equipment you need for your adventuring career.

On the character scroll, write down all your equipment, splitting your gear between Donned or Carried Combat Gear
(i.e. what your character directly wears or carries at all times) and Hauled or Stowed Travel Gear (i.e. what your
character hauls but drops before combat, or stows on a pack animal).

»

After purchasing her armor, Ranulé has 66 golds remaining. To avoid a burden penalty, I'll need to make sure she
carries at most 32 pounds (including her armor). I'll choose a wide variety of gear to ensure she’s well equipped,
starting with her weapons and conduit. Although she has a barrage magical attack (arcane acidray), it costs her 1
pneuma to execute that power, so in addition to buying weapons for melee attacks, I'll want to make sure she has
at least one weapon that can be used for barrage attacks at a decent range, so she can conserve pneuma. She will
also purchase some magical scaldsalt balm for emergency healing (a common magical healing item most GMs will
allow to be purchased at the start of an adventurer’s career).

Although I won't list the process of every last purchase here in the Alpengard Character-Building Guide, I will keep
careful track of my character’s money (starting with the remaining 66 golds and deducting each item), as well as
the weight of each object so I can ensure she doesn’t exceed her 32-pound unburdened threshold.

Rulebook References: Chapter 7 [pages 189-199 (softcover/e-book); pages 196-206 (hardcover)] and Chapter 8
[pages 213-214 (softcover/e-book); pages 221 (hardcover)].
»  Character Scroll:

% Burden Weight: 32 burden load; 0 burden penalty

Burnix Loap: _@_

UnBURDENED: _ 32
Ppsslier: _ 208
TugostLier: _ 144
Deap Ligr: 320

Burpen PENALTY:

% Coins: 1 gold; 2 silvers; 5 coppers (to save weight, I converted 7 golds to a blue agate gem worth 7 golds and
marked it under Donned or Carried Combat Gear, along with the “coins” weight)

GoLps: A
SILVERS:

CoppeRs:

PraTivums: a
ELECTRUMS: n

Brasses: E
% Weapons  Conduits ® Armors ® Shields: Staff, spikepick, quickbow.

Weagons-Coxpuirs- Auuoss-Surcios [T 0 SRR "
ENTWINE STRIKE Harm WEIGHT:
OBjeCT / CRAFTSMANSHIP / MATERIALS s MAGIC: SLoTs: WRECK: | WHELM: | LiFEskiLLs: | SpEED: | NmL: Bonus: Bonus: :
Mediocre pinewood staff (common) 0 — - - - - +0 +0 3
Mediocre iron-oakwood spikepick (common) 0 — _ - - - +0 +0 5
Mediocre yewwood quickbow (common) 0 — = — - - +0 +0 2
ediocre yakhide leather armor (common) 0 -5 -1 -2 +0 +0 = = 14
0, . . .
% Donned or Carried Combat Gear and Hauled or Stowed Travel Gear: Assorted items.
= T e o v coae L]
EnTwWINE — ENTWINE Jrr—
OBJECT  CRAFTSMANSHIP / MATERIALS ¢+ MAGIC: SroTs: S OBJECT /CRAFTSMANSHIP / MATERIALS s MaGIC: SLoTs: ) )
W E:tracrdinary sarments; pouches (3) 0 3.75 Backpack bedroll; blanket 0 5
|I Quiver; 20 arrows ] 3.5 Waterskins (3); waymeat (24) o 21
|| Scaldsalt balm [apex]: 2 doses 0 05 Flint and iron; torches (4) 0 5.75
| Hempen rope [100 fest]; grapplmg hook < e
|u:oi:ns; blue agate (7 golds) 0 o5 4 K 4

Calculations Scroll:

¢ Burden Weight Calculations (Total Score Cell — Burden Penalty): £0

BURDEN WEIGHT CALCULATIONS
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ALPENGARD CHARACTER-BUILDING GUIDE

STEP 12: FILL IN YOUR WEAPONS AND STANCES

¢ On the character scroll, fill in your physical attack options (including weapon ranges) with your weapons and related
stances. You may need to list each weapon multiple times, as it could be usable in more than one stance. It may be
helpful to list weapons with notes like “bothhand”, “mainhand” or “offhand” to keep track of the hands that each
weapon-stance combination requires, especially if you use a double held weapon or paired held/heaved weapons in

a dual-weapon attack.

»  With her selection of weapons, Ranulé has a lot of attack options. The staff is a both a heavy held weapon and a
conduit for her magic powers. Her spikepick is a heavy held weapon, and her quickbow is a heavy hurled
weapon. Held weapons are usable for melee attacks, while hurled weapons are usable for barrage attacks; heaved
weapons can be used for melee and barrage attacks, but Ranulé is not carrying any heaved weapons.

Staff: Anytime she needs to maximize the harm she inflicts to single targets while making sure she can still
invoke her magic, she’ll wield her staff in both hands (offensive stance). But if she wants to take a more
guarded posture and lessen the harm she can inflict while improving her parrying option, she can instead
wield the staff in her mainhand (transitive stance). Per Table 7.2, her staff has melee range 1.

Staff + Spikepick: She will also frequently wield her staff in her mainhand alongside her spikepick in her
offhand (aggressive stance; 2 strikes per turn instead of 1, with harm split for paired weapons), so she can
keep the staff in-hand to execute acidray and her other magic powers without having to sheathe (or otherwise
switch out) the weaponry she carries, while allowing her to attack more targets each turn.

Spikepick: Occasionally, she will wield her spikepick on its own in both hands (offensive stance) or adopt a
more guarded posture with the spikepick in her mainhand (transitive stance), but she would likely only do
this if she loses her staff, since it’s more advantageous to hold her staff so she can fight in the melee or invoke
her magic powers without having to switch between weapons. Per Table 7.2, her spikepick has melee range 1.
Quickbow: Anytime she needs to launch barrage weapon attacks, she’ll wield her quickbow (transitive
stance). Per table 7.2, her quickbow has barrage range 15 (short), 30 (medium), 45 (long).

Since Rénulé is an assaulter wielding common-quality weapons, I'll check Table 5.7 to verify the standard,
improved and advanced harm for each weapon and stance. Because she is not 16th+ level, she cannot execute
advanced harm yet, but I'll put the numbers there as placeholders. Per Table 5.7, I'll verify the stance-based
resistant wreck gained from parrying (if she burns 1 pneuma to parry when wielding her staff or spikepick, or
both). Since her quickbow is a hurled weapon (usable only for barrage attacks), she cannot parry with it.

* Rulebook References: Chapter 5 [pages 69-71, 79, 190 (softcover/e-book); pages 71-73, 81, 197 (hardcover)].
]

|
STRIKERooTTRAIT: _ GIt PHYSICAL ATTACKS HarMm RooTtTrarT:  Lth
MELEE STRIKEMoD: . +4 MELEE HaRM MoD [x1]; +2 MELEE HARM MoD [x%2] (T): +1
BARRAGE STRIKEMoD: _ +4 BARRAGE HARM MoD [x1]: +2 BARRAGE HARM MoD [x%2] (T): +1
. BasE HARM
HanD-To-WIELD  WEAPON / RANGE: | STANCE: P”fRR"_ ASSAIL | STRIKE Haru
WreECK: | DEFENSE:| MoD: STA: Imp: | ADV:| MoD:
Bothhand staff: melee 1 Offensive 2 Nml +4 1d8+1d6 9 | 14 | +2
Mainhand staff: melee 1 Transitive -3 Nml +4 1412 8 12 +2
Mainhand staff: melee 1 (paired™) Ageressive -1 Nml +4 1d8 8 8 +1
Offhand spikepick: melee 1 (paired™*) - - Nml +4 1ds ] 8 +1
Bothhand spikepick: melee 1 Offensive -2 Nml +4 1d8+1dé 9 14 +2
Mainhand spikepick: melee 1 Transitive -3 Nml +4 1d12 S 12 +2
Eothhand quickbow: barrage 15,/30/43 Transitive = Nml +4 1d12 5 12 +2

STEP 13: APPLY ENTWINE SLOTS FOR MAGIC OBJECTS

¢ On the character scroll, apply any entwine slots needed to empower magic objects; note their effects (if applicable).
»  Ranulé is not starting with any magic objects that require entwine slots, so this section does not apply to her. The
only magic objects she possesses are doses of scaldsalt balm. Most GMs allow starting characters to buy this item.

STEP 14: DOUBLE CHECK EVERYTHING FOR ACCURACY

e Thoroughly check both scrolls to ensure your numbers are accurate and fill in any remaining blanks.
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