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MINDSCAPE

INTRODUCTION

Welcome to Mindscaping. This is a game system which simulates the real world and those of the imagination.. Mindscape contains rules which allow many different stories to be told in a realistic manner. Players take on characters, which interact within a game world that is run by another player called the Wordsmith. The Wordsmith is the arbiter of the rules and plays other characters within the game. In Mindscaping all players can win and a successful game is one in which everyone wins. It is the goal of the Wordsmith to run a challenging and entertaining game and for players to get the most out of their character’s through overcoming obstacles set before them. The Mindscaping system is generic, meaning that it is designed to be very broad and handle different genres and tales. Text in italics are optional rules. Meaning they are not necessary for basic games and are only applied if all players and the Wordsmith agree to their use.
EQUIPMENT:

What is needed are these rules,  two ten sided die or a calculator with a random function enabling figures of 1 to 100 to be displayed, pencils, eraser, and blank paper. The Mindscaper Interface Sheet, which is optional, is what the players use to fill out the details of their character. 

THE MINDSCAPER INTERFACE SHEET

   WORDSMITH:



MINDSCAPER:

PRIMARY STATISTICS

STRENGTH:  QUICKNESS:   AGILITY:   PERCEPTION:   WILLPOWER:

SECONDARY STATISTICS

ENDURANCE:    MEMORY:    DEXTERITY:    DEFENCE:    AVERAGE:

STATUS: 
WEALTH:

ATTRIBUTES

NAME:                ALIAS:              AGE:

SKILLS:              GAME:               VERSION:           DATE:

HEALTH:              PAIN:               SHOCK:


HEIGHT:              WEIGHT:             OCCUPATION:

WEAPON / SPELL, ATTACK /DEFENCE

ARMOUR: 
WEAPONS OR SPELLS:




WOUNDS:

MAGIC

SIGN:                FORCE:        EMPOWERMENT: 
REALMS:


ITEMS

HISTORY

NOTES

PART ONE: GENERATION.

Wordsmith:

The Wordsmith is who runs the game. There is 1 Wordsmith with sometimes another player called a Second who assists with such things as verifying rules and playing other characters in the game.

Mindscaper:

The players. There are usually 3 but sometimes between 1 to 7 players, or Mindscapers.

Game:

This is the name of the game being played.

Date:

This is when the game began.

HISTORY

This section is consulted before the Primary and Secondary Percentile Rolls. Results are recorded and applied at the end of  Primary and Secondary Percentile Rolls. To determine the history of a character the Player rolls, using 1 ten sided die, on the seven Event Tables and makes one roll on the Result table and one roll on the specified result in either the Increase or Decrease Tables.
EVENT TABLES

ROLL  1 WHEN                 2 WHERE                 3 WHO

1     Distant Past           Unknown Location        Someone they have heard of

2     Many Generations Ago   Far Distant Place       Casual Acquaintance

3     A generation Earlier   Distant Place           Distant relative

4     When a child           Nearby Place            Friend

5     Many Years Ago         Neighbouring Area       Near relative

6     A few years earlier    Local Area              Someone they have met

7     In the last Year       Near Neighbourhood      Immediate relative

8     A month earlier        Neighbourhood           Close friend

9     A few days earlier     Immediate Vicinity      The character

0     Moments ago            Home                    Mentor or Admired idol.

ROLL  4 WHY             5 WAY             6 WHAT              7 HOW

1     Needed            Found             Minor item          Friends

2     Asked             Invented          Major item          Hired help

3     Forbidden         Lost/Discarded    Minor Historical    Alone

4     Love/Allegiance   Created           Major Historical    Specific tools

5     Accolade/Fame     Destroyed         Minor Proven Fact   Correspondence

6     Fun/Entertainment Took/Borrowed     Major Proven Fact   Hidden Knowledge

7     Curiosity         Given/Entrusted   Major Theory        Luck/Coincidence

8     Ethical or Moral  Explored          Minor Theory        Grant

9     Social Pressure   Told              Minor Rumour        Inexplicable/Unknown

0     Satisfaction      Overheard         Major Rumour        Research

ROLL 8 RESULT   Affecting the Character.

1    Statistic Increase     (For all Primary Statistics)

2    Statistic Decrease     (For all Primary Statistics)

3    Skill Increase

4    Skill Decrease

5    Status Increase

6    Status Decrease

7    Wealth Increase

8    Wealth Decrease

9    Fame

0 Infamy 

INCREASE TABLE A

ROLL         STATISTIC    SKILL   STATUS     WEALTH     FAME

1 to 2        x1.05       x1.1     +1        x1.5       Minor

3 to 4        x1.1        x1.2     +2        x2         Slight

5 to 6        x1.15       x1.3     +3        x2.5       Some

7 to 8        x1.2        x1.4     +4        x3         General

9 to 0        x1.25       x1.5     +5        x3.5       Major

DECREASE TABLE B

ROLL         STATISTIC    SKILL   STATUS    WEALTH      INFAMY

1 to 2       /1.05        /1.1     +1        /1.5       Minor

3 to 4       /1.1         /1.2     +2        /2         Slight

4 to 6       /1.15        /1.3     +3        /2.5       Some

7 to 8       /1.2         /1.4     +4        /3         General

9 to 0       /1.25        /1.5     +5        /3.5       Major

STATISTIC  (Roll to determine which statistic is modified)

1 to 2

ST

3 to 4

QU

5 to 6

AG

7 to 8

PE

9 to 0

WP

EXAMPLE:

Nine rolls are made with one ten sided die:

1 When      Roll = 6 

2 Where     Roll = 3 

3 Who       Roll = 3

4 Why       Roll = 6

5 Way       Roll = 7

6 What      Roll = 9

7 How       Roll = 7

8 Result    Roll = 7

A Increase  Roll = 3

The Wordsmith, by consulting the charts, translates these rolls as:

A few years earlier, in a distant place a casual acquaintance, for fun, was entrusted with a minor rumour which by luck was exploited resulting in a wealth increase for the character of  x 2.  This x 2 multiplier would be the final adjustment to a character’s wealth before play or purchasing items. From this translation a Wordsmith could weave a tale for the character that is applicable to the game world.
Primary Statistics:

A Primary Statistic is a numerical representation of a character's physical and mental makeup. Until the Player requests a Priority Primary Statistic is set at 55, this is the default. If a player requests assigning of a Primary Statistic a Percentile Roll is made. Usually two dice are rolled each being ten sided. One die (usually the darker) is nominated as the ten and the other as the unit. If you roll the dice and the ten reads 5 face up and the unit die reads 8 face up then they are together said to give the figure 58. If both dice cease rolling with 0 face up then this roll is a 100. If the ten dice comes up with a 0 and the unit with a 6 then the figure reads as 06. When rolling percentile numbers for the Primary Statistics a roll of 96 or above means the player rolls one die for a one to ten unit number and adds this to the initial roll. Primary Statistics are consulted to determine the success of a nominated action. A number larger than the default of 55 will improve the chances of an action to succeed. A lower figure will lesson the chance of success. For assigning Primary Statistics percentile Roll results of between 20 and 96 are kept. Any result of  21 or less is ignored and the number is re-rolled. 

SUMMARY:

Rolls of 00 to 20 are ignored.

Rolls of 20 to 96 are kept

Rolls of 96 or over allows 1 die to be rolled and added to the first roll.

Strength:

Or ST is how strong a character is and is determined by a Percentile Roll. Also known as Short-term physical power, Might, Brawn, Muscular Efficiency, or Vigour.

Quickness:

Or QU is how fast a character is and is determined by a Percentile Roll. Also known as Reaction time, Speed, Reaction, Reflex, Initiative, or Pace.

Agility:

Or AG is how well a character can move and is determined by a Percentile Roll. Also known as Motor Control, Manoeuvrability, Deftness, Stealth, Litheness, Suppleness, and Sprightliness.

Perception:

Or PE is how well a character can perceive their environment and is determined by a Percentile Roll. Also known as, absorb information, Senses, Awareness, Alertness, Observation, and Scan.

Willpower:

Or WP is a character’s strength of mind and is determined by a Percentile Roll. Also known as Self-control, Life Force, Mental Strength, Willpower, and Resolve.

Secondary Statistics:

There are 6 Secondary Statistics. Most secondary Statistics are determined by the results of the Primary Statistics. For calculating averages always round up.

Endurance:

Or EN, is the measure of a character’s long term strength. Also known as Stamina, Staying Power, Fortitude, or Physical Tolerance.

Endurance Calculation: Strength + Willpower / 2
Memory:

Or ME, is used recall past events.

Memory Calculation: Perception + Willpower /2
Dexterity:

Or DX, is the ability to perform precise physical actions. Also known as Deftness, Handiness, Nimbleness, Neatness, Precision and Motor Control.

Dexterity Calculation: Agility + Perception /2
Average:

Or AV. Average is consulted when certain actions may require combinations of statistics.

Average Calculation:  All of the 5 Primary Priority Statistics added together / 5.
Defence:

Or DC is half of the Average and is how well the character can keep themselves from harm. Also known as Luck, Physical Resistance, Optimism, Dodging, or Hardiness and Vigour

Defence Calculation: Average / 2
Wealth:

Wealth is a Percentile Roll x Percentile Roll. The result is then subjected to the modifier on the status chart.

Status:
Is the quality of the character’s background and position relative to their occupation. Status determines both changes to the amount of Wealth the character has attained and the number of Skills the character possesses. Status is a reflection of the quality of life and privileges before play. Once the game commences a character's Status may change depending on circumstances of what they choose to do, luck and the Game World. To determine Status the percentile dice are rolled and the Status-Chart is consulted. Optionally, rolls of 20 or less and 91 or more are ignored and the dice are rolled again.
Status-Chart:

Roll:

A percentile roll that determines the Character's Status. The resulting figure is written down on the Mindscape Interface Sheet beside the Status.

Wealth:

This is the alteration to the Player's initial Wealth roll, reflecting their Character's Status.

Income:

This is the weekly income from whatever occupation of the Player's Character.

Skill Multiplier:

This gives the number of skill points available to the Player's Character.  To determine the number of skills. The formula is

Character's age in years multiplied by the number in Skill Multiplier in the Status-Chart. 

Skill Restriction:

The first figure is the restriction to how high a character’s skill can be during generation and the second figure is how many skills can be more than the restriction. For example if a Player's Status were 23 (hence within the 21-25 range on the Status Roll) then their Restriction would be 25-03. This means that they can have all their skills up to 25 and 3 skills could be more than 25, even up to 50, which is the maximum. (The highest a character can have on any one skill  is 50, but skills can be combined to provide numbers greater than 50. For example a character may have a skill of Horse Riding of 50 and also a skill of Equestrian Sports of 30. They can combine these skills into a figure of 80 when making an action attempt to ride well in a sports event.) 

Social Standing:

This is used as a rough guide to show what rank in society the character might be placed in.

Roll    Wealth    Income    Skill Multiplier 
Restriction
Social Standing

   01   /20       $56       8       

10-00

Slave/Prisoner

02-03   /18       $67       8.2


12-01

Pauper/Vagrant

04-06   /15       $81       8.4       

15-02

07-10   /10       $97       8.6


17-02

11-15   /7        $117      8.8       

20-02

16-20   /5        $140      9


22-03

Lower Class
21-25   /3        $168      9.2       

25-03

26-30   /2        $202      9.4


28-04

31-35   /1.5      $243      9.6       

30-04

36-45   /1.2      $291      9.8


32-05

46-55   0         $350      10       

35-05

Middle Class

56-70   x1.2      $420      10.1


37-06

71-75   x2        $504      10.3       

40-07

76-80   x3        $504      10.5


43-08

81-85   x5        $725      10.7       

44-10

86-90   x7        $870      10.9


45-12

91-94   x10       $1,045    11.1       

46-14

Upper Class

95-97   x15       $1,254    11.3


47-16

98-99   x18       $1,504    11.5


48-18

Noble/Executive

   00   x20       $1,805    11.7


50-20

King/Minister
Attributes:

There are 4 attributes, all of  which are all chosen by the player

Name:

The player’s name or the name of their character.

Alias:

Any other names that the player’s character may be known as.
Age:

For a human 15 years is the age for maturation, 48 years of age is when ageing begins and statistics begin to deteriorate. The typical life-span is 80 years with 104 being the usual maximum life-span. Age is a factor to determine the total Skill points of a character.

Skills:

A skill, or SK, is something learned while an ability is a natural and instinctive mechanism that can also be developed as a skill, hence an untrained person can jump or clap their hands but such an action can also be a skill. If a character makes an action attempt without the ability  then they are at a –60 negation unless they have the relevant skill. 

SKILL KNOWLEDGE CHART:

THE MAGICAL

Shows at what magical level the character would have attained for their various Realm. The amount that they know on a skill in a realm is translated directly to a position within the hierarchy of the magical institution. The Magical Category is based on that of the magical orders of Sharn a make believe fantasy world that uses this system.
LANGUAGES

Characters are not compelled to note down their own language or spend skills upon it. The Wordsmith should have the character would know their own language to their age and education. The Skill Chart shows how well a character can speak another language with the approximate number of words they know of this language.

LEVEL GENERAL

MAGICAL

ACADEMIC
 
MILITARY  

LANGUAGE

00-05 Unskilled

Novice


Pre School

Enlisted

12

06-10 Basic

Apprentice 

Elementary

Recruit

20

11-15 Skilled

Disciple

Junior High

Graduate

200

16-20 Proficient

Scholar

Senior High

Fully Trained

400

21-25 Well skilled

Erudite

Undergraduate

Professional

580

26-30 Accomplished

Journeymage

Senior College
Battle Hardened
700

31-35 Highly skilled

Mentor


Graduate

Instructor

1,500

36-40 Advanced

High Mentor

Post Graduate

Veteran

5,600

41-45 Expertise

Lord


Professor

Specialist

11,000

46-49 Outstanding

Overlord

Renowned Professor
Crack trooper

20,500

50 Primacy

Archmage

Revered Genius 
Elite Officer

30,000

GAINING SKILLS

As characters progress in the game they will learn new skills as well as improve on existing ones. This can be gradual. If players want their characters to improve on existing skills they may choose to have their character expend time in training. Different training methods and different periods of time will mean that the chances of learning skills will vary. To attempt to improve on an existing skill the character must first decide both how they are learning and how much time they are investing into the attempt. Three ways in which they can train or practise their skill are. 

Self Taught which is certainly the most difficult and therefore slowest method of learning. 

Taught by someone else who has a higher skill rating than the student being taught. Anyone can teach others the skills they know up to the level that the instructors knows. 

Military or Rigorous Training which is the fastest method of learning but the most demanding.  

To see whether the character learns a skill the Player would make a Percentile Roll on the Learning Chance Table. For example if  a character wanted to learn riding by being taught for 3 hours would need to roll 95 or over with the Percentile Dice to gain an extra skill point. It takes a week on average gain a skill point. Characters can consider themselves being taught if they are using very good computer teaching software or practising methods as taught by an absent tutor.
LEARNING CHANCE

TIME

SELF TAUGHT

MILITARY OR RIGOROUS
TAUGHT

1 Hour

99


91



97

3 Hours
98


75



95

8 Hours
95


50



85

12 Hours
92


25



77
Other ways that a character can gain skills are:

1 

-60 ACTION ATTEMPTS

When a character doesn't have the skill most times there is a -60 negation to actions in which the skill needs to be used. Unless the skill is an innate one (capable of being performed first time by most people). If a character attempts an action requiring a skill that they possess then there is a -60 negation. If after adding the appropriate Statistic as well as their Percentile Roll they receives a figure of 111 or over with 60 points being subtracted then they instantly gain the skill at level 1. For characters with high statistics it would be easier to pick up new skills.

2

INSTANT ACQUISITION 

During the game when a character makes action attempts the player makes a Percentile Roll to see whether they succeed at that action. If they roll 96 or over (an open ended roll) and then on their second roll get a figure of 70 or over they instantly improve on the skill used for that action attempt by 1 point.

3

PROLONGED USE

If a character makes use of skills for long periods of time without the player needing to make a Percentile Roll (especially for easy mundane actions) the Wordsmith may award points upon the skill being used. For example if a character lives on a desert island for a few days and makes no specific region lore skill rolls the Wordsmith may decide that they can gain a 1 or 2 island region lore skill points. Awarded skills should not be given lightly.
SKILL LIST:

The skills listed are only a sample to assist players in choosing skills. Further skills that a player may select should be checked by the Wordsmith to ensure it is appropriate for the particular game world.

Astrology, Attunement, (Using Willpower. The ability of being able to link with and use magical items. To use this skill a character must be touching [flesh to object] the magical item. A character concentrates and makes a Percentile Roll. If they gets over 111 then they can know the purpose of an item and how it is used. Also discovered would be the items alignment. Attunement is the ability to pick up a wand and understand what it was magically imbued with so a character does not make a mistake in it's use or operate it an inopportune time. A mistaken attunement roll can cause such things to happen.) Symbols, Crystals, Divination, Dowsing, Rituals, Palmistry, Power Perception, (Using Perception. The ability to perceive types and sources or radiation. Power Perception has both modern and fantasy uses. In fantasy worlds involving magic a character can detect magic. Power perception could be used to detect major power sources such as fusion or anti-matter reactors. Huge sources of power such as a small fusion reactor within a briefcase or a magical item of 5,000 spell points could cause a person who is doing a Power Perception action to have their hair stand on end or go into a seizure. Both the proximity and amount of power influence the success or failure of the attempt. Power Perception has a limited range of just a few feet. Only magic that is close by can be detected.) Runes, Wand & Stave Making, Warding Lore, (Using Memory. Wards are signs and objects which are placed at gateways and borders to repel intruders such as spirits and vampires. With warding lore a user can know which wards will repel certain creature types.) Alchemy. Change, Inertia, Knowledge, Manna,  Self, Shadow, Shape, Spirit, Time, Air to Air Combat, Ambush, Armed Disarming, Blind Fighting, Brawling, Demolitions, Drill-marching, Pistol Fanning, (Using Quickness. A Wild West skill. This is repeatedly cocking back the hammer of pistol with a revolving cartridge chamber with the palm of the hand not being used to fire the gun. A skilled fanner can use a revolver with the speed near to that of an automatic weapon.) Field Signals, Frenzy, (Using Willpower. The skill of "losing it" and going berserk. A fighter skilled at frenzy can add the skill score to their rolls during attacking. Whilst in an enraged state a character will blindly strike out at anyone including friends making no differentiation. Such an enraged character needs to make successful Willpower roles to calm down and regain control.) Inanimate Strike, Martial Strikes, Martial Sweeps, Melee Flair, (Using Agility. The skill of showing off with weapons. A skilled user can create intricate patterns with their sword in the air. Melee Flair doesn't increase damage but it gives the impression upon the enemy that the user of melee flair is more skilled in the use of the weapon than they are. It also is somewhat a diversionary tactic which can be used to distract the opponent.) Mounted Combat, Quick Draw, Quick Load, Shield Bash , Sniping, Subduing, Tumbling Attack, Unarmed Disarming, Wrestling, Air Crew, Fortification, Star ship Crew, Submersible crew, Tank crew, Marine Crew, Biological Warfare, Chemical Warfare, Guerrilla Warfare, Infantry Minor Tactics, Reverse Strike (Cleansing Mediation, (Using Willpower. Cleansing meditation is a form of deep trance in which the mediator communes with the ancestors or gods. Once the devotee meditates successfully it is up to the divine powers to decide whether they should answer the prayer.) Healing Mediation, (Using Willpower. This is a form of concentration in which the mediator devotes all their powers into healing themselves. When successfully meditating the character heals 5 points per hour while in the meditative state.) Ki-Combat Meditation, (Using Willpower. Ki gives bonuses to all actions whilst in battle. Ki is similar to the hand motions which the ninja perform to gain access to their inner strength and focus it during an immediate clash. Ki bonuses will only last for one specific combat.) Trance Meditation, (Using Willpower. Trance meditation is used by both those who wish to clear their minds and bring clarity of thought and those who wish to gain magical power. It is during trance meditation that the characters gain magic points for spell casting. It usually takes a week of trance meditation to gain 1 power point but this can be accelerated if the meditation is more strict.) Cookery, Crude Weapons, Fire Starting, Fletching, (This is the skill of constructing bows and arrows. The skill helps the character choose the right wood and string the types of feathers for the arrows and some basic rules of aerodynamic flight.) Foraging, (This is the skill of finding edibles in the environment. Foraging is akin to small scale hunting. Food stuffs which could be gathered could be berries, nuts, edible mushrooms, herbs, Small animals such as birds or mice and tree roots. Foraging will also help in finding water from sources such as rivers, dew and mud.) Fresh Water Fishing, Meat Preparation, Hazard Control, Home Economics, Hunting, Salt Water Fishing, Scrounging, (Characters use the scrounging skill to know the whereabouts of common and not so common items. A skilled character could know where to find 20 meters of green nylon sheeting, pink video cassette covers & 20 black Russian fuzzy hats. A character who can scrounge knows the resources of their local environment.) Skinning, Strength Training. (This skill adds directly to the characters Strength statistic. It is like body building but the accent on this skill is developing brute strength not body sculpting. Strength training is more of an enhancement than a skill. If the characters ends training this skill will gradually be reduced by 1 point per week not in training. Strength training is less a knowledge skill but a measurement of time spent in a gym increasing muscle fibre and power.) Counselling, Diplomacy, Etiquette, Fashion Ware, Game Theory, (This skill is a merger of math and sociology. Those skilled can analyse any situation, examine the pros and cons and based on what information they have make a decision which will benefit either most people or all participants. Game theorists would state that chess is a one zero game because there can only be one winner. A full scale nuclear war would be a zero sum game because nobody would win. While a doctor who heals a dentist so that the dentist can repair the doctor’s teeth would be engaging in a double sum game. The best of possible solutions is when both sides win. This skill will help characters make the best decisions which aid all parties involved  by taking into account the results of any particular set of actions.) Labour Relations, Leadership,  Mediation, Negotiation, Persuasion, Preaching, Public Speaking, Seduction, (Using Willpower. This is the art of encouraging another person to engage in sexual actions with the seducer or have the other person fall in love or become infatuated. Seduction doesn't make the character a skilled lover it will only help get the desired person into bed. Characters can use seduction to get the characters to comply with other wishes, but sooner or later the seduction will wear off unless the seducer fulfils their seductive promises.)  Sexual Technique, (This is the art of sex. A skilled user knows how to please themselves and others during the sexual act. Sexual technique also relates to the knowledge of reproduction and contraceptives. If a player does not choose sexual technique as a skill for their character then that character is a virgin by default unless the player states otherwise.) Social Chameleon (This is the skill of blending into any social scene or class. A skilled user can be fit in just as well at a dingy English pub in the dock lands of Bristol or a presidential dinner at the White house.) Acting, Camouflage, Counterfeiting, Cryptology, Disarm Traps, Disguise, Drug Trafficking, Duping, Electronic Bugging, Electronic Jamming, Escapology, Escape, Evasion, Evidence Dispersal, Forgery, Graffiti, (This is not the art of applying media such as spray paint, rather it is the formulation of messages that are simple yet convey an often complex message to show discontent against a current regime or highlight an issue. This skill involves the psychological manipulation of subliminal yet concise messages placed in areas where they will be received by a large amount of people in the aim of bringing about an alternative way of thinking in relation to particular topics.) Hide Item, Hide Self, Impersonation,  Impersonate, Interrogation, Keeping Secrets, Lying, Maze Design, Organised Crime, Pick Locks, Pick Pockets,  Propaganda, Safe Cracking, Security Operations, Set Traps, Shadowing, (The skill of following someone without losing them. The use of stealth would be required for the person being pursued to not know they are being followed. Shadowing is used to counteract the skill of evasion.) Spying, Stealth,  Street Wise, Surveillance Systems, Use/Neutralise Poisons, Voice Imitation, Force Fields, Fortifications, React to Ambush, Tumbling Evasion, Yadomojitsu (This is the ancient Japanese art of stopping blows or projectiles with the body. Some examples of Yadomojitsu are. A. Catching an overhead slice of a sword between clasped palms. B. Catching a bullet between their teeth. C. Catching a fist or club heading towards a person with their hands. D. Blocking a karate blow with their arms or shins. For the more spectacular Yadomojitsu actions high negations should be given and the player should be highly skilled.) Lip Reading, Proof Reading, Read Tracks, Time Sense, Animal Herding, Map & Compass Use, Maze Negotiation, MRC Operations, (This skill involves the knowledge of how to move whilst being encumbered by  mechanised robotic command androids which contain the human operator. Normally wearing such armour poses action negations for movement this skill reduces the penalty by a percentage equal to the amount on the skill. This skill is used to operate large robots which contain compartments to house one or more human pilots.) Stilt Walking, Tightrope, Trapeze Artistry, Aeronautics, Ballooning, Glider Piloting, Helicopter Piloting, Hovercraft Piloting, Parachuting, Paragliding, Fixed Wing Piloting, Sky Diving, Abseiling, Caving, Climbing, Distance Running, Driving Cars,  Heavy Vehicles, Horse Riding,  Mountaineering, Navigation, Riding Bikes, Riding Motorcycles, Roller Blading, Skate Boarding, Snow Skiing, Speed Blading, Speed Boarding, Tank Driving, Train Driving,  Astronomy, Hyper Space Astrogation, Normal Space Astrogation, Teleporters, Spacecraft Piloting, Starcraft Piloting, Boat Piloting, Deep Sea Diving, Rowing, Sail Boarding, Sail Craft Piloting, Scuba Diving, Ship Piloting, Skin Diving, Submarine Piloting, Surfing, Swimming, Water Skiing, Advanced Mathematics, Sample Storage, Testing Procedures, Test Procedures, Anaesthesiology, Anaesthetist, Audiology, Bacteriology, Community Medicine, Dentistry, Dermatology, Molecular Biology, Obstetrics, Parasitology, Pathology, Physiology, Radiology, Space Medicine, Virology, Biology, Botany, Dendrochronology, (The study of annual growth rings which are concentric within the wood of a tree. A skilled user of dendrochronology can study the stump of a fallen tree and determine the environmental history of the local area, such things could include the years of fire, drought and bounty. Those skilled can also determine the origins of certain woods including its species. When a character has a high amount on this skill they can read the land like a book by examining its older trees. This skill can also been known as morphology or xylology.) Ecology, Environment Systems, Entemontology, (The study of insects including their habits and life functions.) Gaia Lore, (The study of a planet under the theory that it is a single living organism with all aspects interrelated.) Herbs, Meteorology, Palaeontology, Planetology, Zoology,  Algebra, Astro-Chemistry, Astronomy, Astrophysics, Chaos Theory, Chemistry, Forensics, Metallurgy, Physics, Abnormal Psychology, Anthropology, Archaeology,  History,  Political Science, Psychology, Sociology, Peace Studies, Theocracy. (The study of religions their structure, beliefs and their impact upon the world.) Research, (This is the skill of using available resources to gain and compile information on a desired topic. People skilled in research can disseminate data and efficiently gather pertinent material.) Study, (Using Perception. The skill of knowing how to digest information. When characters are attempting to learn skills they need to role over certain figures to gain a point depending on the time and method of learning. Someone skilled in studying and subtract their study skill level from the score they need to make a Percentile Roll to gain the skill point. For example a character is being taught horse riding for three hours. The learning chance chart states that character needs to roll over 97 to gain a skill point. If the character has 15 on the skill she only needs to roll 82 or over to gain the point. If Juliet's teacher has teaching as a skill the chances of learning are even higher.) Teaching (The skill of knowing how to give others information. A teacher can use their skill to reduce the amount that their student needs to roll over on the D100 to gain a point. For example a photographer is teaching the skill of photography to a student for 8 hours the student would normally have to roll 85 or over [see the chance of learning chart] to get a point. The teacher has 10 on teaching this means that the pupil only needs to roll 75 or over to gain a point of experience on that skill. If the student has study as a skill then the chances of learning the skill are even higher.) Artificial Intelligence, AI Theory, Computer Assisted Design, Desktop Publishing, Hacking, High Level Programming, Keyboard, Low Level Programming, Networks, Spread Sheets, Word Processing, Aerospace, Archaic Weapons, Audio, Automotive, Biological, Chemical, Civil, Computer, Cybernetic, Electrical Engineering, Electronics, Explosives, Genetics, Gimmickry/Inventive, Hydraulic, Marine, Mechanical, Mechanised Robotic Command, Medical, Weaponry, Optical engineering, Polymorphic Alloys, Siege building, Agronomy, (Farm management.) Animal handling, Armourer, Black smithing, Brewing, Brick laying, Carpentry, Ceramics, Dress making, Engraving, Glass blowing, Glass cutting, Knitting, Machinist, Restoration, Runes Sculpting, Stone Cutting, Welding, Wheel Wright, Accounting,  Administration,  Banking, Copyright, Corporate Management, Efficiency Expert, Personnel Manager, Stock Brokering, Business lore,  Acupuncture, Anatomy,  Autopsy,  Brain surgery, Cybernetic implants, (The knowledge of how to perform successful surgery that fuses artificial machinery to the human body with the least chance of rejection by the body. Cybernetic implants range from having an ear pierced to having the entire skeleton replaced with that of metal alloy.) Diagnosis, Drug Therapy,  First aid, (The application of emergency life saving procedures and routine tasks to prevent death or further injury. First aid does not necessarily promote healing, its main aim is to prevent the person from growing worse. The skill of healing is second aid. First aid would include cardiac pulmonary resuscitation and procedures to stop hypothermia or dehydration) Hypnosis, (The skill of delving into a willing persons subconscious in the aim of curing behavioural complaints, seeking buried memories or suggesting future behaviour. Only willing patients can be hypnotised and when under hypnosis the patient can not be made to perform acts which they would feel to be morally wrong when not hypnotised)  Microbe implant,  Midwifery,  Neural implants, (The skill of placing minute computerised components within the brain tissue of the patient. Such implants could be memory enhancers or special argumentation such as radiation sensors) Nursing, Plastic surgery,  Second aid, (The skill of administering aid to a patient to promote healing. Second aid is not a life saving skill but it prevents the patient from entering stages of health in which emergency first aid would need to be applied) Surgery, Veterinary Medicine, Viral Contagions, Business Law,  Civil Law, Criminal Law,  International business law, Law enforcement, Media law,  Tax Law, Deep Earth mining, Dredge mining, Fossiking, Open Cut Mining, Arctic regions, Arid regions, Caves, Desert regions, Diseased areas,  Dungeons, Forest regions,  Grasslands, Islands,  Jungles, Mountains, Oceans, Office, Polluted regions,  Radioactive areas, Ruins, Savannah, Swamps, Tropics, Tundra, Underwater regions, Urbane regions, Vacuums, Virtual reality,  Volcanic regions, Wastelands, Waterways, Dance,  Journalism,  Magical Illusions, Mindscaping, Novel writing, Poetry, Role Playing, Story Telling, Charcoal drawing, Pastels, Pen drawing, Pencil drawing, Advertising,  Architecture,  Calligraphy, Cartography, Clerical Duties, Commercial Art, Composing, Conducting, Fashion Design,  Interior Design, Jewel Smith,  Leather Working, Painting, Read Music, Ventriloquism, Wood Crafts,  Wood Turning, Electronic instruments, Percussion instruments,  Stringed instruments, Voice/Singing, Whistling, Wind instruments, Electronic Communications,  Heraldry, Intelligence Gathering, Photography,  Route Planning, Scanner Analysis, Sensor Analysis, Thermal Dynamics, Eschatology. (End time/ end of the world theory)

Health:

Or HE, is a indication, in figures, of a character’s life force. It is also known as fitness, haleness, well-being, constitution, condition or vigour. When a character receives damage they lose Health. When they lose Health they suffer pain, go into shock, become unconscious or ultimately die. When a character’s Health becomes less than 50 they will become unconscious and will not awaken until their Health rises to over 50. A Character dies when their Health drops to zero. Generally a character heals naturally 1 point of Health per hour but factors can increase or retard the healing rate. For some game worlds there may be an amount of time after the character’s death that the soul remains in the body. This length of time is calculated by the character’s Willpower divided by 3.2 the result being the number of minutes. The length of time that the soul remains in the body could be important in magical worlds as a character could be brought back to life while the soul is still resident in the body.  In other worlds it may also be possible to resurrect a character using first aid or futuristic high-tech means. 

Health Calculation: Average x 4.

Healing Factors.

Excessive actions:
1 Health every 3 hours. Performing strenuous tasks. 

Resting:

2 Health every hour.

Sleeping:

3 Health every hour.

Healing Meditation:
5 Health every 1 hour.  The skill is required.

Medical Care:

4 Health every hour.    Medical nursing care while resting.

Pain:

A character’s Pain level is determined by finding out their Health score when the character is at full Health dividing this by 2 and taking away their Will Power. When their Health goes below their Pain score they need to make a D100 roll and add their Will Power. If the result is 111 or more they can withstand the pain if less than 111 all Character Statistics temporarily reduced to half the normal amount. 

Calculation : Health /2 – Will Power.
Shock:

When a character’s Health drops by more than one third of their original Health they automatically go into shock.. When a character enters the shock level the player must immediately make a Percentile Roll and the resulting figure rolled is a percentage of additional Health loss done to the current Health. 

Calculation: Health divided by 3

Occupation:

What the character may be employed in. Once a player has decided their occupation they are given 25 skill points for skills relevant to their occupation this is upon their existing Skills.

PART TWO: THE RULES.

MINDSCAPING RULES & RIGHTS

ADHERENCE

(1) Only dice rolls in which the die/dice land face up, on the roll area, & are done with the Wordsmiths knowledge are valid. If an invalid roll is made both dice are rolled again. (2) Unless the Wordsmith is violating one or more of these articles no argument may be entered into & the Wordsmith’s decision is final. (3) No cheating. 

FAIRNESS

(1) The Wordsmith must remain impartial. (2) A player may overrule any alterations in the rules introduced during the game. Players are to be informed of any rule changes before play. (3) The Wordsmith must attempt to have game characters treat the Player's Character in response to the Player Characters actions, & apparent attitude. (4)  The Wordsmith may make relevant rolls to determine events. (5) Any time during a game  the Player/Wordsmith may call "Time out." What is said or done during “Time out” is not deemed to occur in the Game World.  To once more affect the Game World "Time in" must be called.  Time out enables players or the Wordsmith to clear up problems & verify game details. (6) If the Wordsmith believes beyond a reasonable doubt that a Player has cheated or is deliberately attempting to destroy the spirit of the game or its concept, then the Wordsmith may penalise or terminate the Player’s Character & remove the affect of the player from the history of the Game world.

FREEDOM

1) The Player's character has the right to complete & independent thought & action within the game. If the Character is brought under mind control or reaches the extreme of either alignment this article becomes null & void. The Player has the right to alter the destiny of the Game World. (2) A Player may terminate their character at any time. (3) The Player may accelerate the time rate of any Game/Campaign at any time to any extent. (4) Mindscaping was designed to explore the parameters of the mind, to help others reach their fullest potential & bring new insights to this world & others.

INFORMATION

(1) All information about the character may be known by only the Wordsmith & player. Only obvious facts may be made known to others. (2) The Player may ask any questions about the Game/Campaign without being compelled to give the Wordsmith or other Players the basis for asking the question. (3) The Wordsmith must give the Player relevant information about their environment to the extent of what the Player would know if the Player was a game character. The Player need not have to request this information but should be the standard practice of the Wordsmith. (4) Before the game commences the Wordsmith is to make sure all players understand the abilities of their characters and the nature of the Game World they are to play in. (5) Wordsmith and players are encouraged to give constructive criticism when it is due. Criticism should be for the attainment of playing excellence. (6) Players may ask for clarification on any rule.

PRIVACY

(1)All dice rolls made by the Wordsmith are private & need not be witnessed by the Player. All dice rolls made by the Player must be in full view of the Wordsmith if the Wordsmith so requests. (2) Information of any player concerning their personal lives should be handled in confidence. This confidence may only be broken if such a confidence will lead directly to a violation to any of these articles within these rights.

RESPECT

(1)Wordsmiths cannot impose their morals, attitudes or standards upon any Mindscaper. (2) Mindscapers must try to ensure privacy & respect to others without discrimination based on sex, race, ideology, physical attribute, social background or orientation. (3) Players must report those they suspect beyond a doubt of cheating. (4) The role of the Wordsmith is a privilege that is not to be abused. (5) A Wordsmith must decline gifts if their purpose is to gain favourable bias from the Wordsmith.

ACTIONS:

Anything a character does is action. Most times these actions are routine such as opening a door, answering a phone or walking along a path. If a character fails in these actions the consequences are usually insignificant. When the success or failure of certain actions may be important to the character  the player makes a Percentile Roll, and adds the appropriate Priority Statistic. The player may also add any applicable skills. For a player to succeed in an action they must get at least 111 as a total score. The Wordsmith then awards the negation or bonus to the player’s figure by consulting the Action Modifier Chart. For example if the action is of a medium difficulty no alterations are made. An easy action would give a  +30 bonus while a hard action may subtract a  –30 to the action attempt.

ACTIONS-CHART:

Result:

This is the Combined Result after the character’s Statistic, Skill, Percentile Roll and the Bonus or Negation from of the Action Modifier are calculated.

Level of Success:

This attempts to summarise what level of success or failure has been achieved.  When possible partial success may be allowed. For example if a character was attempting to repair an item and gained an action result of 97 then the chart shows that they would have partially repaired the item  so that it was operating at 25% efficiency  or need to be repaired with at least an action result of 110 to enable the remaining 75% of repair.

Modifier:

This is either a bonus or a negation for further attempts at the same action.

Duration:

This is the length of time that the modifier takes effect. 
Result  Level of Success                      Modifier  Duration

  1     Outstanding Failure                   -140      12 hours

 10     Absolute Failure                      -120      6  hours

 20     Dismal Failure                        -100      3  hours
 30     Complete Failure                      -80       1  hour

 40     Failure                               -60       30 minutes

 50     Failure                               -40       10 minutes

 60     Failure                               -20       5  minutes

 70     Failure                               -10       1  minute

 80     Borderline Failure

 90     Partial Success, if possible 25%      +10       Till next attempt.

100     Borderline Success, if possible 50%   +20       1  minute

110     Near Success, if possible 75%         +30       5  minutes

111     Success

120     Absolute Success

ACTION MODIFIER-CHART

Usually actions are of medium difficulty and no modification is applied. Sometimes different actions may be harder or easier than others. This may depend on circumstances such as time, materials, state of health of the character attempting the action, and the environment etc. At these times the Wordsmith may apply modifiers to the attempt at the action.  Most of the time the player will be informed that such a modifier is being applied unless their character has no knowledge of the alteration in difficulty or ease of the action being attempted.

Descriptive         Bonus or Negation

MUNDANE             +100

TRIVIAL             +80

ROUTINE             +70

SIMPLE              +50

EASY                +30

LIGHT               +10

MEDIUM               0

HARD                -30

DEMANDING           -50

EXCEPTIONAL         -70

FORMIDABLE          -80

EXTRAORDINARY       -120

PHENOMENAL          -300

SUPER HUMAN         -600

MIRACULOUS          -700
MISTAKES:

Usually a character makes a mistake when the player makes a percentile roll with 001 being the result. Certain items which are unwieldy or accident prone actions may increase or decrease this figure. Often mistakes will not be of much concern and only mean an increase in the time needed to perform an action successfully, but certain mistakes mean drastic consequences. A character climbing a cliff face without a safety harness  for example who makes a mistake risks falling. If the player rolls for a Mistake then the Wordsmith has the player roll again and consults the Mistake Chart.
MISTAKE-CHART

 10    Failure for next hour.
 20    Failure for next 15 minutes.

 30    Failure for next 5 minutes.

 40    Failure for next minute.
 50    Failure.

 60    Retry at -70.

 70    Retry at -50.

 80    Retry at -35.

 90    Retry at -20.

100    Retry at -10.

COMBAT: 

Armour:

The characters armour strength, or AS, is a figure which shows how well armoured the character is. Armour can include a flak vest, a metal breastplate or just normal clothing. All these things protect the body to some extent. Most AS ratings are between 1 to 20. A naked person has an AS of 1 while someone with a blouse or shirt has an AS of 2. A bikers motorcycle jacket would have a AS of 4. Only one AS is noted down and this is for the largest body area. The Wordsmith should examine the specific body area which is struck to determine the AS for that area.

During combat ‘rounds’ are used. A round is equivalent to 5 seconds. Normally only one action may be elected to be performed in a round but more actions can be performed with negations. In combat three main actions  take place these are.

ATTACK
Begin or continue fighting.

DISENGAGE
Cease fighting

PARRY
Emphasis personal Defence. The character can not make a hostile response to an Attack this doubles the Character’s Defence Statistic meaning its default is 110 or twice the                            

Percentile Roll.
ATTACK SEQUENCE:
 1 Initiative

 4 Range Deductions

 2 Location

 3 Damage Location
INITIATIVE: 

This is the action of deciding the order of play (who goes first.) To determine initiative the players make a Percentile roll and add their Quickness statistic. Magical spells are before physical actions. The player with the highest result has first initiative or may "step in" after a succeeding player’s turn. If two or more players have the same result they make another Percentile Roll.

RANGE DEDUCTIONS:

The further away the target is the harder it is to hit and if the target is hit the less damage it will do. All weapons which are either thrown or fired will have a range notation. E.g. A Light crossbow has a range deduction of 6. I.e.; For every 10 meters distance the target is away from the firer, 6 points are taken from the firer’s attempt to hit. The player adds The appropriate Priority Statistics, The appropriate statistic and a Percentile Roll. A score of 111 or over will result in success. If the projectile succeeds in a hit then 6 points are also taken from the damage that weapon would normally do. A shot fired at a range of under 10 meters would have a reduced range deduction to the percentage of the length under 10 meters.

DAMAGE LOCATION:

For general, or random shots to the body the Wordsmith Makes a Percentile roll on the  Location and Body Area charts. Multiple area damage could be possibly from internal ricochets.

DAMAGE LOCATION          BODY AREA

01-03  Right Foot        01-10  Top Left

04-06  Left Foot         11-20  Top Right

07-12  Right Leg         21-30  Upper Left

13-18  Left Leg          31-40  Upper Right

19-20  Groin             41-50  Lower Left

21-23  Right Hand        51-60  Centre

24-26  Left Hand         61-70  Lower Right

27-31  Right Arm         71-80  Bottom Left

32-36  Left Arm          81-90  Bottom Right

37-56  Abdomen           91-00  Multiple


57-75  Chest

76-80  Right Shoulder

81-85  Left Shoulder

86-90  Neck

91-00  Head
MAXIMUM DAMAGE

Body parts can only sustain a limited amount of direct Health loss. If the body part is struck again after the maximum Health damage has already been sustained no further Health damage will be done but additional criticals can be cumulative as well as increases to the length of healing time.

Foot        55

Leg         110

Groin       88

Hand        55

Arm         110

Abdomen     220

Chest       293

Shoulder    55

Neck        146

Head        440
ATTACKING AND DEFENDING:

Generally the main aim of an attacker is to do as much damage to their opponent as possible. Conversely it is a priority for the Opponent to receive as little damage as possible. Two calculations are performed. The first determines the total attack capability of the attacker and the second to find out the total Defence capability of the defender. The figure for the Defender is taken away from that of the Attacker and it is the final figure which is used as the damage against the defender. Once the attacker has finished totalling their Total Attack Capability it is up to the defender to reduce this figure. By their Total Defence Capability. Generally aimed weapons use the Dexterity statistic while other weapons may use other statistics.
Total Attack Capability
1
The Appropriate Statistic

2
Skills

3
The D100* roll

4
The Weapon’s Damage rating

5
Weapon Bonus

Total Defence Capability

1
Defence Capability.

2
Armour Modifier

3
Defensive Skills

4
Other Modifiers

SKILLS

Normally only skills that have a direct relevance to improving damage may be used. Any number of skills may be added if the Character has them.  Although the highest a skill can be is 50 (or Primacy) any number of skills can be added as long as they are relevant to the action, this can give a score much higher than 50. The same skill cannot be added more than once.  Skills can not used to increase damage to aimed shots but can be used to increase accuracy. If more than one skill is used and a mistake roll is made for damage the Mistake will apply to the skill being used with the lowest figure..

WEAPON DAMAGE

All weapons have a damage score which are be added to the Total Attack Capability. Bare fists and similar body parts have a damage that is divided by 3.

ITEM BONUSES:

Normally items do not have any special bonuses or negations, but weapons that are made well or poorly may have bonuses or negations assigned. The bonuses of the weapon give a percentage increase to the damage it can do. Magical weapons may have special bonuses.

DEFENCE CAPABILITY:

A players Defence Capability is calculated by halving the characters Average statistic. When a character is being struck, is aware of being struck and has time to react they may choose to defend themselves. When defending they use their Defence Statistic to reduce damage or if parrying they can use their Average statistic. When parrying the character can only defend themselves in that round. If a character cannot defend themselves due to an inability to react such as being unaware of being attacked or being unable actively dodge or absorb the strike the default Defence of 22 is used this Defence figure would be used for unconscious or sleeping foes. E.g. . A player is being struck with a video recorder by a crazed assailant. The assailants Total Attack Capability is 123. The defender has time to react with a Defence of 34 and therefore reduces the Total Attack Capability by 34 to get a final figure of damage done of 89.

ARMOUR MODIFIERS:

Any covering over the skin of a character is armour, for combat purposes. Depending on the thickness and hardness of the armour it will have a rating denoting its Armour Strength or AS. Bare skin has an AS of 1 while a leather jacket might have an AS of 3 the higher the AS the more it will protect the wearer. A suit of metal plates for example has an AS of 15. Generally the more armour someone is wearing will mean that the more often they will be hit, but when hit the less damage will be received. A persons AS influences their DC score by increasing it.  E.g.; a character with an AS of 15 with a normal Defence of 32. Calculates AS of 7.5 x DC. Resulting in a Defence of 240 this gives the character a greatly increased protection factor. Armour coverings can be cumulative.

DEFENSIVE SKILLS:

A character can apply certain skills which can be added to their Defence or alternatively perform various actions which can increase the chance of Defence.

MODIFIERS:

In some circumstances the Wordsmith may apply bonuses or negations. E.g. PRONE FOE: Combatant has fallen. In melees (Close combat i.e.; martial arts or swordplay) the prone foe receives a -25 to actions. In ranged combat (bows or guns) Prone foe receives a +25 bonus to Defence. REAR ATTACK: One foe is attacking another from behind. If the one attacked is unaware the default DC of 22 is used with the attacker receiving +15 to the attack and Defender receiving a -15 negation: FLANK ATTACK:  Foe attacking another from the side. The attacker gets a +7 bonus whilst the defender gets a -7 negation: SURPRISED ATTACK:  Unprepared foe uses the default DC of 22 whilst the attacker gets a +20 bonus to attacking and Defender gets a -20 negation to defensive actions: DOWNED FOE: Foe is upon their knees or sitting. Attacker gets a +15 bonus with the defender receiving a -15 negation: HEIGHT ADVANTAGE: When Attacker is markedly higher gets a +5 bonus, Defender gets a -5 negation. For example a final Total Attack Capability figure of 169 will be done to the defender. The Wordsmith makes the following calculations. 169 / 10 =Number of Health points which are being lost due to bleeding each round. 169 / 50 =Number of rounds that the defender is stunned. 169 =Health damage taken away from the characters current Health. The Wordsmith should see if the defender is either dead, in the Pain threshold or in Shock. BLEEDING: 5+ Health loss each round will continues until Pressure is applied. 20+ Health loss internal will continue unless operated.

THE CRITICAL-CHART

ABRASION

This is a scraping wound in the first layer of the skin is removed. The blood is slow and oozes but covers a large area. The blood is low in oxygen and is consequently dark red.

CUT OFF

This is the cut off point for how much damage can be done on the Critical Chart. For example if a character’s end Total Attack Capability is  30 then when the Wordsmith is determining how much damage is done they would ignore any Percentile Roll beyond the Cut off 50 category and instead would restrict damage to the last item in the Cut off 25 section.

INCISION
These cuts are open gashes in which blood flow is faster and the wound is deeper. When incisions are made in flesh there is a moment before the blood appears. Such cuts often need pressure applied to them to cease the bleeding.

LACERATION

Such cuts are probably serious. A laceration is that of multiple incisions. The skin is shredded, and bleeding is profuse. Lacerated skin heals slowly and scars normally result.

PUNCTURE

In such a wound the flesh has been pierced. All puncture wounds bleed. Puncture wound damage only a small area but the targets which can be injured within the body can lead to serious complications. Due to the depth of puncture wounds. Internal bleeding can result as well as damaged organs.

AVULSION

This is when a portion of flesh is removed. Avulsion wounding always leaves scars. When large areas of flesh are lost the wound can only partially heal.

HAIRLINE FRACTURE

Hairline fractures of the bone are the least serious. Such fractures can sometimes never be noticed. Hairline fractures can enlarge if excessive pressure is applied to the bone. Hairline fractures can be so small that they can sometimes not be seen.

FRACTURE

This is when the bone has broken and the broken ends are disjointed. This means that they are not level with each other and healing without a serious shortening can only take place when the limb has been reset with a splint binding the broken bone in place. In Most fractures the broken ends of the bone are rough and splintered.

COMPOUND FRACTURE

In a compound fracture the bone has broken badly to the extent that it has pierced flesh and is sometimes protruding out of the body of the victim. These fractures are hard to set without some shortening of the limb. For such a fracture there is considerable bleeding and pain.

DAMAGED ORGANS

The extent of injury to a person when their organs have been damaged depends on the extent of damage and the organ. If a kidney has been damaged the victim may survive (due to the fact that the other kidney is healthy) but if the brain is damaged the victim can still die (this depends on the technology of medicine in the game world or the ability of magical healers) Sometimes such damage to organs can be vague and the Wordsmith should decide on the exact long term affects of a damaged organ.

PARTIAL DISMEMBERMENT

This is where the limb has been so damaged that it only hangs on by a few sinews or tattered flesh. Limbs that are only partially dismembered can almost never heal without a miracle or major micro surgery.

CRITICAL CHART

Key:

Roll: Is a Percentile Dice roll. 


N: Negation, Is the figure taken from action attempts by that character, while injured, before healing is completed. 

L: Limit, The limit is the Total Attack Capability. For example if the character is suffers a figure of 150 then rolls of 89 are ignored because they are below the limit of 175. The limit prevents a character who has suffered a small Total Attack Capability being inflicted with a  major injury critical. 

Type of injury, provides a summary of the critical, for example a roll of 65 would mean the character has suffered a Moderate Avulsion wound.

Time to heal: This time may be less or more depending on medication and activity of the injured character. 

Roll

N
L
Type of injury.


Time to heal.

ABRASION

3

00-01

-00

Light




3 days.

06-10

-00

Moderate



1 week.

11-15

-00

Severe




2 weeks.

INCISION

25

16-20

-05

Light




2 days.

21-26

-05

Moderate



1 week

27-31

-05

Severe




3 weeks. Small scar

LACERATION    50

32-36

-10

Light




1 day

37-39

-10

Moderate



4 weeks. Small scar

40-43

-10

Severe




6 weeks. Large scar

PUNCTURE      
75

44-47

-15

Light




1 day.

48-49

-15

Moderate



2 weeks. Small scar

50

-15

Severe




5 weeks. Scar

AVULSION      
100

51-60

-20

Light




4 days. Small scar

61-70

-25

Moderate



3 weeks. Large scar

71-80

-30

Severe




Permanent

TENDON


125

81-82

-35

Torn




3 weeks

83-84

-40

Snapped



5 weeks

   85

-45

Shredded



Permanent

MUSCLE        150

86-87

-50

Torn




6 weeks

88-89

-55

Shredded



Permanent

BONE


175

   90

–20

Hairline fracture


4 weeks

91-93

-65

Clean breakage


6 weeks

   94

-70

Fracture



2 months

   95

-75

Compound Fracture


3 months

   96

-80

Shattered



Permanent

ORGAN OR LIMB 
200

   97

-85

Damaged or Multiple fracture
Varies

   98

-90

Multiple damaged or Crushed
Varies

   99

-95

Destroyed/Partial dismemberment
Permanent/Varies

  100

-100

Multiple destroyed/amputated
Permanent

EXPLOSIVES

All explosives have a MK (Mark) figure which is the range of damage it does in a radius. Each mark is equivalent to a 1 meter distance. The higher the mark the more powerful the explosive is because the further is its range. The closer an object is to the centre of the explosion the more damage it is are likely to sustain. At ground zero the explosive does a maximum of 588 points of damage against a persons health or an objects integrity.  To determine the damage done to the target you will need to know both the mark of the grenade and how far away in meters the target is from the point of detonation. Then the following calculation is made.

Distance in meters / MK of grenade x100 -100 x5.88 

Example. If someone was 34 meters away from the ground zero of a MK 56 explosion the Wordsmith would calculate the following.

34 / 56 x100 -100 x5.88 =231

The resulting figure is the damage done to the character. If the character's distance from ground zero is greater than the MK of the explosive then they are out of range and they suffer no damage. Only if the entire body is in the blast area does the equation hold true. If the body is only partially in a blast area, the Wordsmith should reduce the final damage figure to percentage equal the amount of flesh within that area.

Critical damage will always occur upon the side of the body facing ground zero. For enclosed areas the damage is increased by a percentage equal to the amount of range of the explosive beyond the enclosure.  Example if 40% of the radius is beyond the enclosure then the power of the explosive and therefor the damage it does inside the enclosed space is multiplied by 40% or x 1.4. For most explosives the default Defence of 22 is used. The armour strength or AS of the character must be taken into account. Because explosives tend to hit multiple body parts the Wordsmith should find out the average AS of the character if they are wearing multiple armour types. This average AS would be the AS used to determine its influence upon the character's Defence to reduce possible damage.

POISONS AND DISEASE:

All poisons & diseases in the system are given a rating on how effective they are or their level of potency. Each level of potency is equal to 7 points which are added to the Percentile Roll against the character attempting to resist the illness. For example a poison of Level 8 (Normally abbreviated to just Lev8) will have 56 (8 multiplied by 7) points added to the roll. If this Lev8 poison is designed to stop the heart of the character afflicted, the Wordsmith rolls the Percentile Dice and adds 56. The player then adds their Defence Capability figure and their Percentile Roll. If the player ends up with the higher figure then the Poison's then character withstands the poison. If the poison’s final figure is higher then the poison works as intended. The following chart gives an idea of the potency of different poison levels. 

POISONS LEVEL TO POTENCY-CHART

Lev1 to  Lev4

Low potency

Lev5 to  Lev7

High Potency

Lev8 to  Lev10
Very Potent

Lev11 to Lev14
Extremely Potent

Falls:

This is damage sustained when the character is either struck by an object or hits an object. To determine Total Attack Capability score the calculation is Defence x Armour Strength - Weight in kg of the character x height in feet of the fall /10.

Hand to Hand Combat

For hand to hand combat such as Martial Art strikes using the body then damage is the character’s strength plus a Percentile roll and skills /3.

MASS COMBAT

This is useful when the Wordsmith is dealing with a large scale battle in which working out the results of combat on a person by person method would be too cumbersome. Using this system the Wordsmith would know who will win or lose before the battle is played out. Players may alter the course of the battle depending upon very heroic or cowardly deeds. Both sides add their scores and the highest wins. The random loss chart may also be rolled by the Wordsmith.

Random Loss

01-20 Troops surrender.

21-40 Troops flee.

41-60 Troops lose ground or are repelled.

61-80 Troops mutiny.

81-00 A negotiated surrender.
To determine Casualties the Percentile Dice are rolled twice. The highest figure is the percentage of casualties for the losing side the lowest figure is the percentage of casualties on the winning side. Both sides make another Percentile Roll to determine the percentage of dead amongst the causalities. To see if the player’s character are amongst the casualties the players must make a Percentile Roll to determine if their characters are included in the casualty list.  For example if the characters are on the winning side and the winning side’s casualties Percentile Roll is 34 the player must roll over 34 for their character to not be a casualty. If the character is a casualty they are therefore wounded and the player must then make a second roll to see if their character is amongst the dead meaning the player must roll over the percentage of deaths in the casualties to have their character survive.  Ideally these results would be described by the Wordsmith during the battle. This does not mean that the player’s  character is destined to die as they might, by chance, or skill, escape the casualty lists.

COMBAT FACTORS

Miscellaneous

1/ The Average of the Troops.

2/ Wordsmith’s discretion if the Player has a commanding position in

   the ranks then the Player’s Perception or Willpower and skills.

3/ A Percentile Roll. (To add an element of chance)

Quality

Levied                             -50 Civilians called for battle

Green                              -20 Fresh recruits

Militia                            -10

Battled Hardened                   +10

Veteran                            +20

Specialist                         +30

Crack                              +40

Elite                              +50

Readiness

Unready, Normal Operations         –30

High, Stand By, Red Alert          +30

Moral

Panicked                           –60

Broken                             –45

Very Low                           –30

Low                                –10

Rallied                            +15

Good Morale                        +20

High Morale                        +30

Freshness

Overworked                         –25

Fatigued                           –15

Rested                             +10

Equipped

Minimal                            –35

Basic                              –20

Rationed                           –10

Well                               +10

Knowledge of Foe

Has not fought foe before          -40

Have fought for once before        -20

Long history of engagement         +15

Knows foe very well                +25

Quality of Equipment

Obsolete & Malfunctioning          –40

Old                                –30

Poor                               –10

Good                               +10

Excellent                          +25

State of the Art                   +35

Numbers

If the numbers are the other way around then reverse the factors.

Hugely outnumbered 10 to 1         -80

Greatly outnumbered 5 to 1         –60

Outnumbered 3 to 1                 –50

Outnumbered 2 to 1                 –30

Conditions

Hostile                            –40

Harsh                              –20

Rugged                             –15

Poor                               –10

Good                               +10

Ideal                              +20

Knowledge of Terrain

Unfamiliar                         –15

Very Familiar                      +15

Manoeuvrability

None                               –35

Minimal                            –25

Poor                               –15

Fair                               –10

Good                               +10

Excellent                          +20

Communications

None                               –50

Minimal                            –30

Poor                               –15

Good                               +10

Very Good                          +20

Excellent                          +30

Position

Normal 0

Good                               +20

Dug in                             +30

Fortified                          +45

Heavily Fortified                  +50

Previous Battles 

Cumulative to +50 or –50 then troop quality is lowered or raised by 1 level.

Lost                               –5

Won                                +5

Leadership

Inexperienced                     –35

Long Experience                   +15

Civilians

Hostile                           –35

Friendly                          +15

Ground 

Enemy’s                           –15

Home                              +15

Physical Health

Injured and Wounded               –35

Very Poor Health                  –25

Poor Health                       –10

Good                              +10

Peak                              +20

Time

Strict Deadline                   –15

Rushed                            –10

Ample                             +15

Reserve Forces

Hope of arrival during battle     +14

No Hope                           -15

Mental State

Exhausted and Confused            –25

Slightly dazed                    –10
INTEGRITY

All living things have Health ratings as a value of how much damage can be done to them. Inanimate objects such as walls, cars, doors, and trees have an Integrity rating instead. This integrity rating is handled in much the same way as the Heath figure the difference being that no bleeding, shock, stun, or critical affects are calculated. The integrity of the following objects give an idea of these values.

Air conditioner         252

Amplifier               103

Anvil                 1,950

Arrow                     9

Assault Rifle           233

Automobile           17,103

Bank Door            30,560

Brick                   129

Brick Wall           52,245

Compact Disk              5

Computer                 83      

Dam              59,933,020

Electric Train      684,120

Shield                1,176

Sword                 1,293

Telephone Book           21

Window                   28

Wooden Door           1,440

With an integrity rating the Wordsmith can find out how long it takes for a soldier to break through a wall to hit the other person behind it. He can determine how many shots of rifle are needed to render a car non-operational. There are three stages of damage which is done to objects such as cars, walls, and starcraft they are as follows.

INTEGRITY DAMAGE

25%  Damage 
Reduced Operations, Works at a lowered capacity.

50%  Damage 
Non-operational, Must be repaired

75%  Damage
Destroyed, Beyond repair.

90%  Damage 
Obliterated, Only traces left.

100% Damage 
Vaporized, Nothing remains. It is very hard to vaporize targets due to the tendency of the target to disperse out of the damage zones when severely struck.

AN EXAMPLE OF INTEGRITY

Joseph has a rifle with each bullet doing 123 points of damage. He shoots four bullets into a television. The TV has an integrity of 200. Four bullets do a total of 492 points of damage. Therefore the TV is destroyed with 100% of damage. (Impossible to vaporize with 100% damage due to televisions having a tendency to disperse when fired upon with automatic weapons. One bullet would have inflicted 61% damage thereby causing the TV to become Non-operational and in need of repair to work.
MAGIC

Magic is the art of altering the reality that we perceive to do what may seem impossible. Magic is used under the principle that magicians have the potential to unlock their inner power. When a magician meditates using chants and entering a trance they establish the belief that the impossible is possible. Gaining magical power is analogous to opening the spiritual third eye. At first this eye is only partly open and only a small amount of magic can be transferred in or out, but as meditation continues the eye becomes wider, and the power of magic grows. Physically their brains gradually rearranges its structure into a pattern that is aligned to receive and emit magic at first it starts deep within the cerebral cortex. This process extends from the base of the brain to the top layers of the cerebellum. When finally the brain has super-evolved to the utmost. The magic user is then elevated to the status of a demigod or even a greater deity.  It is during this personal quest for self divinity that the myriad forms of magic are presented. Brain patterns differ hence magicians will have more or less magical aptitude. The character’s Sign decides which magical realms they have access to. The alignment of a character’s statistics indicate their physical makeup and neural structure and therefore the types of spells that can be cast. The strength of a character’s mind (Willpower) doesn't greatly alter the types of magic they character can have, instead it indicates their chance of casting spells successfully. If their Willpower is high their spells will work more often, but regardless of the character’s Willpower all magicians have the innate ability to cast some kind of magic. When a magician casts a spell they are distorting the normal space time continuum. This is akin to puncturing the logical fabric of the universe. Reality is forced to continue as normal with this wound in its path. This creates pressure and disturbances. The cost of a spell serves to balance the energy needed to keep the universe in line. If a magician casts a spell to make them fly then they become a moving reality warp. Both reality and the caster both know that this is of course impossible this is another reason that spells cost power to negate this impossibility. Magic is a battle between the caster who creates an area of impossibility and the universe which constantly tries to disperse this anomaly. The more reality is altered the more the spell will cost. All things in the universe will naturally try to resist this distortion while sentient life forms will have the greater chance of resisting due to the fact that they have "souls" or their own "god thought" potential. When magicians cast spells upon themselves there is no resistance because they have tuned both their mind and body to accept the reality distortion. All magic is temporary. Sooner or later the pressures of time and other disturbances such as the will of other beings will cause the magical spell to fail and reality to swamp the area.

Force:
Is the power of magical force a character has. Force comes from Skills. For example if a character has 230 Skills they could choose to take none, some, or all of that amount and place it into their magical Force. The default ratio is one Skills point gives one Force point. If for example 50 is placed into magical Force then the character can expend 50 points into spell casting between each Empowerment time. A player who takes a majority of their character’s Skills and places it into their magical Force would suggest that their character spent most of their pre-game life meditating to increase their innate magical power.

Empowerment:

The exact time in a 24 hour time period chosen by the player in which a character’s magical Force rises back to its maximum
Sign:

There are 24 Signs. A Sign is a representation of the natural method a character would employ to achieve goals. In some games a character’s sign shows which types of magical spells they are able to cast. Signs are determined by the orientation of the first four Priority statistics. These being Strength, Quickness, Agility and Perception. The numbers 1 to 4 are assigned to each Priority Statistic from highest to lowest.  If two or more statistics have the same number then the player numbers each Statistics based on how important they are to their character, with the lower number assigned  to the more important statistic. The Sign-Chart is consulted to determine which sign the character is from. A player’s sign is similar to Earth’s twelve Zodiac signs except that there are twenty-four, and do not necessarily suggest a personality or predict future events. The sign decides which magical realms the character has access to. The order of statistics indicates the character’s physical makeup and their neural structure and the types of spells that can  be cast.

MAGICAL SPHERES:

There are 3 spheres of magic deriving their power from different sources. Each sphere has three magical realms.

LIFE BLOOD

Those of the Life Blood sphere are given magic from the land. When they cast any spell using around 60 Force points or over the spell is plainly visible as tendrils of energy shoot from the ground and cascade into the caster before flowing out from them. Life Blood magic spells produce clearly visible beams of light. It is hard to hide lifeblood magic.

HIGH MIND

Magicians access their magic from deep within their inner soul. Their magic is hard to detect and sometimes only a sparkle in the eye will hint at a spell being cast. Only spells of over 180 power can be clearly seen.

THE WAY

Magic can also be visible and also hidden. It is the Deity that gives the magic that decides whether the magic will be seen or not. A deity can hide any amount of magical power or show any amount. Mostly a deity will let the magic be visible if it wants to impress potential believers.

MAGICAL REALMS:

Magical realms each have their own philosophies regarding magical use and alignments. The magical realms follow a path of magical development from the more primitive and simpler spells to the esoteric and complex spells. Spells can be cast from one realm alone or may be cast through a combination of many realms.

SHAPE:

Shape spells deal with the alteration of the shape of material. Spells which can be cast are bending, snapping, crushing, straightening, warping and moulding matter. Other spells can seal cracks and join rips, animation, explosions and implosions.

INERTIA:

Inertia spells involve the alteration of momentum. Enables magicians to fly or teleport. Material can be caused to explode or implode. Bolts of matter can be fired. Sound barriers as well as force fields can be created. The effects of gravity can be changed to make objects float or keep them grounded. Telekinetics can be utilised, and friction can be induced in fluids to generate heat.

CHANGE:.

Change spells are as Shape but work on a more refined format. It deals with the alteration of material at an atomic level. As their name implies Change mages change one material into another material. Such changes can be water into fire, a prince into a toad, lead into gold, mud into soup. Lighting, fire and ice bolts can also be generated. Change spells cannot create anything, they simply alter the energy about them. Spells of Change cannot be cast upon themselves this requires more refining (Self Magic)

SELF:

Self magic deals with the alteration of oneself. These includes can include Enhancing or diminishing of statistics. Enlargement & shrinking. Improving and reducing abilities, metamorphosing, Self healing or damage. Augmentation, night sight, water lungs, growing wings. Turning into an owl, gravity, fire, a couch, a dragon or castle etc. Merging into trees or rocks. Changing sex or race. Self mages cannot cast spells which alter their mental state.

SHADOW:

Shadow magic deals with altering the mental, psychological or emotional state of others. Pain and pleasure fields can be created. They can induce madness or sanity. Calm the enemy. Perform mind assaults. Questioning spells. Spells of questing which compel others to do their bidding. Retarding or increasing the intelligence of others (no higher than the caster). Removing & introducing memories.

KNOWLEDGE:

All spells of this realm deal with the attainment of information. Spells which can be cast deal with visions of the future & past. Detecting good, evil, emotions, life, death, disease, poisons, sustenance, specific beings, people, treasure etc. Communicating with animals, plants, stones, beings from other lands and dimensions etc. A Knowledge mage can pick up a stone and speak to it. Any spell which deals exclusively with finding something out is a knowledge spell.

SPIRIT:

Spirit magic deals in the interaction with other beings. Spirit mages can heal others both physically & mentally. Summon spirits, people, & animals. They give and receive spell power to pool the power or enchant items. They can create illusions. They can astragate (leave their physical bodies) They can spiritually enter dreams & minds. They can also banish summoned creatures.
TIME:

Time spells deal in the alteration of the normal flow of time. Such spells are those of prophesy or time travel. Temporal communication (speaking with other beings from different points in time) or slowing & freezing time. Increasing or decreasing the aging rate of living things and objects, and time acceleration.

MANNA:

This realm deals with the interaction with deities, and wish magic. All spells from the previous realms can be cast through Manna with the aid of the gods. Spells which can be cast are those of mind & flesh destruction. Creation of life & chaos. Duplicating & destroying matter. Energy dispersal & coalescence. The creation of life forms. Resurrection of the dead both fresh and ancient. Wishes.

SIGN AND MAGICAL REALM-CHART

Magical Cost: Magical Force points are taken from the Skills. Some signs may have a Magical Cost assigned to them of either x2 or  x4. This means that the ratio from Skills to Magical Force would be /2 or  /4. I.e. 100 skill points at a x4  cost would mean 25 magical points.  For example a character of the sign of the Spy can either have access to the Shape and Inertia realms at a 1 to 1 ratio, but may choose to also have access to the Change realm though this would mean that they would then have to place points from their Skills into their  Force at a 2 to 1 ratio. This ratio cost is only applied to skill conversion but not for spell casting thereafter. So, for example, a character of the Spy sign would need twice the amount of skills or meditation time to gain a force point but when actually casting a spell they would not have to use twice as much force points to cast.
Order  Sign         Sphere              Realm       Magical Cost




Life Blood

1234   Destroyer                        Shape       x4

1243   Fighter                          Shape       x2

1324   Warrior                          Shape

1342   Specialist                       Inertia     x4

1423   Reaper                           Inertia     x2

1432   Nomad                            Inertia

2134   Defender                         Change      x4

2143   Spy                              Change      x2

2314   Assassin                         Change

                     High Mind

2341   Every person                     Self        x4

2413   Leader                           Self        x2

2431   Healer                           Self

3124   Athlete                          Shadow      x4

3142   Trailblazer                      Shadow      x2

3214   Philosopher                      Shadow

3241   Mediator                         Knowledge   x4

3412   Creator                          Knowledge   x2

3421   Mentor                           Knowledge

                     The Way

4123   Organiser                        Spirit      x4

4132   Gatherer                         Spirit      x2

4213   Thinker                          Spirit

4231   Hunter                           Time        x4

4312   Joker                            Time        x2

4321   Scholar with Willpower of 01-51  Time

               with Willpower of 52-71  Manna       x4

               with Willpower of 72-90  Manna       x2

               with Willpower of 91-110 Manna

MAGICAL COST-CHART

15 is the base figure from which all other magical calculations are. This figure may be different depending on what  magical world is being played. The following figures are a guide for varying levels of magic in game worlds. 5 Magic is very powerful and even the greatest spell are easy to cast. 10 Magic is very common and to high levels. 15 Magic is commonplace. 20 Magic is available but not common. 25 Magic is rare. 30 There is little magic. 60 Magic is legendary.

INTRICACY

The intricacy of the spell depends on the complexity of the spell and the number of simultaneous actions which take place during that spell. E.g.; Having a piano magically strike a chord would have a low intricacy, while having the piano play an overture would be of a high intricacy. When deciding the intricacy of the spell determine how many steps must the spell perform for it to work. Throwing an object against a wall requires one step, having an object fly in a complex arch towards a wall needs more steps.
 SCOPE

The scope is a measurement of the number of sentient (Consciously thinking) beings the spell will affect. If a spell was cast to turn a farmer and his three cows into pumpkins the scope cost would only be applied to the farmer due to the three cows not being sentient. (At least for the purpose of the system)  The scope table also gives an indication of the number of  Sentient (or thinking) beings the spell would directly affect. .

MAGNITUDE

The magnitude of the spell is a measurement of the extent that the spell will directly alter the current reality in relation to the sentient beings affected.  E.g. a spell which changes the eye colour of a person may have a slight magnitude while a spell which causes a person to grow an extra head will have a great magnitude. When using this chart the Wordsmith should ask to what extent will this spell affect the persons targeted with this spell how will it affect their future lives.

INTRICACY            SCOPE         SENTIENTS                MAGNITUDE

Simple         x1    Personal      1             x1         Insignificant /3

Some           x2    Interpersonal 1 to 3        x2         Slight        /2

Noticeable     x4    Group         4 to 8        x3         Minor         /1.5

Complex        x8    Communal      9 to 35       x4         Definite      x1

Exceptional    x12   Local         36 to 200     x15.5      Moderate      x2

Extraordinary  x18   Regional      201 to 5,000  x57        Potent        x3.5

Extreme        x22   Territorial                 x160       Most Potent   x5

Insane         x27   National                    x1,312     Major         x11

Phenomenal     x34   Continental                 x6,250     Mighty        x15

Impossibly     x41   World                       x52,000    Devastating   x20

                     Solar                       x 166,000
EXAMPLE: A magician might cast a spell onto a broom enabling it to be ridden on for flight while the moon is in the sky. The Wordsmith might make the following calculation: 

15 base figure x 2 for Intricacy x1 for Scope x2 for Magnitude = 60 Force Points.

SAMPLE SPELL COSTS

These costs are general indicators. Costs may vary in individual circumstances. Also noted is the Realm which each spell would normally be cast from although the Manna realm is applicable for all these spells.

ACTION







REALM             FORCE

Calling for a hailstorm.





Change      465

Changing the caster’s facial appearance.


Self        210

Changing the hue of the caster’s eyes.



Self        30

Creating a beam of light that projects from the palm.

Change      30

Creating a simple plant.





Manna       105

Curing paralysis.






Spirit      450

Destroying a foe’s limb.





Manna       225

Destroying a foe’s soul.





Manna       1,200

Flight for 5 minutes at 60 km/h.




Inertia     30

Mending a broken finger.





Spirit      30

Mending a cracked shield.





Shape       105

Mending a crushed finger.





Spirit      120

Night Sight.







Self        330

Passing through a small crack in a wall.


Self        120

Putting out a small flame.





Change      30

Scaling a smooth cliff face during a thunderstorm.

Self        53

Speaking to a dandelion.





Knowledge   60

Summoning a field mouse.





Spirit      30

Summoning a greater spirit.




Spirit      420

Tearing a steel door off its hinges.



Inertia     105

The caster turns into a castle.




Self        188,300

The caster turns into a dragon.




Self        4,950

The caster turns into an owl.




Self        1,980

The caster turns into mist.




Self        1,320

Travelling a century into the future.



Time        14,364

Travelling three years into the future.



Time        3,780

Turning a cat into a daisy.




Change      360

Turning a handsome prince into a frog.



Change      67,200

Turning a piece of chalk into gold.



Change      450

Spell Casting:

Spells which are not ritual spells can be cast instantly with no preparation. For spell casting the Wordsmith does not give bonuses or negations from the Action Modifier Chart as they would for normal, non magical action attempts. Spells are either cast onto inanimate objects or sentient beings. An inanimate object is classed as a plant or animal that is not self aware as a human is or lifeless material such as a stone. A sentient being would include a human or other thinking race such as a dwarf or elf. It is far easier to cast spells upon inanimate objects for they do not have their own Willpower which could be used to repel the spell. Sentient beings always, even if caught by surprise, have a chance of repelling the spell using their Willpower. All things have a natural resistance against magic.

For casting a spell on an inanimate object:

Caster’s Willpower  + Percentile Roll – Target’s resistance  percentile Roll.

For casting a spell on  a sentient being:

Caster’s Willpower + Percentile Roll – Target’s  Willpower + resistance Percentile Roll .

If the caster is able to overpower the targets attempt to repel the spell then a second and final Percentile roll is made to determine if the spell works. A score of 110 or over means the spell is a success.

To determine success:

Percentile Roll + Willpower + Realm Skill. 

CONDUITS

When magical power is transferred from one thing into another there is a loss of one third the power due to the resistance of the target. This means that if a someone wants to have an item cast a spell which costs 340 Force Points they will need 1,020 original Force Points to spend. The conduit ratio of 1 to 3 is constant for all matter and life. This ratio is cumulative with every middle step along the way. For example a spirit mage for some reason might decide to take magic from one person and place it in themselves then later give it to another person. 300 spell points would be needed for the spirit mage to end up with 100 spell points, and when it goes to the third person it will be reduced to another 1/3 giving the target only 33.3 or rounded down to 33. (The figure is always rounded down in this case. Even if it was 33.9 it will still result in 33) 

Conduit ratio:

3 force points to place 1 force point into item.

This would mean that a magical item such as a wand for instance would have a cost x3 of the Force points invested into it in dollars.

PERMANENCY-CHART

Usually a spell has an assigned time period e.g. a player might state that they want to cast a spell to enable them to fly. The Wordsmith then asks for how long they wish to fly for. The player may respond with either a time span such as 5 minutes or for a period such as all night or while it rains. These spells have finite time limits. When a player wants their spells to last for an indefinite amount of time. E.g. wanting a halo of light in their study to read by. This is when a Permanency Shell may be useful. This is a layer of reinforced magic around a spell acting as a barrier against reality and keeping the spell intact for an indefinite time. Permanency Shells can have more than 1 layer, the more layers of permanency the more harder it is for the spell to cease working.

LAYERS

The number of magical layers which cover the field of the spell.

RITUAL TIMES

For spells which have 2 or more permanency layers above it the character must perform a ritual to cast the spell. The ritual is in the form of applied chants and meditations. Rituals fail if the character pauses or takes a break during the ritual. For quick rituals such as a minute for a three layer permanency shell rituals are not difficult but some rituals can last days in regard to the higher layer permanency shells. Endurance rolls must be made to commit themselves for such a grueling amount of time without food, water or rest.  Sometimes preliminary spells are cast to prepare for the ritual, such casting might be to boost up Endurance or provide sustenance during the ritual.

NEGATION TO DISPEL

The action modifier for attempts to cancel the magical spell.

CONCENTRATION
  
   

The spell will only last as long as the caster concentrates fully on the spell, they can only perform actions with a mundane +100 ease, as if stunned (Priority Statistics are halved).

FULL ATTENTION

The caster must pay attention to the spell all actions are as if stunned (Priority Statistics are halved) while paying attention.

Layers     Ritual Time     Negation to Dispel         Cost multiplier

1st        1 round.        Concentration               x1.5   

2nd        6 rounds.       Full Attention              x2

3rd        1 minute.       –20                         x3

4th        5 minutes.      –30                         x5

5th        30 minutes.     –40                         x8

6th        1 hour.         –50                         x12

7th        5 hours.        –80                         x17

8th        12 hours.       –100                        x23

9th        3 days.         –120                        x38

10th       1 week.         –160                        x44
BURN OUT

A magician can cast up to ten times their magical power. If they normally have 123 magical power points they can cast as if they had 1,230 power. This is called burn out and has its price. When a magician burns out they must roll the Percentile Dice, the resulting figure is a percentile loss of their current health. If the magician rolls 45 then they lose 45% of their health. If they roll 100 then they lose 100% of their health and die. Therefore there is a 1% chance that a magician will die attempting burn out. If the magician survives burn out they continue casting with the x10 magic points as they normally would. A magician with for example 230 power points can cast a spell of 70 points in burn out mode and if they survive only 7 points is taken from their 230 power points

Burn Out: 
x10 Force but Player makes Percentile Roll for the percentage of loss to Health.

Alignments and The Colour of Magic:

A character’s alignment can alter the amount of magical power they may have, the color of their magic and how others view and treat them during the game. There are two alignments, order & chaos. As a character performs actions within their world they will be closer to either of these alignments. Unless stated otherwise before the game begins their characters will be neutral. After the game begins and the character interacts within the world they may show a leaning towards either order or chaos though will probably never reach the extreme of their alignment. Even the most chaotic of characters could have a small amount of order and likewise for an orderly character. Often a character might switch back and forth in alignment during the course of the game and often transverse the neutral line. The more chaotic the character becomes the more the Wordsmith should describe the game world from a chaotic point of view. Likewise for orderly characters. In some worlds chaos is defined as evil and order as good.

              Order    Neutral    Chaos

Life Blood    Silver   Green      Spectrum

High Mind     Gold     Brown      Crimson

The Way       White    Grey       Black
POWER

As well as colour saturation within an area due to magic other affects are noticeable. These affects become more apparent as the power of the spell increases. The list below is the general affects of the magical power within the vicinity of the spell. These affects may vary from one sphere to the next.

POWER

MANIFESTATION

36

No signs.

70

A faint glow which can be detected in the darkness

150

Clearly visible small bands of light.

250
Bright hazy tendrils which encircle the area, even seen in daylight.

550

Strong aura some crackling in the air. Slight shimmering sounds.

800

Intense beams ringing sounds, breezes

1,500

Small objects shake, area immersed in light, strong winds.

3,000
Small objects blown about, gusty winds, loud hissing sounds, violent colour storms.

6,000
shapes can be seen moving within the light, small objects spin about, a roaring sound.

20,000
Currents of electrical bolts, furniture shakes, high pitched whines, windows shatter.

50,000
Furniture rises, patches of darkness form, hair stands on end, frail objects explode.

160,000
Small people held lifted from floor, thunderous roars, blinding beams of light.

600,000
People tossed about, small objects consumed by light, slight burns, gravity may fail.

1,000,000
Serious burns, small explosions & implosions, nausea & partial


deafness, ground shakes.

Chaos Triggers:

When too much magic is concentrated for too long a time it may begin to wear away at the fabric of reality. This can cause this fabric to tear to create chaos spheres. Chaos spheres are extremely unstable areas of negative energy which can alter reality, act as gates to other dimensions or simply explode with the force of a nuclear weapon. Chaos spheres are probable when at least 46,000 Force Points are unified. (Connected and seen to be a single force of power) When millions of Force Points are being unified it is only a matter of seconds before a chaos sphere is to erupt. The first signs of a chaos sphere are color fluctuations in the immediate area. Bright dark areas developing with the strong odor of ozone in the air.  Chaos spheres can take years or seconds to form. The times of forming are noted below. When a chaos sphere does erupt it may result in only a small change in reality. Or the affects can be drastic killing people in a blast radius of 4 kilometres. This blast is caused as the sphere absorbs matter to seal the tear in reality. The chaos sphere is also capable of moving at extreme speeds across the countryside destroying all things in its path before finally diminishing and fading out of existence. In fact the chaos sphere in its frenzy is capable of anything. Gem locks are used to stop chaos spheres before they begin. (More about Gem locks and how much they cost to purchase are in the Archaic Items List.) To determine the length of time that a concentration of Spell or Force points can cause a Chaos sphere the Wordsmith rolls on the Trigger Time Chart. With the result being a percentile roll in the amount of time noted.

Power

Time 



Power 

Time

46,200     =  Years



138,600    =
Months
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RUNES

Runes are letters based on a primitive picture format. They are used as viaducts for spells and to fuse these spells into enchanted items. With runes many types of spells can be cast by magic users and non magic users.

IMPLANTING RUNES


In most cases a piece of material such as the blade of a sword can only hold one spell at any one time. Runes can hold spells in their own right and when placed on a piece of material enable many spells to be house within the single piece effectively bypassing the law of one spell per material by acting as if the material is of separate segments each denoted by its own rune. The skill of rune carving is needed to engrave the rune the skill of runes is needed to know which runes are to be carved and a mage of the spirit realm is needed to imprint a spell into the rune.

WILLPOWER & RUNES

Each single rune needs to have at least 1 Willpower point invested into it if it is to be able to contain a magic spell. No more than 109 runes can be placed onto a material and invested with Willpower points because including the enchanted material itself there would be exactly 110 Willpower points and no object or being is allowed to exist as a physical thing with more than 110 Willpower points. Just one more power point would cause the magic and object to be dispersed as pure energy to be absorbed by the universal forces.

ACTIVATING RUNES

Runes are activated when they are consciously touched. With the wielder wishing the spell to work. The person touching the rune must be touching it with bare flesh. It will not work with a gloved hand etc.

RUNE MAZES

Anyone may activate a rune, this is why some runes are drawn in intricate maze patterns. For labyrinth runes to activate the user must successfully trace the path through the maze, usually with there fingertip. Some rune mazes can be created which penalise the caster if they trace the wrong path. In theory trap runes can be also created which are designed to kill the person attempting to trace the maze within their spiralled patterns. The skill Maze negotiation is needed to help trace the maze along the correct path.

RUNE DESIGNS

A magical rune must in some way reflect the spell it contains. If the rune bears little or no resemblance to the spell it may not work. This would be for the Wordsmith to decide. If the rune is too similar to the spell it contains it is easy for others to know what spell the rune can cast. 

RUNE ROLLS

When if a character casts a spell using a rune it is handled as if the player themselves cast it which means that they apply their own Willpower to determine if it works, but they do not need the skill in the realms that rune commands. Only rolls to break the resistance of the target are made but no roll is made for the practical application of the spell. Runes are useful even for mages who are capable of casting the same spells because the rune is more likely to work.

RUNE SURFACES

Runes can be created on almost any surface. Runes can be carved in ice, Written upon water or in the snow. Runes can be tattooed on the body. Runes will only last as long as the surface of the material. Once the ice melts that the rune is carved upon the rune will vanish and its power will be dispersed.

RUNE COSTS

Implanted spells, like Magicians, empower once per day the empowerment time is 24 hours after the spell was first placed into the enchanted item and will continue to empower every 24 hours after this time. The cost ratio for implanted spells in any object is three to one. This means that a character would need to place 3 Force Points into an item to end up with 1 Force Point that can be used. This is known as the Conduit Ratio. A spell that turns the user into a crow normally costs 340 Force Points. To place it in a rune will cost 1,020 Force Points. A magician using this crow rune can cast this spell once per day without spending any further Force Points. A magician can become powerful using runes, but only magicians capable of Spirit realm spells can perform such rites. If someone wanted this spell without creating it themselves as well as paying the fee to have the rune designed and carved they would have to pay for a Willpower point which may cost $2,300 as well as the spell with a cost equal to every dollar for each power point spent to invest the initial spell into the rune, in this case $1,020 giving a total cost for a non magic user to have a working crow rune of $3,320

RUNE SETS

Runes can be used in conjunction with others to create spell patterns. For example if you have two runes on a shield and one rune  creates a force field and the other fires pain bolts. When both runes are touched in a specific order then spells can be cast which either creates force fields which cause pain or fire pain bolts which also have a force behind them to knock the foe over. A caster could have three runes on a staff one rune being an ice rune and another being a fire rune with the third rune being an empty projectile rune. With this set of three runes a user could touch the fire rune and the projectile rune to and shoot fire bolts or the user could touch the ice rune and the projectile rune to shoot ice bolts. The user could even touch both the fire and ice rune then press the projectile rune to fire bolts of hot water. With a series of runes different spells with different affects can be cast. Purchaser could buy a rune set that might have 4 runes that when touched in different orders could create up to 21 different spells. The order in which the runes are touched do not effect the final spell. All four runes could be touched or combinations of three two or one rune. With 7 runes up to 519 different spells could be cast. It is suggested that players think of new spell combinations from their character’s rune set as the game is played.

FAMILIARS

A familiar is an animal, usually a pet such as a cat which has become enchanted through the investment of a Willpower point. Spirit mages perform the ceremony as they do with all things of enchantment. A familiar can act as a bank to store magical power. Familiars often take on the personality of the person from whom the Willpower point was taken. A familiar can store up to 110 Willpower points, and once invested with WP will gradually become more intelligent as it learns about the world. Its intelligence level can go beyond that of a typical animal of its type.

OWNERS

Owners of familiars must be careful that it doesn't have near or more Willpower than themselves or they might be the pet not the animal due to the animal’s ability to persuade the owner to fetch it food and other tasks to benefit it. The familiar has only 1 chance of dominating its owner. They both make Willpower rolls, the highest wins. The Familiar can't try again until it receives more Willpower. A familiar with a Willpower is more resistant to spells cast upon it.

GEM LOCKS

Items which are magical emit radiation and therefore can be detected, and if these items are very powerful they can becomes unstable and tear away at reality creating chaos spheres. Gem locks are used to both stabilize the magical energy and hide the radiation. With the skill of power perception magical items emitting magical radiation can be detected and the type of power analysed. Gem locks hide the item from prying eyes. There are different types of gem locks which cost differing amounts and lock certain amounts of magic. For example a jade gem can lock 600 Force Points of magic. If the item that the gem is fixed onto contains spells or raw magical power of 600 power or less its magic is hidden and reality is safe. If the item had 670 power then 70 Force Points can be detected. A series of jade locks can be placed on an item to increase the locking power. Two jade gems can lock 1,200 Force Points etc. The types of gem locks there worth and how much power they lock is listed under the archaic item index.

ENCHANTED ITEMS

Items which are enchanted have a life force of their own. They are capable of receiving magic much like an empty bottle can hold wine. Enchanted items are sentient and are capable of inflicting damage against ethereal beings such as phantoms. Enchanted objects also have bonuses which help when being used in actions. 

BENEFITS OF ENCHANTED ITEMS

An enchanted item contains at least 1 Willpower point. When held an enchanted item can act as an extension of the wielder. For instance an enchanted staff can be used to "feel" walls for secret panels. The owner of an enchanted item can also converse with it telepathically when held. Enchanted items can also affect ethereal creatures such as ghosts and phantoms.

 ITEMS & LEARNING

As enchanted items are used over the course of time they become more intelligent as they learn more about the world around them. Unless special spells are cast on these items to enable to them see and hear they will only be able to receive feelings and fleeting images when being employed. A sword will come to see the world as a place of both pain and death. This can be good or bad depending on the intentions of the owner of such a weapon. 

ITEMS & PERSONALITIES

An enchanted items strength of personality corresponds directly with the Willpower it holds. The higher the items Willpower the more great its willpower will be. Willpower points must be sacrificed to make an item enchanted. This Willpower usually comes from the caster or owner of the item. The alignment of the item will be that of the donor of the Willpower. Unlike people who can change their alignment easily when the want, an items alignment is more fixed. Due to its limited experience and interaction with the world around it. 

ITEMS & ALIGNMENTS

If a wielder and item have conflicting alignment most often the wielder will prevail. This is due to two reasons. Most items usually have low Willpower and when it comes to a battle of the wills i.e. a WP versus WP roll the wielder usually prevails. The other reason is that items, even if they were to rebel, cannot make a move against their wielder. A sword which is of a different alignment to the wielder and has rebelled cannot do much, although it is enchanted it is still a sword and can only sit there, but if spells have been placed into it which enable it to fire blades or fight on its own accord it could make a rebelled sword quiet a handful. 

Enchanted items sometimes have more than 1 Willpower point as it increases resistance against spells cast upon it.
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