ALPENGARD CHARACTER-LEVELING GUIDE

Hail, Alpengard Adventurer!
Welcome to the Alpengard Character-Leveling Guide, which expands upon the Character-Building Guide by taking you step-
by-step through the leveling-up process, continuing with the example of Rénulé Direblood (from the Character-Building
Guide). Ranulé started as a 4th-level character, and this document will regularly be expanded to show how you might
level Ranulé to 5th level and beyond.
This tutorial assumes vou have a baseline working knowledge of the Alpengard system and terminology.
Cheers, and Keep Questing!
-Secg

ASCENDING TO LEVEL 5

This section shows how to level your character from Level 4 to Level 5. For ascension to Level 5, you gain the following

benefits:

¢ Rulebook References: See Table 3.1 in Chapter 3 [page 41 (softcover/e-book); page 42 (hardcover)].

e Ascend 1 Level: Ascending 1 level will potentially impact your pneuma, entwine and grit.

¢ Remain Same Tier: Going from Level 4 to Level 5, there is no change in tier, so no tier-related stats will be affected.

e 1 Roottrait Point: Assign 1 point to any roottrait, up to a maximum score of 4, which is the highest roottrait score for a
Beginning-tier character.

e 2 Lifeskills Training Levels: Assign 2 training levels to any lifeskills, up to a maximum of improved training, since
your character won't be able to take advanced training until reaching 16th level (the start of the Helming tier).

STEP 1: APPLY YOUR LEVEL-CHANGE TO AFFECTED STATISTICS

*  Your pneuma, entwine and grit are all affected by your level. Since your entwine is only affected by level and tier,
you can complete the entwine calculation, but pneuma and grit may still be affected by your 1 roottrait point.
e On the character scroll, change your level to 5, including your current ascension points (if your GM is using the
optional ascension points rule —see Table 3.2 in Chapter 3 [page 47 (softcover/e-book); page 49 (hardcover)]).
»  I'll mark that Ranulé is now Level 5, with the minimum of 125 ascension points.
¢ On the calculations scroll, note how the level change affects pneuma, entwine and grit.
»  Character Scroll:
% Level: 5

®,

& Ascension: 125

Oerc Rust Cold Assaulter @ Beginning |2
FoLk KinpreD CLIMATE Karn LevEL Tier Tier VaL
@ Feminine |5-11" 167 DecpRust |Straight Oramge | Tumquoiee
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s Entwine: 10

ENTWINE

» Calculations Scroll:
«* Pneuma [Level Cell]: 5
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Entwine [Half-Level (1) Cell and Total Score Cell]: [2x(5)] (1) =3 = 3 and 10
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& Grit [Level Cell]: 5

d

o,
°n

Total Tier Fower
Baze: Iz:: ale: Brw Mod: |Folk Mod:| all Mod: | 3
Maximum: 27 5 (@] 2 2 4 10
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STEP 2: APPLY YOUR ROOTTRAIT POINT

On the character scroll, add 1 roottrait point to one of your existing scores, so long as you do not exceed a score of 4.

Apply the 1 roottrait point to all affected statistics, including everything from defenses to lifeskills.
On the calculations scroll, apply the 1 roottrait point to all affected statistics.

»  Ranulé will apply her 1 roottrait point to Glt, raising her Glt score to 4. This will augment her Ftl and Mfl
defenses, pneuma, physical attack strike modifier, magical attack strike modifier, and multiple lifeskills.

The aspect of assassin power lets her use Glt as the strike roottrait for her physical and magical attacks.

Rulebook References: Chapter 2 [pages 22-28 (softcover/e-book/hardcover)] and Chapter 6 [page 171 (softcover/e-

»

book); page 177 (hardcover)].
»  Character Scroll:

.
£ %4

7
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Roottraits: Glt = 4

ROOTTRAITS

Brw: 2

LrH: 2

Sar: 0

Wis: 1

GrT: _@_

| |

Defenses: Ftl = 21; Mfl =1

DEFENSES

N 2]

Maximum: | 28
IMpAIRED: 14
TrAUMATIZED: z
Heaving Mop: 3
CurreNT TaLLy:
Preuma: 11

Maximum:

CurRENT TaLLy:

Lifeskills: Since I haven’t applied my training levels yet, I'll hold off on adjusting the lifeskills entries on the

character scroll.

Physical Attacks: Melee Strike Mod = +5; Barrage Strike Mod = +5
"

o E PHYSICAL ATTACKS

MeLEE STRIKE MOD:
Barrace STRIEE Mon:

7

MeLEE HarMm Mop [af _ +2
Barrace HarmMop[a) _ +2

Harm ROOTTRAIT:
MeLEE Harm Mo [x] (T} +1
BarraGE Harm Mon [x32](T):

Lth

+1

HAND-TO-WIELD / WEAPON / RANGE: | Srance: | PARRY—| Assan | STRixe
Wreck: | DeFEnsE:| Mo Sra: Isap: | Anwv:| Moo:
Bothhand staff: melee 1 Offensive -2 Nml +5 1ds+1de 9 |14 | +2
Mainhand staff: melee 1 Transitive -3 Nml +5 1d12 8§ |12 | +2
Mainhand staff: melee 1 (paired™) Aggressive| 1 Nmi +5 1d8 5 (8| +¢1
Offhand spikepick: melee 1 (paired**) o b Nml +5 1d8 5|8 | +1
Bothhand spikepick: melee 1 Offensive | -2 Nml | +5 | 1ds+lde | 9 |14 | +2
Mainhand spikepick: melee 1 Transitive -3 Nml +5 1d12 3 12 +2
l!eomhmdqujckhcw: barrage 15/30,/45 Transitive = Nml +5 1d12 8 12 +2

StrikE RooTTRAIT:
SrrIKE Mom: HarmMon [} __ +1

Harm RoOTRAIT:

Magical Attacks: Strike Mod = +4
T T —
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DEFENSE: Mon: STz Imp: | Apv:[ Mon:
Arcane Acidray Targeted Barrage 40 1 Rasp MNml @ 1ds 5 3 +1
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Calculations Scroll:
Defenses Calculations [Roottrait Mod Cells — Ftl and Mfl]: 4 and 4

OERC ASSASSIN-ASSAULTER DEFENSES CALCULATIONS

.
£ %4

21 2 2,
) 2 (1)
MA | \i7) | 10 2 0 0 1 [ \g/

<  Pneuma Ealculations [GIt Mod Cell and Total Score Cell]: 4 and 11

28 5 5 2 2 1 10
14
7
3
% Physical Attacks Calculations [Roottrait Mod Cell and Total Score Cell — Melee Strike Mod and Barrage Strike Mod]: 4

and +5; 4 and +5

PHYSICAL ATTACKS CALCULATIONS

Melee Harm Mod [x1]:
Barrage Harm Mod [x1]:
Melee Harm Mod [x%4] (1

Harm Mod [*%4] (1):

& Lifeskills Calculations [Roottrait Mods Cells and Total Score Cells]: Adjust All Glt-Affected Lifeskills

Ii K1
Barter (1%5mt) | 4xGlY) (4)
Brew +0 @+0 (1%Smt) | (GexWis) (4) 0
Chip ~ - (1%Smt) | GaxLeh) (4)
Clout [£T) [ATH N B 0
Cook \+1/ Vafo [ @G Jeswaw 0
Deepfare — el (L¥Wis) [ oxBr) (1)
Dive +1 2+1 (1xBrw) | BaxLih) (4) 1] 2
Farlore (1*Glt) | GaxSmb) (4)
Farm (LxWis) | (taxSmi) (4)
Flaunt _ | wxGy [esim
Heed (+3) 1 H42) [ wwie | esanw) 0
Herd '-' = | (Bew) | GG (0
Hew (1%5mt) | @2xBrw) (4)
Landfare +2 1+1 [ Wi [ eodronw 0
Look [@D) 1 H{2) [ axwis) | excio ) 1
Lurk +1 240 | (Lt | GoWi () 0 1
Mash (1%Glt) | (axSmit) (41
Mend - (1x5mt) | axLih) (4)
Mingle C4) (1) 0 | oG [esmow 0
Nighlore = (1%Smt) | GexWis) (4)
Seafare (1%Glt) | (t2xBrw) (41
Search +) 0+0 (1%Smt) | (axWis) (4) 0
Smith +1 0+1 (1%Smt) | BaxBrw) (1) 0
Taw (1xWis) | @#sxBrw) (1)
Toil ﬁ 4\ 1 2 _(2\ (1%Brw) || 322Gl (4) 0 1
Trick 5/ 1 2 42)[ @i Jesanw 0
Tumble +2 2+0 | @Lay [ @Ecme ) 1 1
Weave . (1%Wis) | GaxLh) (4)
Wile (+3) {2} 0 | orcn Jesws 0 1
Wit - (1%5me) | @Eexli) (1)
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STEP 3: APPLY YOUR LIFESKILL TRAINING LEVELS

ALPENGARD CHARACTER-LEVELING GUIDE

e On the character scroll, apply the final adjusted training level changes from the calculations scroll.
e On the calculations scroll, apply the 2 lifeskill training levels and note any statistical changes.

»  Ranulé will apply the first of her lifeskill training levels to take writ (untrained to standard), so she can become
literate. Then she’ll apply the other training level to trick (standard to improved), which will come in handy if she
ever needs to pick a lock or pilfer a pocket.

¢ Rulebook References: Chapter 6 [page 171 (softcover/e-book); page 177 (hardcover)].
»  Character Scroll:

% Lifeskills:

LiFEsKILL:
BarTER:
BrEW:
Caie:

CrouT:

Cook:

FARLORE:
FARM:
FLAUNT:
Heen-
HeErD:
HEw:
LANDFARE:
Look:
Lunk:

Masn:

MeND:

SEAFARE:
SEARCH:
SMITH:
Taw:
Ton:
TrICK:
TUMBLE:
WEAVE:
WiLe:
WaIT:

LIFESKILLS

TraN:  SCORE:

Sta 0

Sta _+2
mp ()
Sta_ +1

_Sta A
&0
_Imp  +2

&0

» Calculations Scroll:

% Lifeskills Calculations [Roottrait Mod Cells, Training Mod Cells and Total Score Cells]: Adjust Trick and Writ

STEP 4: DOUBLE CHECK EVERYTHING FOR ACCURACY

Barter (1%5me) | CaxGl (4)

Brew +0 o+0 (1%Smt) | B2xWis) (1) 0
Chip (1x5me) | (4L (4)

Clout +4 440 (1*Glt) | BexSmb) (1) 0
Cook +4 4+0 AxGIY) | o) (1) 0
Deepfare (1xWis) | exBrw) (4)

Dive +1 2+1 (1¥Brw) | ¢axLth) (4) 0 )
Farlore (1xGlt) | eexSme) (1)

Farm (1¥Wis) | 3axSmt) (1)

Flaunt (1XGlE) | (axLeh (1)

Heed +3 1+2 (L¥Wis) | G2xGIt) (&) 0
Herd (1xBrw) | G2xGI0 (L)

Hew (1x5me) | GexBrw) (4)

Landfare +2 1+1 (L¥Wis) | GaxBrw) (1) 0
Look +4 1+2 (LWig) | 2axGID (4 1
Lurk +1 2+0 (1¥Lth) | GaxWis) (4) 0
Mash (1%G1t) | axsme) (1)

\Mend (LxSme) | (axLeh) (4)

Mingle +4 4+0 (1%Gly) | eoxsme) (1) 1]
Nighlore (1x5me) | @) (4

Seafare (1%Glt) | BaxBrw) (4)

Search +0 0+0 (1%Smt) | FaxWs) (4) 0]
Smith +1 0+1 (1%5me) | eaxBow) () Q
Taw (1xWis) | (axBrw) (L)

Toil 1 1 2+72 (1xBrw) | (4xGI (1) 0
Trick @ 1 2+2 | wim [emcww
Tumble +2 2+0 (1xLth) | ¢axSme) (1) 1
Weave (L¥Wis) | oL (4)

Wile +3 4+0 (1xG1t) | eaxwis) (1) 0
Wit @ 0+1 | WSmy [ earmd) ©

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