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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 you 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 

• 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 

• 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 Nalári Steelheart or Olgrim Lightningcloud. 
» I’ll name my character Ránulé 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 

• 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. 
» Ránulé 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 

                
❖ Lifeskills: Due to Ránulé 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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❖ Folkish Powers: As an oerc, Ránulé 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. 

                       
➢ Calculations Scroll: 

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

                      
❖ Grit Calculations (Folk Mod Cell): 4 

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

 
❖ Combat and Travel Speed Calculations (Folk Base Cell): 2 

 
❖ 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 Ránulé’s equipment yet). 
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❖ 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 Ránulé 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. 

                       
 

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. 

» Ránulé will be an assaulter. 
• Rulebook References: Chapter 5 [pages 64–65 (softcover/e-book); pages 66–67 (hardcover)]. 

➢ Character Scroll: 
❖ Kall: Assaulter 
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❖ 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. 

                      
➢ Calculations Scroll: 

❖ Defenses Calculations (Kall Mod Cells): 2 Nml; 1 Ftl; 0 Mfl 

 
❖ Grit Calculations (Kall Mod Cell): 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. 

                      



Alpengard Character-Building Guide 

©2024 | ®2025 | Alpengard is copyrighted; Alpengard logo is a registered trademark. Permission granted to download and photocopy for personal use only. 

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, Ránulé 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 

 
❖ Entwine: 9 

                       
➢ Calculations Scroll: 

❖ Defenses Calculations (Tier Value Cells): 2 Nml; 2 Ftl; 2 Mfl 

 
❖ Pneuma Calculations (Level Cell and Tier Value Cell): 4 and 2 

 
❖ Entwine Calculations (Half-Level (↑) Cell and Tier Value Cell and Total Score Cell): 2 and 2 and 9 

 
❖ Grit Calculations (Level Cell and Tier Value Cell): 4 and 2 

 
 

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, Ránulé 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. 

                       
❖ 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. 

 
➢ Calculations Scroll: 

❖ Harm Yield Calculations: Mark chaos, charis and hallow with • to denote immunity. Mark logos, hubris and 
heinous with ±0 to denote susceptibility. 

                      
 

Step 6: Assign Your Roottrait Points to Generate Roottrait Scores 

• 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, Ránulé 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 Ránulé’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 Ránulé 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. 
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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 (2×Lth)]: Best combination = 2×Lth (2 and 2) 
▪ Ftl [(Brw + Lth) or (Brw + Glt) or (2×Brw)]: Best combination = Brw + Glt (2 and 3) 
▪ Mfl [(Smt + Wis) or (Smt + Glt) or (Wis + Glt)]: Best combination = Wis + Glt (1 and 3) 

 
❖ Hasten Calculations (Wis Mod Cell): 1 

 
❖ Pneuma Calculations (Glt Mod Cell and Total Score Cell): 3 and 9 

 
❖ Grit Calculations (Brw Mod Cell): 2 

 
❖ Strive Calculations (Brw Mod Cell): 2 

 
❖ Combat and Travel Speed Calculations (Lth 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+(1⅛×(1×Brw)2)] (↑) = [8+(1⅛×(2)2)] (↑) = [8+(1⅛×4)] (↑) = 

[8+(5)] = 13 
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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. 
» Ránulé 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 tumble (from standard to improved training). 
» As Ránulé is untrained in writ, she is illiterate, so I’ll take standard writ training later as she advances. 

                      
➢ Calculations Scroll: 

❖ Lifeskills Calculations (Roottrait Mods Cells and Training Mod Cells): Ránulé, 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: 1×Smt = 0; ½×Wis (↓) = 0; standard = 0 → 0+0 and 0 
▪ Clout: 1×Glt = 3; ½×Smt (↓) = 0; standard = 0 → 3+0 and 0 
▪ Cook: 1×Glt = 3; ½×Wis (↓) = 0; standard = 0 → 3+0 and 0 
▪ Dive: 1×Brw = 2; ½×Lth (↓) = 1; standard = 0 → 2+1 and 0 
▪ Heed: 1×Wis = 1; ½×Glt (↓) = 1; standard = 0 → 1+1 and 0 
▪ Landfare: 1×Wis = 1; ½×Brw (↓) = 1; standard = 0 → 1+1 and 0 
▪ Look: 1×Wis = 1; ½×Glt (↓) = 1; improved = 1 → 1+1 and 1 
▪ Lurk: 1×Lth = 2; ½×Wis (↓) = 0; standard = 0 → 2+0 and 0 
▪ Mingle: 1×Glt = 3; ½×Smt (↓) = 0; standard = 0 → 3+0 and 0 
▪ Search: 1×Smt = 0; ½×Wis (↓) = 0; standard = 0 → 0+0 and 0 
▪ Smith: 1×Smt = 0; ½×Brw (↓) = 1; standard = 0 → 0+1 and 0 
▪ Toil: 1×Brw = 2; ½×Glt (↓) = 1; standard = 0 → 2+1 and 0 
▪ Trick: 1×Lth = 2; ½×Glt (↓) = 1; standard = 0 → 2+1 and 0 
▪ Tumble: 1×Lth = 2; ½×Smt (↓) = 0; improved = 1 → 2+0 and 1 
▪ Wile: 1×Glt = 3; ½×Wis (↓) = 0; standard = 0 → 3+0+0 
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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. 
» It is 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 Ránulé 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. I also choose the following 
Beginning-tier powers—wrecking blows, arcane acidray. Normally as an assaulter, Ránulé 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 

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

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

 
❖ Burden Weight: 32 unburdened; 208 press lift; 144 thrust lift; 320 dead lift 

 
❖ Physical Attacks: Ránulé 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 [×1]; +1 melee harm mod [×½] (↑); +2 barrage harm 
mod [×1]; +1 barrage harm mod [×½] (↑). 
» 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 Ránulé’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. 

 
❖ 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 [×¾] (↑); +1 harm mod [×½] (↑); +1 harm mod [×¼] (↑). 
» Per the above note, Ránulé 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. 

                       
▪ 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 [×¾] (↑)] calculation, which is +1 for Ránulé. 

                       



Alpengard Character-Building Guide 

©2024 | ®2025 | Alpengard is copyrighted; Alpengard logo is a registered trademark. Permission granted to download and photocopy for personal use only. 

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

                      
➢ Calculations Scroll: 

❖ Defenses Calculations (Power Mod Cell—Nml): 2 (per honed anticipation) 

 
❖ Hasten Calculations (Total Score Cell): No chosen power grants a bonus to hasten, so this section can be 

completed for the character scroll. 
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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. 

 
❖ 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), toil (+1 for standard) and 
tumble (+2 for improved). 

 
❖ Combat and Travel Speed Calculations (Power Mod Cell): 1 (per way of the skirmisher) 

 
❖ 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. 

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

 
❖ Physical Attacks Calculations (Roottrait Mod Cells): 3 melee strike mod; 3 barrage strike mod; 2 melee harm mod 

[×1]; 2 barrage harm mod [×1] 
❖ 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 [×1]; +2 barrage harm mod [×1]; +1 melee harm mod [×½] (↑); +1 barrage harm mod [×½] (↑); this 
section can be completed for the character scroll. 

 
❖ Magical Attacks Calculations (Roottrait Mod Cells): 3 strike mod; 1 harm mod [×1] 
❖ Magical Attacks Calculations (Total Score Cells): +3 strike mod; +1 harm mod [×1]; +1 harm mod [×¾] (↑); +1 

harm mod [×½] (↑); +1 harm mod [×¼] (↑); this section can be completed for the character scroll. 
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❖ Lifeskills Calculations (Power Mod Cells): 1 lurk; 1 toil; 1 tumble; 1 wile 

                      
 

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 [30×tier]+[9×(1×tier)2] golds. 
» As Ránulé 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 Ránulé 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 
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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 

   
❖ Harm Yields: –6 wreck; –2 whelm; ±0 flare; –1 frost; ±0 gleam; ±0 gloom; ±0 rasp; –1 rot; ±0 shake; ±0 shock 

 
❖ 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 

 
❖ Weapons • Conduits • Armors • Shields: Transcribe leather armor and related stats. 

                      
➢ 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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❖ Combat and Travel Speed Calculations (Total Score Cells): With no armor, shield or burden penalties, this section 

can be completed for the character scroll. 

 
❖ 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. 

 
❖ 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. 
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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, Ránulé 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 

 
❖ 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) 

 
❖ Weapons • Conduits • Armors • Shields: Staff, spikepick, quickbow. 

 
❖ Donned or Carried Combat Gear and Hauled or Stowed Travel Gear: Assorted items. 

 
➢ Calculations Scroll: 

❖ Burden Weight Calculations (Total Score Cell—Burden Penalty): ±0 
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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, Ránulé 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 Ránulé 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 Ránulé 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)]. 

        
 

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). 
» Ránulé 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 

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


