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MINDSCAPE

RESOURCES

STATISTIC INDICATORS

Characters begin play at Above Average unless they. Make a Percentile roll . This chart gives an outline of grades of quality of a Primary Statistic with the average figure being 50.

10
An affliction

20
Pathetic

30
Defective

40
Poor

45
Below average

50
Average

55
Above average

60
Good

80
Great

10
Perfect

100
Godlike

AVERAGES:

The  probable averages and Default figures for other Statistics are.

Defence
33

Age

31

Skills

464  (new 300)

Wealth

2,500

Health

220

Force 

256

CONVERSION-CHART:

MOVEMENT

Meters sprinted per a 5 second round


(EN+QU/2) /1.8

Meters ran per round 




QU/5.5

Meters that can be walked per round


EN/7.2

Meters that can be walked in stealth per round

(AG+EN/2)/10

Meters that can be swam per round



EN/11

x 0.720 for Kilometres travelled each hour.

ENVIRONMENTAL ADJUSTERS

The following list gives adjustments to movement speeds for walking, running and riding when travelling cross country in different times, environments and weathers.

Blizzard

/2.2

Caves


/3.85

Downpour

/1.2

Firm Surface

/0

Forest Thick

/2.4

Forest


/2.1

Grasslands

/1.3

Gravity High

/1.5

Gravity Low

x1.5

Gravity Very High
/3

Gravity Very Low
x3

Hills


/1.4

Ice


/1.4

Jungle


/3.2

Mountains

/3.5

Night


/1.5

Rough country

/2.2

Ruins


/3

Sand


/2.2

Snow Heavy

/3.6

Snow Light

/1.5

Snow Moderate

/2

Swamp


/2.3

Wasteland

/1.2

DEPRIVATION

Time in hours without food before starvation begins.


AV/10

Time in hours without water before dehydration begins.

AV/2

Time in hours without sleep before negations are assigned.

EN/2

Time in 5 second rounds without air before damage is sustained.
AV/3

RESTS

Hours walked before needing rest.

EN/6.5

Hours ran before needing rest.

EN/16

Minutes sprinted before needing rest.
EN/5.7

MISCELLANEOUS

Male orgasms achieved per 24 hours.


AV/16

Minutes that the soul can remain in the body.

WP/3.2

Conversion charts - Unauthorised

MINDSCAPE

TO

G.U.R.P.S   Steve Jackson  Games.

Strength

/5

Strength 

Dexterity

/5

Dexterity 

Perception

/5

IQ.

Health


/20

Health

Skill


/2.5

Mindscape

MINDSCAPE

TO    
ROLEMASTER  By Iron Crown Enterprises.

All statistic conversion are for Potential Stats.

Health


/4.4  
Constitution

Agility

/1.1  
Agility

Willpower

/.55  
Self Discipline & Presence 

Memory


/1.1  
Memory

Strength

/1.1  
Strength

Quickness

/1.1  
Quickness

Perception

/1.1  
Empathy & Intuition

Skill


/2    
Skill

Armour Strength
=    
Armor Type

MINDSCAPE

TO
CYBERPUNK

Perception

/5.5
Empathy & Intuition

Quickness + Agility
/11
Agility

Willpower

/11
Cool

Strength

/11
Body

Skills


/5
Skills

MINDSCAPE
TO
WHITE WOLF

Strength
/22
Strength

Dexterity
/22
Dexterity

Endurance
/22
Stamina

Willpower
/22
Mann

Perception
/22
Perception

Quickness
/22
Wits

Willpower
/11
Mental Power

Skills

/22
Skills

HEALTH OF ANIMALS

African Elephant      
13,500

Baby 6 months             
20

Child 12 years           
105

Common Tree Shrew         
 0.5

Female Adult             
167

Gorilla                  
540

Grizzly Bear           
2,106

Male Adult               
208

Panda                    
324

Toddler 2 years           
34

Walrus                 
2,700

Wild Boar                
621

PROFESSIONS CHART

01
1234
Destroyer

02
1243
Fighter

03
1324
Warrior

04
1342
Specialist

05
1423
Reaper

06
1432
Nomad

07
2134
Defender

08
2143
Spy

09
2314
Assassin

10
2341
Everyman

11
2413
Leader

12
2431
Healer

13
3124
Athlete

14
3142
Trailblazer

15
3214
Philosopher

16
3241
Mediator

17
3412
Creator

18
3421
Mentor

19
4123
Organizer

20
4132
Gatherer

21
4213
Thinker

22
4231
Hunter

23
4312
Joker

24
4321
Scholar

THE PROFESSION DESCRIPTIONS

FORMAT

RUNE:

The equivalent ancient rune which guides the character. Although runes are not applicable for all game worlds they help the player understand there character a bit better.

ESSENCE:

A tangible summary of the profession.

PURPOSE:

The role of this profession in relation to other professions inside the social ecosystem these professions represent. Not one profession is good or evil or less important to others. They all play vital roles in society.

MANIFESTATION:

Common archetypes related to this profession.

CREED:

The motto that those true to their profession follow.

ATTRIBUTES:

Terms and issues which are common to this profession. The attributes affect that of the profession but touch all who come into contact.

CORRESPONDING:

The contrasting profession which may aid or ruin.

ACTION:

A simple term to summarize the methods of the profession.

TOKEN:

A symbolic image to portray the profession.

THE DESTROYER

RUNE: 


Disruption

ESSENCE: 

Hail

PURPOSE: 

The total destruction of either order or chaos.

MANIFESTATION: 
Freedom fighter, Terrorist, Revolutionist, Reactionary & Rebel.

CREED: 


Growth though change.

ATTRIBUTES:

Freedom, Invention, Liberation & Active awareness.

CORRESPONDING: 
Creator

ACTION: 

I cease

TOKEN: 


A male child holding a shard glass.

THE FIGHTER

RUNE: 



The self.

ESSENCE: 


Water.

PURPOSE:


Fighting on behalf of others.

MANIFESTATION: 

Crusader. Monk, Campaigner, Champion, Reformer,





Advocate & Lobbyist.

CREED: 



To go beyond yourself you must know yourself.

ATTRIBUTES: 


Clarity, Willingness to change & Strength of character.

CORRESPONDING: 

Warrior.

ACTION: 


I champion.

TOKEN: 



A person with a scroll in one hand and a sword in the other.

THE WARRIOR

RUNE: 



Warrior.

ESSENCE: 


Fire.

PURPOSE: 


Fighting to advance oneself.

MANIFESTATION: 

Soldier, Student, Mercenary & Samurai.

CREED: 



Let your heart guide you.

ATTRIBUTES: 


Instinct, Action though will, Activity, Courage, Self discipline & Conduct.

CORRESPONDING: 

Fighter.

ACTION:


I advance.

TOKEN: 



A cloaked figure with palm raised showing a sword tattoo.

THE SPECIALIST

RUNE: 



Standstill.

ESSENCE:


Ice.

PURPOSE:


Concentrating on a particular field of endeavour

MANIFESTATION: 

Expert, Connoisseur, Critic & Scientist.

CREED: 



Surrender all but what is needed such courage will deliver wisdom.

ATTRIBUTES: 


Sacrifice, Insight, Patience, Caution & Realized potential.

CORRESPONDING: 

Everyman.

ACTION: 


I sacrifice.

TOKEN:



A child sitting upon a snowfield pondering a petal.

THE REAPER

RUNE: 



Growth.

ESSENCE:


Soil.

PURPOSE: 


The nurturing and harvesting of resources, crops,   investments & followers.

MANIFESTATION: 

Farmer, Mother, Father, Investor, Guru & Banker.

CREED: 



Imagination is reality when there is action and commitment.

ATTRIBUTES: 
Activity, Providence, Perseverance,  Strength, Deliverance, Patience & sustenance. 

CORRESPONDING: 

Gatherer.

ACTION: 


I raise.

TOKEN: 



A family in the middle of a field ready for harvest.

THE NOMAD

RUNE: 



Movement.

ESSENCE: 


Wind.

PURPOSE:


Mobility and constant change.

MANIFESTATION: 

Sailor, Gypsy, Biker, Vagrant, Swagman & Pilgrim

CREED: 
There is danger in movement, courage and insight shows that there is also discovery.

ATTRIBUTES: 
Flexibility, Improvement, Transformation, Sharing, Enlightenment & Independency. 

CORRESPONDING: 

Defender.

ACTION:


I move.

TOKEN: 



A figure with a staff crossing a bridge that spans a river.

THE DEFENDER

RUNE: 



Defence.

ESSENCE: 


Wood.

PURPOSE: 


Protecting a cause, object or belief. 

MANIFESTATION: 

Guard, Escort, Supporter, Enforcer, Builder &  Gate keeper.

CREED: 



Wisdom is needed to bend with pressure principles not break.

ATTRIBUTES: 


Patience, Discipline, Strength from hardship & Loyalty.

CORRESPONDING: 

Nomad.

ACTION: 


I defend.

TOKEN: 



An armored figure wielding a sword.

THE SPY

RUNE: 



Initiation.

ESSENCE: 


Dust.

PURPOSE: 


Hiding true intentions and alignment through pretending to be otherwise.

MANIFESTATION: 

Traitor, Terrorist, Undercover agent & Subversive.

CREED: 



Be what you are not, but know what you are.

ATTRIBUTES: 


Secrecy, Unexpected gains, Quests, Focus, Judgment & Broad vision.

CORRESPONDING: 

Joker.

ACTION: 


I conceal.

TOKEN: 



A smiling young man with his arms folded.

THE ASSASSIN

RUNE: 



Opening.

ESSENCE: 


Shadow.

PURPOSE: 


Terminating a way of thought, society, prejudice
or problem.

MANIFESTATION:

Killer, Executioner, Timekeeper & Exterminator.

CREED: 



We all kill, some more subtly than others.

ATTRIBUTES: 


Un-attachment, Validity, Death, Morals, Endings & beginnings.  

CORRESPONDING: 

Healer.

ACTION: 


I kill.

TOKEN: 



A hanged body with a raven on its shoulder.

THE EVERYMAN

RUNE: 



Wholeness.

ESSENCE: 


Light.

PURPOSE: 


Using diverse techniques to attain goals.

MANIFESTATION: 

Jack of all trades, All rounder & Actor

CREED: 



When we know all there is no fate, we are our own destiny.

ATTRIBUTES: 


Timing, Bountiful energy, caution, balance & recognition

CORRESPONDING: 

Specialist.

ACTION: 


I reflect.

TOKEN:



A figure leaning nonchalantly against a signpost
at a crossroad.

THE LEADER

RUNE: 



Strength.

ESSENCE: 


Iron.

PURPOSE: 


Gaining the leadership and respect of others.

MANIFESTATION: 

King, Queen, President, Foreman & Chief.

CREED: 



Even the Master serves knowing the value of a kingdom is in its people.

ATTRIBUTES: 
Decision making, responsibility, Progression,  Bonds, Relationships, Courage & Adulthood.

CORRESPONDING: 

Trailblazer.

ACTION: 


I command.

TOKEN: 



A figure rising above others with head lowered.

THE HEALER

RUNE: 



Fertility.

ESSENCE: 


Tears. 

PURPOSE:


Curing a physical or mental affliction in society, person or the land.




MANIFESTATION: 

Physician, Priest, Psychiatrist, Therapist, Herbalist, friend & Shaman.

CREED: 



It is the wounds of secrecy that never heal. 

ATTRIBUTES: 
Understanding, Intuition, Harmony, Yearning, Deliverance, Completion & resolve.

CORRESPONDING: 

Assassin.

ACTION: 


I restore.

TOKEN: 



A child held by smiling woman with tears in her eyes.

THE ATHLETE

RUNE: 



Separation. 

ESSENCE: 


Condensation.

PURPOSE: 


Using physical prowess to overcome limitations.

MANIFESTATION: 

Gymnast, Dancer, Mime Artist, Acrobat & Martial artist.

CREED: 



When we discard our self we renew & become greater yet still ourselves. 

ATTRIBUTES: 


Attitude, Emergence, Discarding old authority &
conditioning, Feelings & Honesty.

CORRESPONDING: 

Thinker.

ACTION: 


I overcome.

TOKEN: 



A figure diving head first into a still pond.

THE TRAILBLAZER

RUNE: 



Breakthrough. 

ESSENCE: 


Melting Ice.

PURPOSE: 


Making inroads & expounding on new ideas.

MANIFESTATION: 

Preacher, Politician, Scientist, Invader, Pioneer & Explorer.

CREED: 
To live in fear of the unknown means finally  death will come to take a life half lived.

ATTRIBUTES: 


Transformation, Rites of Passage, Trust, The unknown & Discovery.

CORRESPONDING: 

Leader 

ACTION: 


I discover. 

TOKEN: 



A person walking towards a horizon with a book
tucked under the arm.

THE PHILOSOPHER

RUNE: 



Protection 

ESSENCE: 


Embers

PURPOSE: 


Being questioning and open to Ideas.

MANIFESTATION: 

Sage, Theorist, Scientist, Quality controller, Systems Analyst & Oracle.

CREED: 



Nothing is solid only reason brings substance to this dream.

ATTRIBUTES: 
Opportunities, Influence, Escape, Progression, Associations, Burdens & Temperance.

CORRESPONDING: 

Mediator.

ACTION: 


I reason.

TOKEN: 



An old man with a flaming torch reading worn letters upon a wall.

THE MEDIATOR

RUNE: 



Communication 

ESSENCE: 


Sound

PURPOSE: 


Translation & making peace. Ensuring the smooth flow of information.

MANIFESTATION: 
Translator, Arbiter, Judge, Umpire, Peacemaker, Negotiator, Middleman, Comedian.

CREED: 



Truth is the seal that binds what we know.

ATTRIBUTES: 
Attunement, Perspective, Union & Reunion, Journey, Humor, Truth & Empathy.

CORRESPONDING: 

Philosopher.

ACTION: 


I say.

TOKEN: 



A hand resting upon two others which are shaking in agreement.

THE CREATOR

RUNE: 



Joy. 

ESSENCE: 


Light.

PURPOSE: 


The erecting of structures, communities & empires, theories & friendship.

MANIFESTATION: 

Deity, Builder, Architect, Author, Father, Mother & Designer.

CREED: 
Even in the scattering of pebbles a pattern can be found and thus the seed of growth.

ATTRIBUTES: 


Well-being, Will of the ancestors, Meeting places, Restoration, Alignment,

Rejoicing.

CORRESPONDING: 

Destroyer.

ACTION: 


I make.

TOKEN: 



A figure pulling a blazing lamp from a pond.

THE MENTOR

RUNE: 



Flow

ESSENCE: 


Lightning

PURPOSE: 


Giving information & teaching and learning through the teaching of others

MANIFESTATION: 

Tutor, Teacher, Coach, Guru, Guide, Advisor, Lecturer.

CREED: 



By the teaching of others we learn what cannot be taught.

ATTRIBUTES: 
Emotions, Experience, Wisdom, Deep Knowing,
Counsel, Power, Instinct, & Satisfaction.

CORRESPONDING: 

Scholar.

ACTION: 


I Impart.

TOKEN: 



One person giving another a key.

THE ORGANIZER

RUNE: 



Partnership. 

ESSENCE: 


Vanishing Point.

PURPOSE: 


The making of plans, co-ordinating resources, creating order from chaos.

MANIFESTATION: 

Council head, Union Boss, Chairpersons, and Ambassadors. 

CREED: 



When we all follow the same banner all choices are possible. This is freedom.

ATTRIBUTES: 


Union, Business affairs, Higher Self, Interplay, Energy, Freedom &

Independence in unity.

CORRESPONDING: 

Hunter.

ACTION: 


I Establish.

TOKEN: 



A fingertip creating a whirlpool in a bowl of water.

THE GATHERER

RUNE: 



Harvest. 

ESSENCE: 


Bread.

PURPOSE: 


Hoarding existing resources, such as wealth, knowledge, friendships & food.

MANIFESTATION: 
Farmer, Harvester, Thief, stockbroker, Politician, Accountant, Curator, & Miner.

CREED: 



What our ancestor’s do not give we are obliged to take.

ATTRIBUTES: 
Reaping, Deliverance, Fertility, Endings & Beginnings, Timing, Outcomes & Evaluations.

CORRESPONDING: 

Reaper

ACTION: 


I Take.

TOKEN: 



A figure with a lamp & empty sack exploring a cave laden with treasure. 

THE THINKER

RUNE: 



Gateway 

ESSENCE: 


Void

PURPOSE: 


Inventions and formulation of ideas.

MANIFESTATION: 

Inventor, Master Mind, Theorist, Intellectual, Wise man & Reckoner.

CREED: 



Before acting one must imagine. It is from this imagination that all things are

made.

ATTRIBUTES:   


 Non-action, Gateways, Attitude, Suffering, Reclaiming power, Work &

Reflection.

CORRESPONDING: 

Athlete.

ACTION: 


I contemplate.

TOKEN: 



A seated figure with arms clasped behind its head.

THE HUNTER

RUNE: 



Possessions

ESSENCE: 


Wine

PURPOSE: 


Finding items, people & meaning. The search for
answers goals far a field.

MANIFESTATION: 

Predator, Poacher, Seeker, Explorer & Pilgrim.

CREED: 



If we begin our journey by discovering ourselves
we are almost at the end.

ATTRIBUTES: 


Probing of meaning, Ambition, Satisfaction, Fulfilment, Conservation &

Perspective.

CORRESPONDING: 

Organizer

ACTION: 


I seek.

TOKEN: 



Someone entering a dark forest upon an overgrown trail.

THE JOKER

RUNE: 



Signals.

ESSENCE: 


Smoke.

PURPOSE: 


Hiding true strength and power through acting the fool

MANIFESTATION: 

Jester, Clown, Criminal, Eccentric, Deviate & Deity, Antagonist.

CREED:



Within the shadow of secrecy is the true reflection of power & truth.

ATTRIBUTES: 


Messages, Secrecy, Tricks, Disguised benefits, Myths, Keys to understanding

& Humor.

CORRESPONDING: 

Spy.

ACTION: 


I incite. 

TOKEN: 



A court jester. 

THE SCHOLAR 

RUNE: 



Constraint.

ESSENCE: 


Pain.

PURPOSE: 


Receiving of information, accessing data and searching for knowledge.

MANIFESTATION: 

Pupil, Monk, Child, Book worm, Follower & Apprentice. 

CREED: 
Learning requires strength and this requires wisdom time is the bringer of wisdom.

ATTRIBUTES:
Necessity, Dawn, Difficulty, Growth, Healing, Perseverance, Redress & Progress.

CORRESPONDING: 

Mentor.

ACTION: 


I learn. 

TOKEN: 



A child absorbed in a book that weighs so much that she strains to hold it.

THE MAGICAL REALMS

.

LIFE BLOOD SPHERE

Life Blood is magical power which emanates from the land. It is a very visible and practical magic. Followers of Life Blood must be ecologically sound or their reserve of magic may soon dry up. Spells of the Life Blood concern movement, change and shaping spells.

REALMS OF THE LIFE BLOOD

THE SHAPE REALM

SPELLS:

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.

TEMPLES:

Shape temples are by habit quite bizarre. Pillars and other support structures are warped and richly decorated. Balconies jut out at extreme angles. The exterior of these buildings look as if they have previously been turned to taffy and twisted by a giants hand before reverting back to stone. No seems or joints can be detected. The feel of these places is one of planned confusion. Inside these buildings are even more unnerving. Maze like passages meet at odd locations and inclines. Plants and gnarled tree trunks grow out of both ceiling and floor. Fountains of pure water in the shape of river beasts and wild flowers pour endlessly and the laughing chants of the worshippers echo strangely from unknown rooms and secret halls.

CULTURE:

Shape mages are a practical breed. They work with mundane tools as well as magic and are often found in forges or constructing roads and bridges. They are a pragmatic folk that believe in straight forward results. The realm of Shape is easy to develop because we are all capable of shape spells.

ALIGNMENT:

Mages of extreme alignments despise each other. Those who have dabbled in the other paths are looked down upon but tolerated.

SOCIAL STANDING:

Shape magicians have successfully integrated themselves into their 

local communities. Because of their practical benefits in a whole range of fields from crafting and construction to art. They have proved useful and sometimes vital to the success of many villages and cities. Like all Life Blood realms Shape magicians covert nature and consequently spend much of their time out of doors.  They are a familiar site. Shape mages often reach  honoured positions such as head metal smiths or carpenters.

DEFENCES:

Shape magicians use a hands on approach to combat. They have no qualms about utilizing more earthly methods to eliminate an opponent such as a hammer of war or a strong sword. Shape magicians when they do cast spells often urge the land to rise up and ensnare their foe by either binding their legs into the ground or by having a tree become animate and wrapping its limbs around the desired target. Shape mages also can use their spells to crush a foes heart or apply pressure inside the skull until their brains squirt out of their mouth and ears. Shape spells when cast to kill usually do so in an abrupt and messy manner.

THE INERTIA REALM

SPELLS:

Inertia spells involve the alteration of momentum. Inertia spells 

enable 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 utilized, and friction can be induced in fluids to generate heat.

TEMPLES:

Inertia temples are a structural homage to sound and movement. Both the exterior and interior are designed like vast kinetic sculptures. Upon the parapets windmills squeak with the wind. Small flagstone courtyards ring with the sound of rainfall spurting out of tubes set in the walls. Furrow dug into the walls enable silver balls to continuously rolls from roof to floor and up again. Conveyor belts, Xylophone staircases, Windpipes, all contribute to create a cacophony of whistles, wheezes, gongs and drummings. An inertia temple can be for the un-initiated an affront to the senses, but the old masters of such colleges declare that the symphony of sounds fade from notice until only the true sounds can be heard the sounds which can never be silenced. Those of the wind, the rain and the breathing of the land itself.  In many ways the sounds of an inertia temple is there to make a true believer receptive to the sounds of life.  The heartbeat of the land.

CULTURE:

Inertia mages are a technical lot. They are interested in cause and affect. They will study the movements of a watch with its springs and gearings for hours, or calculate the motion of water during a rainy day as a bird bath floods. Although as practical as the Shape mages they are more interested in the smaller details that make up the whole. Inertia Mages are extremely holistic. (They believe that all things in the universe are in some way interconnected.) Chaos theory and cause and affect are fascinating subjects. It is the aim of a serious inertia mage to use as little power as possible when casting spells. "From little things big things grow." Is one of their mottos. They try to have their spells generate a result which will snowball over time. For example to kill an evil prince a mage might loosen the rivet in the visor of his helmet in the hope that it will later leave his face unprotected against the low branch he may chance to ride into. Inertia mages always have a small tool belt to perform last minute adjustments to their latest experimental contraptions. Many need glasses due to their minute scrutinizing of intricate mechanical parts.

SOCIAL STANDING:

Inertia mages although not as valued as highly as Shape mages are still looked upon with high regards by normal folk. They may be viewed as a little vague and chatty but it is they who are sent for when a general needs to extract a team of horses from a swamp. Shape magicians can be found assisting mages of other Life Blood realms because of their ability to seal rips and mend broken items such from pot handles to sword hilts. Some of the grandest palaces owe their steep battlements and huge towers to the powers of an inertia mage.

DEFENSES:

In combat Inertia mages can be brutal, with their power to throw mounted troops horses and all into cliff faces or send the very earth into the enemy crushing them instantly. Inertia Mages have the ability to pick a stone from the ground and send it into the skull of a foe at around 700 meters per second. Inertia mages are quick and deadly with little thought on subtleties. Inertia mages can also blow an enemy apart.

THE CHANGE REALM

SPELLS:

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) A Change Mage casting a spell on themselves is a very hazardous task, it's like a snake eating its own tail or a surgeon operating on themselves.

TEMPLES:

At first glance a Change temple seems ordinary but on closer inspection the work of its change mages become more readily apparent. The worn brick walls show patterns resembling wood grains. The marble sculptures of thieves sneaking across the temple courtyard are a little too detailed. The brass columns which support the ceiling and have rippled patterns of quick frozen water. All of this gives the homes of change a strange disquieting feel. 

CULTURE:

Change magicians are holistic but believe that not only are all things interconnected but that all things contain all things. A tree contains an apple in its life force before it appears on the branch. Consequently the same tree contains a cabinet before it is cut down and carved. Wood gives birth to stone and stones to diamonds. By changing one thing to another they are merely assisting nature and freeing it to explore its own pattern of creation.

SOCIAL STANDING:

Change Mages are reclusive and looked upon oddly by the normal folk. They are distant and silent but are respected due to their ability to assist in times of emergency. In many ways they act as living insurance policies. A village may give free bed and board for such a magician in the understanding that when hardship arrives such as a famine the Change mage will turn sand into flour or water into soup. Change mages are a changeable lot. (Forgive the pun) Their belief is that nothing is constant, all things change hence the seasons and day and night. They one day can be bright and cheerful and the next stern and moody.   

DEFENSES:

Change Mages can turn the brain of an enemy into mashed pumpkin. They can make limbs fall off by turning ligaments into air. They can make swords into daisies and send bolts of fire into the their foes chest. Change mages when roused are to be feared.

HIGH MIND SPHERE

 High Mind power comes from the mind of the caster. Consequently High Mind magicians are self absorbed and not as judgmental of the alignments of others. Order and chaos are seen as two vital forms of energy. It is expected of a member to move back and forth along both paths during their journey to enlightenment. High Mind deals with spells to change themselves, mind altering spells and the attainment of knowledge.

REALMS OF THE HIGH MIND

THE SELF REALM

SPELLS:

Self magic deals with the alteration of oneself. These includes can include Enhancing or diminishing of statistics. Enlargement & shrinking. Improving and reducing abilities, metamorphing, 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.

TEMPLES:

Self temples are designed expressly to the needs of the individual. It is frowned upon for more than three self mages to assemble within its grounds and most rooms are only large enough to allow one person to enter. Privacy is guaranteed with no questions asked. There is no set uniform mages of both sexes and all ages may be in the same building some with or without clothing, with skins of different hues or patterns. Many articles of furniture such as bowls or desks are self mages who have chosen to meditate in different forms.

CULTURE:

The culture of the self magicians are the most varied of any realm. There is no set conditions on behaviour and conduct. They see good and evil as necessary paths which must be followed to the goal of self realization and enlightenment.

SOCIAL STANDING:

Self magicians are virtually ignored by the wider community. There odd and eccentric behaviour disturbs the more formal realms. There ability to alter themselves and ignore most moral codes makes them useful as hired assassins or spies.

DEFENSES:

No spells are cast directly upon a foe. Instead a Self magician will alter themselves in response to the weaknesses of their foe. For example if a Self mage is fighting a water dragon they will turn into a fire giant. 

THE SHADOW REALM

SPELLS:

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.

TEMPLES:

Shadow temples are dark sombre abodes. Hidden alcoves contain strange faithful whose dark eyes unnerve even the bravest outsider. Silence is the golden rule and the place often appears deserted. The exteriors are unadorned apart from weather worn but potent wards (Powerful magical symbols and signs to repel intruders). Shadow temples contain underground mazes whose purpose seems only to drive the unwary intruder into madness. 

CULTURE:

There are no shadow mages who belong to the alignments of order they are either neutral or chaotic for even a spell which is cast to alter a persons mind with good intentions is an unnatural acceleration in that persons personal growth. They have no qualms in regards to the value of another’s life believing all things to be but a reflection of themselves. "Believe me this will hurt me more than you." Is often exclaimed by a shadow mages before you fall victim to their spells of the mind. 

SOCIAL STANDING:

Shadow mages are tolerated as long as their mischief does not go too far. Despite the fact that no honest soul likes them they have their uses.

DEFENSES:

Shadow spells have no direct obvious visual affect. Such spells are hard to detect due to the fact that the power source is internal. Only a glimmer in the eye of the caster could be the only warning that their target will soon fall onto all fours howling madly at the moon. Shadow mages will cast spells that make their enemy impale themselves on their own swords or reverse their charge and kill their own commanders.

THE KNOWLEDGE REALM

SPELLS:

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.

TEMPLES:

Knowledge temples as you would expect are places of learning. Old manuscripts line the walls. Mountains of books overflow storage rooms spilling into hallways. Alcoves at every corner contain crumbling scrolls.

CULTURE:

Knowledge mages never tire in their quest for information. Knowledge equates with power and there are many knowledge magicians who believe that only those who are in the know should be in control. Knowledge mages are normally passive preferring to look and listen rather than act, but if there is a mystery to unravel or a secret to expose they will be devoted to finding the truth at all costs. 

SOCIAL STANDING:

Knowledge magicians are useful sources of information and even the smallest towns make use of these wizards to control crime and keep people honest. Many bounty hunters, detectives, librarians, & scientists have a smattering of knowledge magic or magical items to help them in their endeavours. Many find these mages handy all people keep a good eye on them. To ensure that there own secrets are not divulged by these magicians.

DEFENSES:

Most knowledge spells are passive and it is very hard to employ  spells to harm others. A knowledge mage may cast spells on their opponents to detect their weaknesses.

THE WAY SPHERE

These magicians are given power from the spirits of their ancestors, God or gods. The Way mages have well organized religions based on totems, idols, spirit guides, and ancestral worship. Way magic is very esoteric and social dealing with the interaction between beings. Spiritual, temporal and wish spells are encompassed by The Way. If a mage of The Way performs actions which are an affront to the higher beings which they worship then their magic may not empower until some penance is paid.

REALMS OF THE WAY.

THE SPIRIT REALM

SPELLS:

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.

TEMPLES:

Spirit temples are quiet places of solitude and silence. Dark walls thick with faded tapestries muffle the sounds of its acolytes. Alcoves set into stairwell walls hold the shrouded dead. While the dust of the cremated blow about the marble columns like midnight sands.  

CULTURE:

Spirit mages always appear calm there actions are well thought out. From early on they are exposed to both the facts of life and death. The intimately involved in the workings of both crematorium and the birthing houses. Spirit mages act as both undertakers and midwives. 

SOCIAL STANDING:

Although little understood, Spirit mages often play crucial roles in the running of magical societies. Only Spirit mages are capable of enchanting materials. They specialise in healing the sick of both mind and body and speaking with those of the afterlife. They play important roles in society and many rich merchants and kings act as patrons in the hope of good health and prominence in the afterlife.

DEFENSES:

Spirit mages rarely fight themselves instead they will summon beings from other dimensions to act as their guards. These summoned beings might be creatures of the elements such as fire beasts, snow creatures, spectres or water beings.

THE TIME REALM

SPELLS:

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 ageing rate of living things and objects, and time acceleration.

TEMPLES:

Time temples as you might expect are timeless places. Magical spells are geared so that those who enter such temples stay only a couple of moments and leave to discover that hours have passed them by on the outside or alternatively hours inside the walls are only minutes to those waiting outside on the time worn steps. Hourglasses, water clocks, spring driven mechanisms all run tick and flow but not necessarily in any understandable order or logic. Hourglasses fill up, water runs uphill and clocks wind themselves up. Mages have been known to enter old and leave looking years younger.

CULTURE:

Time mages are distant people when one becomes a mage of the vagaries of time they cut themselves from society, things simply pass them by. They can seem distant and uncaring as they become alienated. Time mages have wistful looks and their eyes contain longing for the past. Many mages prolong their natural lives indefinitely and live many hundreds of years. Cults of time mages can sometimes have members from different periods in time. Many tribal villages make use of time shamans who cast spells to forecast the weather.

SOCIAL STANDING:

Many people find it hard to relate to time magicians. They are seen as odd strangely dressed folk whose minds are not on the present. The mages of time do not tend to trouble themselves with the world as it passes around them, more concerned with where that passing has come from and where it leads. Though being able to induce youth upon others with greater dexterity than any surgeon they rarely choose to do so, instead they distance themselves from society to better study how it works within time. 

DEFENSES:

The defences of a time mage involves slowing down the enemy to give them an advantage in quickness and simply using more traditional weapons such as daggers to kill. Powerful mages age the enemy causing a foe to succumb to old age in moments. Time mages can cause sapling to soar into huge ancient trees to form defensive walls upon battle fields.

THE MANNA REALM

SPELLS:

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 & destructing matter. Energy dispersal & coalescence. The creation of life forms. Resurrection of the dead both fresh and ancient. Wishes.

TEMPLES:

Manna temples are formal grand places. They are also cluttered. Manna deals with deity and ancestral worship. Totems line the walls. And statues of forgotten gods flank the walkways. Manna worshipers believe that all things are governed exclusively by gods and that all things have their own god no matter how minor. As well as the god of Darkness there is the god of Shadow and even a minor god of Oblique angles. The Manna mages learn of a complex order of gods numbering well over 10,000. Those with the skill Manna mastery to a high degree are expected to know all these gods by name. Manna temples are libraries to these supreme beings. Countless hours are spent faithfully inscribing copies of tales dealing with the gods and there adventures. Some temples even contain minor gods (or mages elevated to godlike status) who roam about the monasteries expounding their lore. 

CULTURE:

Manna spells are amongst the most powerful than any other realm. They involve highly powerful magic which can change the course of history and bring kings back to life. A great deal of responsibility comes with access to these spells as well as a close and obedient relationship with the deity in question, which gives both the knowledge and power to enable these spells to be cast. 

SOCIAL STANDING:

Manna Mages enjoy a high standing in the community. Because of their flexibility to cast spells from all realms they are dependable and get results. Sometimes the sacrifices the mages demand from their followers can be harsh, but mostly things are quiet, the faithful remain faithful, and the gods are pleased.

DEFENSES:

A righteous Manna Magician is a deadly thing as they have the gods on their side. Manna mages can sometimes be equipped with inexhaustible amounts of power given by their lords. If a Manna mage deems that their enemy is unnatural and a hindrance to themselves their god they will may hesitate to eliminate the foe and any record of their existence.

ITEM LISTS.

Most items can purchased with bonuses there are three types of bonuses that can be applied to an item. The maximum for any bonus is +50. Any or all of these bonuses can be applied to an item.

MAKE BONUS

A make bonus is how well the object has been made. These bonuses have a maximum rating of +50 and represent custom or specially designed and built objects. The bonus is applied to the dice roll when making action attempts and as a percentage bonus of final damage if it were a weapon. The initial cost of the item increases by 5% for each bonus point.

For example a Broadsword has an initial cost of 2,240. A purchaser decides to buy a Broadsword with a +34 Bonus the cost for each point is 5% of 2,240= 112.

Therefore a +34 would be 112x34= 3808. This figure is then added to the original cost of the item. In this case 2240+3808=6048. If the purchaser is willing to spend 6048 for their Broadsword they can then add 34 to their dice rolls as well as have a final damage score of 34% more than normal.

DECORATIVE BONUS:

As the name indicates this bonus is merely cosmetic. It allows the item to be decorated in a manner proscribed by the purchaser. The greater the bonus is then the more intricate the patterning, colouring, embossing, and filigree. If a purchaser bought a bow and wished it to have +20 decoration of something like a bird theme then it would cost 5% x 20 the base cost. But would be highly decorative containing much to show bird themes.  

STYLE BONUS

The style bonus is once again an aesthetic consideration but unlike mere surface decoration stylisation moulds the item into a shape suggesting the theme yet, if possible, maintains the utility of the item. If a bow were given a +50 style bonus of a bird theme then it may look almost like an eagle with outstretched wings. 

Taking these considerations items can have negations of Make, decoration and style. A bow that is slightly warped, badly scratched, and chipped can be purchased at a reduced price of –5% of each point of negation. There can be any mix of negation or bonus for an items Make, Decorative and Style.

For example.

Broadsword Original cost 2240.  +30 Make  -10 Decorative +22 Style.

Make 

+3360 to cost (Gives +30 to dice rolls and 30% increase damage.)

Decorative 
–1120 to cost (Scratched and scuffed, looks worn.)

Style 

+2464 to cost (May have elaborate craved hands.)

Final Cost 
=6944

MINDSCAPE ARCHAIC ITEMS
Items marked by ( are unique to game worlds of the Mindscape system. Archaic items represented here are from the Late (High) Medieval Period of around 1530 AD.  Annotated figures are the cost.

FREE

The following items are supplied free to the character. Only 1 of each.


1 days food


Belt



Coat or Jacket


Eating Knife


(non serrated, blunt knife, used to slice bread and cooked vegetables)

Shirt or Blouse

Shoes



Socks



Trousers or Skirt


Inn Package.
(to stay overnight at an Inn plus expenses)

TRANSPORT

CARTS




Cost
KM/H LOADED
KM/H UN-LOADED

Small




355
4.3

6

Medium




640
5.5

6.2

Large




3,000
5

6.3

Gypsy Van



1,600
5

6

HORSES






KM/H CANTER

Standard



2,500

12.07

Camel




1,300

8.77

Pony




1,180

9.34

Race




3,750

20.78

War Horse



11,800

10.1

Wrenachian Steed*


26,000

16.43


+24 Bonus to riding actions.

BOATS






Number of Passengers

Tiny




35

1 

Small




90

3

Medium




270

6

Large




3,000

12

SHIPS

Small




18,000

18

Medium




60,000

35

Large




500,000
180

Huge




930,000
280

CLOTHES

Battle Jacket



340

Belt




17

Boots Rigid Leather


85
Armour Strength of 2

Boots Suede



50

Cape




65

Cowled Cloak



110
This is a cloak with a hood.

Gloves Leather


30

Gloves Silk



40

Gloves Sued



35

Gloves Wool



7

Hat Feathered



24

Hat




19

Jacket Leather


75

Jacket Wool



60

Robes




125

Long Coat



130

Shirt Linen



15

Shirt Silk



40

Trousers



38

INSTRUMENTS

Acoustic Guitar


95

Bugle




50

Castanets



5

Drum




37

Flute




70

Harp Small



70

Harp Grand



390

Harpsichord



2,050

Piccolo



83

Reed Pan Pipe



40

Trumpet



100

Lyre




200

Violin




160

HIRED HELP

CODE

The Average is the hirelings base Average statistic. The Skill figure indicates the typical skill level the hireling posses in regard to relevant skills suitable to their occupation.

Average
Skill
DAILY

WEEKLY

MONTHLY

Assassin

50

24
5,000 to 200,000 Per mission.

Barbarian

60

12
40

240

840

Butler


54

23
80

480

1,680

Cook


58

27
65

390

1,365

Cavalier

78

35
400

2,400

8,400

Fighter

67

20
120

720

2,520

Guide


65

23
50

300

1050

Gardener

54

22
45

270

918

Grand Warrior

90

48
3,000

18,000

63,000

High Assassin

78

35
1200 to 450,000 Per mission 

Maid


55

20
40

240

840

Nanny


67

27
60

360

1,260

Noble Warrior

85

43
1,000

6,000

21,000

Page


50

15
20

120

420

Stable Hand

50

18
46

273

925

Warrior

60

22
100

600

2,100

Warrior Mage*

50

30
3,000

18,000

63,000

PRECIOUS STONES

The prices and gem locking power for the precious stones noted below are for cut and polished gems of a 2cm radius.

GEM LOCKING POWER

In certain magical worlds 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 stabilise 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 power 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 power 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 power points. For the following stones the Gem Locking Power (How much magical power it can contain.) is given. The prices for the following gems are for those the size of 1-cubic centimetre.

Cost

GEM LOCKING POWER

Agate



30

100

Amber



190

60

Amethyst


600

950

Chalcedony


130

260

Diamond


6,705,000
1,000,000

Emerald


16,000

10,000

Garnet



312

500

Jade



290

600

Jasper



290

300

Obsidian


30

80

Onyx



110

280

Opal



4,900

1,000

Quarts Amethyst

490

800

Ruby



217,000
50,000

Sapphire


466,000
100,000

Tigers Eye


29

300

Topaz



240

200

Zircon



500

900

SUSTENANCE

Cost

Coffee 1 Cup


1

Horse Feed


5

Lasts 2 Days

Kept Rations 1 day

35

Lasts 4 weeks

Mead 1 glass


1

Meal Light


3

Meal Normal


5

Meal Grand


18

Milk, Cows 1 Glass

2

Milk, Goat 1 Glass

3

Rations 1 day


10

Lasts 4 days

Tea 1 Cup


11

Waterskin 


25

Contains 1 Days water

Wine Bottle


9

Wine Bottle Fine

30

Wine 1 Glass


2

Wine Fine 1 Glass

7

SERVICES

Bath



10

Care Of Horse


5

Clothes Cleaned

8

Entertainment


15

Hair cut


7

Horse Groomed


4

Item valued


15

Letter translated

10

Manicure


9

Massage


13

Medical check-up

25

Prostitute 1 hour

60

Shoe's shined


2

FURS & SKINS

Antelope


70

Arctic Fox


50

Badger



8

Beaver Pelt


35

Black Bear


4,500

Black Deer*


2,000

Brown Bear


3,400

Caribou


170

Chamois


110

Coyote



27

Desert Bison


100

Dragon*


39,000,000

Fallow Dear


170

Fox



32

Gorilla


600

Hell Beast*


76,000

House Cat


4

Hyena



40

Jackal



40

Leopard


380

Lynx



52

Mink



140

Moose Elk


200

Otter



25

Panda



1,500

Pantaral*


28,000

Rabbit



7

Red Fox


50

Red Panda


95

Sand Devil*


200

Silver Wolf*


380

Snow Leopard


530

Tiger



200

Winter Beast*


840

Zebra



170

MATERIAL 

Costs are for 1 kilogram. The Multiplier to standard iron objects if made from the chosen material instead. The Modifier is the bonus figure to damage and use if the item is a weapon such as a sword. If the material is used defensively, either as a shield or armour then the Armour Strength of the material is applied to the Users Total Defence.
Cost

Multiplier
Modifier
Armour

Bluesteel*


388

x38.8

+60

11

Bronze



6

/2,5

-5

6

Heat Carved Crystal*
14

x1.4 

+15

1.5

High Steel


27

x2.7

+30

9

Iron



10

0

0

7.5

Kartian Alloy*

6,670

x667

+80

13.5

Kryiejan*


4,772

x4722

+90

16

Lined Kryiejan*

88,770

x8877

+100

17

Lodestone (Magnet)

15

x1.5

0

7.5

Platinum Alloy

3050

x30.5

+50

7

Spun Bluesteel*

2,777

x277.7

+75

11.5

Spun High Steel*

55

x5.5

+45

10.5 

Spun Kartian Alloy*

54,000

x5400

+95

14

Spun Platinum*

8,959

x111

+75

8

Spun Steel*


47

x4.7

+40

10

Steel



16

x1.6

+20

9.5

Tempered Bluesteel*

500

x50

+65

11.25

Tempered Bronze

11

x1.1

+5

8

Tempered Iron


12

x1.2

+10

8

Tempered High Steel

33

x3.3

+35

9.5

Tempered Kartian Alloy*
33,500

x3350

+85

13.75

Tempered Platinum

3,621

x36

+60

8

Tempered Steel

19

x1.9

+25

7.5

Truestone*


2,350,000
x240000
+10

7.5

MAGIC

Ceremonial Cloth


100

Item Enchantment others WP*
2,300

Item Enchantment own WP*

400

Magical Item Evaluation

140

Willpower Point Another’s*
1,900
Placed into item to cause enchantment.

Willpower Point Own
400

1 Force Point into an item*
3

SLAVES

Child Female



12,000

Child Male



17,000

Female




20,700

Female Virgin



38,720

Male




35,700

Male Eunuch



42,500

Old Slave Female


11,000

Old Slave Male


17,000

Trained Male



46,760

ACCOMMODATION

PURCHASE



24 Hour Rental
NUMBER OF ROOMS

Cabin


4,000

16


2  

Castle


4,000,000
16,260


62

Chateaux

18,000

73


7

Estate


150,000
609


29

Homestead

15,000

60


6

Hovel


120 or less
1 or less

1

Hut


2,000

8


1

Mansion

32,000

130


13

Lodge


12,300

50


3

Shed


350

2


1

Townhouse

70,000

284


7

RIDING TRAPPINGS

Chaff Bag

5

Holds horse feed.

Harness

28

Horse blanket

15

Reins


20

Saddle


380

Saddle Bag

38

Saddle Scabbard
50

To hold a sword or bow

TOOLS

Backpack

57

Bedroll Standard
85

Bedroll Arctic
119

Candle


2

Lasts 3hrs

Ceramic Jar

4

Climbing Pick

70

Comb


2

Condom Sheep’s Gut
3

1 Use only

Condom Suede

4

Can be reused

Cooking Pot 

25

Disarming Pick
70

To disarm traps.

First Aid Kit

31

Flint



3

Small stone shard for fire starting

Folding Pouch


32

Holds a variety of small implements

Glass Cutter


80

Graphite Pencil

3

Hand Axe


230

High Glass Vial

40

Ink Jar


9
With ink for 5,000 words

Lantern


45
Has oil, lasts 12hrs, Illuminates 6m

Lockpick


35
+30 for actions

Magnifying Glass

40
x4 Magnification

Money Pouch


7

Paper



1

Parchment


4 
Made from sheep’s skin

Purse



7

Quill



25

Razor



4

Rope Standard


46
20m holds 230kg

Rope Superior


146
25m holds 450kg

Scissors


5

Shoulder Case


50

Skeleton Key 8%

60
8% chance opens standard lock.

Small Mirror


6

Star Maps


80

Steel Jar


32

Tape Measure


6
4m

Tent 1 Person


237

Tent 2 People


356

Thermometer


8

Tinder Box


6
Contains enough tinder for 10 fires.

Toothbrush


2

Torches


8
Lasts 1hr

Wand Cleaning Kit

50

Wand Scabbard


4

Wire



8
40cm

Whistle


1

Wood Saw
34           35cm

MECHANISMS

Abacus



14

Beam Balance Set

70

Compass


240

Microscope


380
x15 magnification

Sextant


1,000

Telescope


320
x25 magnification

TIME PIECES

Hour Watch


90

Minute Watch


230

Second Watch


539

POTIONS*

AUGMENTATION

Agilemaker


255

+40 AG, 4 hours

Agiletrue


321

+35 AG, 6 hours

Beamhand


96

Light 10m, 30 minutes

Beastspeach


180

Speak to 1 animal,1 Conversation

Blur



1,260

-40 to hit, 2 hours

Chameleonflesh

720

Skin can change hue, 5 hours

Craftmaker


90

+20 crafting, 1 piece 

Deitify


1,980

+110 to all but WP, 2 hours

Enduertrue


450

+38 EN, 12 hours

Farsight


42

x10 magnification, 8 minutes

Feathermaker


1,800

Becomes giant eagle, 4 hours

Fireshield


158

Immunity to heat, 8 minutes

Float



180

Immune to gravity, 3 hours

Genderswitch


630

Switches sex, 5 hours

Grandselect


2,142

One stat +40 but WP, 2 hours

Greatbeing


653

All stat +20 but WP, 1 hour

Greatluck


5,036

All mistakes ignored, 1 week

Greatquickness

495

+80 QU, 2 hours

Greatsense


450

+70 PE, 1 minute

Greatstrength


270

+60 ST, 1 action

Greentongue


180

1 plant, 1 Conversation

Hibernator


2,835

Suspended animation, up to 2 year

Infertility


45

Imbiber infertile, 1 sexual act

Larkvoice


135

+10 verbal actions, 2 hours

Leatherflesh


315

Skin AS=4, 30 minutes

Luckgranter


630

All mistakes ignored, 1 hour

Mindstouch


972

Read thoughts of 1 touched person

Mistmaker


2,500

Turn to mist moves with WP, 1 hour

Nightfriend


158

See at night as Day, 1 hour

Omnispeach


5,200

Know any language, 3 conversations

Opener



1,260

Touched lock opens, 4 locks

Pawmaker


90

Turns into a black wolf, 3 hours

Phantomvision


535

See ethereal beings, 2 hours

Quickbrue


158

+30 QU, 3 hours

Ravenwing


321

3m wings, 30 minutes

Riverlungs


287

Breath fresh water, 1 immersion

Sealungs


315

Breath sea water, 1 immersion          

Skillmaker


3,780

1 point to a skill, Permanent

Spidermaker


5,400

Turns into spider, 8 minutes

Springstep


171

Can jump 5m high, 8 wide, 5 leaps

Steelflesh


1,360

Skin AS=15, 3 hours

Stoneflesh


900

Skin AS=9, 5 hours

Stonetongue


360

Speak to 1 stone, 1 Conversation

Strengthgiver


158

+25 ST, 2 hours

Sustainer


630

Needs no food or water, 5 days

Treemaker


792

Turns into tree, 5 hours

Truelanguage


3,780

Speak 1 language, 4 days

Truesenses


720

+60 PE, 3 hours

Truestrength


360

+40 ST, 3 hours

Vanishing


1,242

Becomes invisible, 10 minutes

Weathershield


360

Immune to weather, 12 hours

Windrider


810

Can ride on winds, 5 hours

Wordmaster


360

Read any text, 1 page

Youthmaker


9,720

3 years younger, Permanent

COMBAT*

Acidspit


720

Saliva into acid, 15 shots

Armymaker


230,000
x300 duplication, battle

Battlemorph


5,892

x2 size and items, fight

Clawbane


2,164

Immune to beasts, 1 fight

Darkcircle


942

10m pitch dark, 1 fight

Deathspike


1,800

Covered Level 10 spikes, 1 fight

Fearwave


5,940

Foes at -40 due to fear, 1 fight

Firetouch


642

Touches causes burns, 1 fight 

Freezstare


1,980

Beams of 20 cold damage, 8 shots

Giantmaker


14,580

x8 size & items, 1 fight

Greatspeed


1,800

x3 to Quickness, 30 minutes

Hammerfist


180

Fist is at +30 damage, 1 fight

Lightingmaker


27,000

Weapon ripples with +50 damage, 1 fight

Mindnumb


18,720

Seen foe at /3 Intelligence,1 hour

Mirrorfriend


2,700

Duplicate aids user, 1 fighter

Shockbolt


360

Bolt from palm 20 damage, 5 shots

Snakeling


1,260

Snake appears Level 8 poison,3 rounds

Speedbattle


535

+30 to all actions, 5 rounds

Steelbane


2,164

Immune to metal weapons, 1 fight

Stingtouch


360

Touch does Level 9 stun, 2 fights

Voicbreaker


180

Voice does 10 damage, 10 roars.

Woodbane


630

Immune to wooden weapons, 1 fight

Wraithbane


1,691

Immune to ethereal beings, 1 fight

ELIXIRS*

Antidote


1,980

Removes up to Lev9 poisoning

Bleedcease


5,400

Ceases external bleeding

Bonehealer


315

Heals 1 broken bone

Cleanse


180

Cleans patient of dirt & germs

Clearflesh


180

Imbiber’s flesh invisible, 5 hours

Comforter


630

Gives warmth & ceases pain, 6 hrs

Fastheal


1,800

Healing rate x4, until healed

Greatheal


900

Heal rate +15 per hour, till heal

Heal



315

Heal rate +6 per hour, till healed

Lifegiver


32,400

Resurrects & heals, dead 3 days

Lifegreater


38,780

Resurrects & heals, dead 4 months

Lifekeeping


8,892

Body in stasis, up to 2 days

Lifemaker


26,040

Resurrects & heals, soul in body

Lifesign


720

Vital readout on forehead, 4 hours

Limbgiver


5,400

Heal or grow damaged limb,

Musclegiver


315

Heal or grows damaged muscle

Neverdeath


5,935

Body in stasis, up to 5 hours

Neverplague


1,080

Disease -8 level for Imbiber, 3 days

Nullpoison


2,700

Removes up to Level 13 poisoning

Painebane


360

Removes all pain, 3 hours

Plaguebane


630

Disease -4 level for Imbiber, 1 day

Poisonbane


5,400

Removes up to Level 17 poisoning

Recall



1,980

Removes amnesia

Sanemaker


5,400

Removes natural insanity

Skingiver


315

Heals skin damage

HERBS*

HEALING 

Adder's Eye*


140

Wound heals x1.5 faster

Agrimony


6

Keeps wound from infection, 3 days

Ayumi’s Song


600,000
Grants s miracle to a person.

Baivel*


1,700

Torn muscle heals x3 faster

Carsil*


360

Keeps wound from infection,11 days

Chalk Senna*


30

Stops nightmares, 1 night

Corn Poppy


30

Sedative

Dergo



1,000

Removes moderate scars, in 4 day

Dwarf Ginseng*

7000

Restores lost memory

Elder Hand*


400

Ceases 20 or less bleeding

Eyeflare*


100

Heals minor eye wounding

Firebrand Parsley*

43

Heals 8 Health in 8 minutes

Hemp



20

Cerebral sedative

Jaylene's Ladder*

400

Neutralizes poisons of up to Lev6

Kilemar*


3,360

Heals bone damage by x3 speed

King Woad*


150

Ceases 13 or less bleeding

Mage's Rest*


530

Neutralizes poisons of up to Lev8

Millenia Plant*

60

Heals burns of up to 9 HE, 4 min

Nord Weed*


3,400

Heals shredded tendons in 4 weeks

Opium Poppy*


78

Reduces PAIN threshold by 35%

Purple Savin*


280

Heals wounds x2 faster

Ralfang*


1000

Neutralizes poisons of up to Lev10

Red Garlic*


100

Keeps wound from infection, 3 days

Serek Stalk*


300

Removes small scars, in 3 days

Sour Flag*


80

Heals acid burns of 13 HE, 15 minutes

Stream Maiden*

85

Brings unconscious down to 25

Ter's Frond*


280

Joins snapped tendon at x5 speed

White Bugle*


70

Ceases 8 or less bleeding 

Winterblue*


48

Reduces PAIN threshold by 60%

Wir*



86

Heals bruises of up to 13 HE, 6min

RITUAL HERBS

Angelica


80

Defense against curses +20

Caraway


200

Used in circle to bind spirits +30

Elder



110

Wards fairies +15

Fennel Spike


200

Wards enchanted creatures +20

Grey Broom


400*

Defense against chaotic mage's +15

Mandrake


275

Defense against prying magic +15

Rue



120

Purifies sites before rituals +25

Tomb’s Moss


50

Used to give +10 to curse attempts

Yarrow



30

Defense against demons +20

POISON HERBS

Aconite


190

Lev11 Paralyzation & suffocation

Arnia



240

Lev6 Heart attack in 1D10 minutes

Ash Cloth*


22,000

Lev17 bleeding & Death in 9 min

Darkburne*


30,000

Lev16 turns flesh to liquid, 30min

Deadly Nightshade

300

Lev9 Convulsions & death in 30min

Death's Basket*

800

Lev13 Flesh rots & death in 2 days

Green Epitaph*

4,500

Lev15 Blisters, death in 8min

Hemlock


400

Lev12 Unconsciousness, death, 7min

Henbane


380

Lev9 Delirium & Death in 18min

Lily of the valley

90

Lev5 Spasms & death in 3 hours

Mandrake


275

Lev6 Hallucinations & death, 50min

Meadow Saffron

300

Lev10 Diarrhoea & death in 2 hours

Monk's Burden


600

Lev16 Loss of vision & death,80min

Poke Weed


50

Lev4 Coma & death in 3 days

Purple Hellebore*

15,000

Lev14 insanity & death in 10 min

Relmavort*


4,000

Lev15 eats heart & lungs in 30min

Thornapple


275

Lev9 delirium & death in 30 min

White Bryony


270

Lev7 vomiting & death in 40 min

WEAPONS

KEY:

D= Damage done by the weapon against health or integrity with each strike. 

S=  The maximum number of times these weapons can strike without penalties in 1 round being of 5 seconds.  

M= The mistake range of the weapon. The greater the mistake figures the more likely the chance of an accident occurring through their use. 

DC= The Defence Capability of the weapon. The greater the DC then the more it can be utilised to protect the holder of the weapon. The DC figure is calculated as used against a sword. 

R=  The range deduction of the weapon for every 10 meter distance. The higher the figure then the shorter the practical firing or throwing range of the weapon.
D 
S 
M 
DC

SWORDS

Bastard Sword



2,400

80
1
2
8

A 100cm 7kg hand and a half wide double edged sword. The secondary hand grips onto the pommel. The sword can be swung with one hand with a –15 negation.

Broadsword



2,240

85
2
3
19

A 107cm 8.4kg cutting sword with a thick wide blade.

Cutlass



540

62
1
3
8  

A 79cm 2kg short heavy sword with a curved singe-edged blade.

Falchion



1,650

80
1
4
14 

A 85cm 4.5kg broad sword with a convex cutting edge and a concave back.
Long sword



1,800

75
1
2
10

A 125cm 6kg doubled edged sword.
Katana




2,350

75
1
2
12

A 100cm 3.5kg curved single edged sword.
Main Gauche



360

40
1
1
11

A 69cm 1.8kg dagger which is carried in the secondary hand. Used to ward off blows and entangle the point of the adversary’s weapon.
Rapier




320

23
2
3
4  

A flexible 100cm 1kg two edged sword with a cup-like hilt.
Sabre




650

42
2
2
6  

Scimitar



600

60
1
2
6  

A 90cm 2.2kg straight edged sword with a wide flat blade.
Short Sword



720

56
1
1
5  

A 54.5cm 2kg straight double edged sword
Standard Sword


1,000

70
1
2
8  

BOWS








D
S
M
R

Composite Bow



425

23
1
2
3

A 112cm reinforced bow with a double bend at the centre.
Heavy Crossbow 


225

35
.1
3
2

A 85cm 2.6kg weapon needing a winch to extend the string.
Light Crossbow


325

20
1
3
6

A 38cm 1kg horizontal bow that fires bolts. Can be loaded and set to fire when triggered.
Long Bow



250

13
3
2
8

A 151cm hand –drawn bow.
Short Bow



83

13
3
2
11

ARROWS

KEY:

D=Damage.   M=Mistake changes.   R=Range alterations.  AS=Armour strength changes to target.

D
M
R

AS

Standard



2

0 
0
0

0

Acid




35

20
2
x1.3

-2

The arrow’s tip contains a glass vial plugged  with wax. In the vial is nitric acid which does burn and puncture damage.
Bladed




40

27
1
x1.2

-1  

The point of the arrow has a triple bladed protrusion with serrated edges. Does laceration and puncture damage.
Coned*




10

34
2 
x1.4

-2

The arrow head consists of a tightly wound razor spring in the shape of a small cone which unravels on impact.
Diseased



222

0 
+3
x1.1

0

Tip contains a putrefying bacteria which germinates within the host’s body. The disease is sealed in wax and is a Level 8 potency. (58 added to roll) The disease spreads rot and kills in 6 hours.
Eagle Eye*



182

0 
0
0

0

An enchanted arrow. The firer receives a mental image of what the arrow would see when airborne.
Flare*




540

0 
0
x2

0

When fired into the air this arrow bursts into a radiant sphere which illuminates 60 meters of landscape into the equivalent of full daylight. Shines for 30 minutes. This light does no damage when fires the arrow itself vanishes to be replaced by the erupting light.
Furnace* 



1,800

200
2
/2

0

When arrow enters material it causes 40cm of area to burn. Does burn, avulsion and puncture damage.
Heatfinder*



362

0
0
/2

0

An enchanted arrow. Which turns in the air and follows its target. The target must have a source of heat.
Lethal




5,000

0
2
x1.2

+1

An enchanted arrow which will kill the target regardless of where the target is struck.
Pronged*



20

15
3
x1.5

+1

An arrow with four metal prongs concealed at its tip. Upon impact the prongs extend. Used primarily to attach onto surfaces for climbing.
Slice*




720

0 
0
0

0

When fired the arrow leaves behind a web-like strand from the firer to the arrow. This strand has a remarkable strength and excellent cutting ability. If fired across a trail the arrow can cut through what passes by. The strand breaks down after 4 hours. The strand does +180 slicing damage.
Spinblade*



1,262

102
0
0

-3

When the arrow makes contact with the target the metal tip expands as a rotor and spins into material. Does slashing damage as well as some avulsion damage.
Stun




250

0
+1
x1.1

+1

A non lethal arrow causes the target to be at half Priority Statistics for a Percentile Roll of rounds.
Winged




20*

0
0
/1.5

0

CLUBS

D
S
M
DC

Club




20

45
1
2
8  

A 89cm 4kg stout stick, usually thicker at one end.
Cudgel




150

40
1
2
7  

A 62cm 2kg club with a wide striking end reinforced with metal rings.
Flail




230

56
2
4
13

A 167cm 4kg wooden pole with a short free swinging chain and spiked metal ball
Mace




210

75
1
3
8  

A 97cm 5kg club with a spiked or flanged metal head used to break through armour.
Spiked Club



405

63
1
4
7  

KNIVES








D
S
M
DC
R

Dagger




120

18
5
2
4
50

A 33cm 0.5kg pointed weapon with double edges used for both stabbing and slicing.
Flick Knife



40

16
5
4
3
57

A 22cm 0.25kg blade which can be retracted and concealed within the handle.
Kayben




150*

21
3
3
4
38

A 39.5cm 0.7kg dagger-like weapon with a rippled double edged blade does puncture damage.
Throwing Knife


40

15
2
1
2
10

A 21cm 0.5kg slim knife with a metal blade and hilt
Stiletto



90

15
3
3
3
60

LONG ARMS

D
S
M
DC

Awl Pike



170

45
1
2
50

A 3.2m 5kg wooden pole with a wide flat blade at the end.
Lance




340

54
1
6
7

A 4m 5.3kg wooden shaft with a double edged and pointed blade at its end
Staff




50

35
2
2
13

A 2m 0.8kg wooden pole.
AXES

Battle Axe



1200

85
1
2
8

A 101cm 8.5kg pole with a broad flat blade at the end with a spike on the reverse edge.
Hatchet



150

33
1
7
4
R=18

A 34cm 1.4kg wooden pole with flat single edge blade.
WHIPS

Battle Whip



500

43
1
6
27

A 3.5m 5kg flexible leather lash studded with spikes and metal weight. The whip can be used to grapple foe. The dagger hilt can be used as a secondary stabbing device D=15.
Bull Whip



305

23
1
5
20

A 350cm 5kg flexible leather lash fixed to a rigid leather handle.
Lash




60

6
2
2
5

A 98.5cm staff with many leather thongs studded with metal fixed to its end.
MISCELLANEOUS WEAPONS

D
S
M
DC
R

Blow Gun



40

8
2
5

23

A 50cm long narrow pipe in which darts or pellets are blown through
Bola




67

12
1
7

20

A 83cm piece of rope with weight at the ends used to entangle or trip foes.
Boomerang



50

21
2
3

18

A 52cm flat curved missile usually of wood that can be hurled so that it can return to the thrower.
Chain




8 

32
5
6
10
23

A 89cm connected flexible series of links of metal.
Chambered Caster


1,690*

16
3
5

13

A 76cm 2kg two-handed projectile weapon that fires acid stored under pressure in a glass canister. 1 canister contains 500mls of 130 acid bursts.
Choveh*



2,000

Varies

A 153cm 2kg bladed weapon. Having two handles of wood fixed to a metal pipe with three blade ends. A long serrated curved blade of D=37, A dagger-like end of D=18 and a hooked spike of D=40
Flintlock Pistol


380

0
.3
8

17

A 35cm 5kg primitive light firearm. It needs 1 ounce of black-powder to fire. The weapon may be kept loaded with only the fuse needing to be lit to ignite the powder.

Gauntlet 



280

15
2
1
5

A protective glove worn as a part of armour with spikes on the knuckles.
Ka-Quamatan*



528

Varies

A 0.63kg hope like weapon with a soft leather handle. Can alter into three different forms using pressure pads. A weapon traditional to Wrenarch. 

As a Disk 




D=23 
S=3 
M=3 
DC=5 
R=7. 

As a Grapple 




D=20 
S=2 
M=2 

As a Sabre 




D=60 
S=1 
M=4
Pelet*




1,000

24
4
2
18

A 231cm 4kg pole arm with blades at both ends. 

A spiked end 




D=24 
S=4 
M=2 
DC=18. 

An Axe end. 




D=43 
S=2 
M=3 
DC=22. 

It’s wooden shaft is 45mm thick. The weapon if of Dor-Kartian origin.
Scarabor*



270

33
.5
6
3
11

A 58cm 1.5kg wooden projectile weapon that fires serrated edged metal disks. Can be strapped onto a forearm or leg and is fired by pulling a metal lever. Of Dor-Kartian origin.
Scythe




320

57
1
3 
12

A 190cm wooden pole with a half circle curved flat blade at its end.
Shurikan



15

13
2
1 

8

A small flattened star shaped disk with sharpened edges which is thrown.
Spear




110

35
1
1

30

A 200cm 1.5kg slim wooden pole with a sharp metal head fixed at one end.
Triblade*



270

31
2
4
6
36

A 90cm 0.95kg knife-like weapon with 3 blades projecting from its sides and front. At it’s centre is a hollow grip padded with suede.
War Hammer                       300

78
1
3
5

A 83cm 5kg stout staff with a blunt striking stone piece fixed to its end.
WEAPON ACCESSORIES

Tint water immersion*

10

When metal is immersed in Tint water it will change to the colour of the liquid.

Sword Scabbard


50

Stun Dart



250

Shot of 100 balls


20

Scarabor Disk Holder*

5

Scarabor Disk*


14

Powder Horn



22

Lev10 Lethal poisoned dart

5,000

Knife Scabbard


20

Flintlock Fuse 1 meter

35

Flintlock Licence annual

400

Blow Dart



3

Black powder 1 ounce

8

Acid Refill Canister

50

ARMOUR:

KEY:

AS= Armour strength, higher the better. AP= Action Penalty, This figure is used to subtract from a character’s actions due to encumbrance. Area The area that the armour covers and protects.
AS
AP
Area

Aventail



75
5.5
12
Neck

Breastplate Leather


168
3
15
Chest/Abdomen

Breastplate Metal


350
7.5
24
Chest/Abdomen

Coat Hard Leather


540
2.5
25
Arms/Leg/Torso

Coat Soft Leather


420
2
20
Arms/Leg/Torso

Full Mail



500
6.5
30
Arms/Upper Legs/Torso

Full Plate



4,140
7.5
45
Entire Body

Greaves Leg Leather


65
2.5
4
Legs

Greaves Leg Metal Plate

310
6.5
18
Legs

Greaves Plate



160
6.5
15
Arms

Greaves Leather


65
2.5
2
Arms

Half Plate



2,300
7
40
Entire Body

Jerkin




60
2
4
Abdomen

Mail Shirt



410
5.5
23
Torso/Upper Arms

HELMETS

Full Helm



430
7.5
20
Skull/Neck/Face

Hard Leather



67
2.5
5
Skull

Helm




130
6.5
10
Skull

Pot Helm



159
7.5
13
Skull

Soft Leather



48
2
3
Skull

Visored Helm



540
7.5
20
Skull/Neck/Face

SHIELDS

Standard



275
7.5
10

Full




385
8
23

Target




50
5.5
5

Wall




539
7.5
30

PACKAGED ITEMS

These are a set of items compiled to follow a particular theme. Because they come in a standardised pack the total price is slightly less than if each item within were to be purchased separately. If a player does not wish to have a particular item in their packaged item then the Wordsmith should charge the total cost of all individual items.

ARCHER'S SET

2 Winged arrows

40

2 Acid arrows


70

3 Stun  arrows

750

3 Pronged arrows

60

5 Coned arrows

50

5 Bladed arrows 

20

Long Bow


250

Quiver



10

TOTAL 1,200

ARCHER'S DELUXE

1 Spinblade arrow*

1,262

2 Diseased arrows

444 

2 Furnace arrows*

3,600

2 Eagle eye arrows*

364

2 Flare arrows*

1,080

3 Slice arrows*

2,160

3 Lethal arrows

15,000 

5 Heatfinder arrows*
1,810

+50 Long Bow


875

Quiver



10

TOTAL 26,300

ASSASSIN

6 Shuricans


90

3 Aconite Lev11 darts
570

10cm Steel needle

4

Dagger



120

Folding pouch


32

Poison vial Henbane Lev9
380

Retractable blowgun

40

Spun steel garrotte*
36

TOTAL  1,250

CAVALIER

Boots sued


50

Cowled cloak


110

Fine hat


24

Inn package


90

Leather gloves

30

Money pouch


7

Scabbard knife

2

Throwing knife

40

TOTAL  360

CAVALIER'S DELUXE

Boots sued


50

Cowled cloak


110

Fine hat


24

Inn deluxe 3 nights

495

Leather gloves

30

Money pouch


7

Scabbard knife

2

Throwing knife

40

Condom Sued


4

TOTAL  760

CITY

Abacus



14

Inn package


90

Money belt


7

Sheep's gut condom

3

Small mirror


6

Waterskin


25

Whistle


1

TOTAL  138 

EXPLORER'S

Climbing pick


70

Compass


240

Hand axe


230

Magnifying glass

40

Rope



45

Telescope


320

TOTAL  940 

EXPLORER'S DELUXE

10 Sheets paper

10

Backpack


57

Climbing pick


70

Compass


240

Graphite pencil

3

Hand axe


230

Hour watch


90

Magnifying glass

40

Superior rope


146

Telescope


320

TOTAL  1,200

FIGHTER'S

20 Arrows


40

Dagger



120

First aid kit


30

Knife scabbard

20

Leather jerkin AS-4

60

Light crossbow

325

Long sword


1,800

Quiver



10

Sword scabbard

50

TOTAL  2,450

FIGHTER'S DELUXE

Arm Greaves, Leather
43

Arrows, Bladed set of 10
40

Arrows, Coned set of 5
50

Arrows, Winged set of 5
25

Breastplate, Metal

350

Elder Hand Bark

400

First Aid Kit


31

Full Helm


430

Knife Scabbard

20

Light Crossbow +30

813

Long Sword, Enchanted*
4,100

Quiver



12

Steel Dagger


192

Sword Scabbard

50

TOTAL  6,550

FIGHTER'S ULTIMATE

Archers Set Deluxe*

26,307

Arm greaves steel

256

Battlemorph potions 2 of*
11,784

Breastplate Spun Steel
1,645

Dagger Spun Platinum
13,320

Deathspike potions 3 of*
5,400

Fastheal potion*

1,800

Full Helm Platinum

13,115

Healers Deluxe Package*
1,540

Knife Scabbard

20

Lighting potion*

2,700

Longsword*


246,740

Enchanted +50 Bluesteel

Sword Scabbard

50

TOTAL 324,000

FIRST AID KIT

Alcohol


5

Bandages


4

Pain killer


12

Pouch



7

Tweezers


5

TOTAL  30

GROOMING KIT

Comb



2

Holding Purse


7

Razor



4

Small mirror


6

Soapstone


4

Toothbrush


2

TOTAL  22

HEALER'S

2 White bugle leaves*
140

Carry satchel


38

First aid kit


30

Jaylene's ladder leaf*
400

Red garlic clove*

100

TOTAL 700

HEALER'S DELUXE

2 King woad pastes*

300*

Carry satchel


38

Firebrand parsley*

43*

First aid kit              30

Garsil paste*


360*

Mage's rest*


530*

Purple savin bark*

280*

TOTAL  1,580

INN

Bath



10

Care of horse


5

Clothes cleaned

8

Large meal


8

Light meal


3

Lodgings


50

Normal meal


5

Stables


5

TOTAL  90

INN DELUXE

Bath



10

Care of horse


5

Clothes Cleaned & Pressed
8

Entertainment


15

Fine Chilled Wine

30

Grand Meal


18

Horse Groomed


4

Large meal


8

Light meal


3

Lodgings


50

Massage


13

Normal meal


5

Stable



5

TOTAL:  165

MAGICIAN'S

4 High glass vials

160

4 Ceramic jars

16

10 Sheets parchment

40

Ceremonial cloth

100

Graphite pencil

3

Shoulder case


50

Wand holder


1

TOTAL  360 

MAGICIAN’S DELUXE

2 Graphite pencils

6

4 Ceramic jars

16

5 High glass vials

200

20 Sheets parchment

80

Ceremonial cloth

100

Ink jar


9

Quill



25

Shoulder case


50

Steel jar


32

Wand cleaning kit

50

Wand holder


1

TOTAL  560

MAKEUP KIT

Brow brush


4

Eyeliner


2

Eye shadow


3

Lash comb


8

Lip gloss


8

Powder blusher

5

Round brush


13

Small brush


4

Small mirror


6

TOTAL  52

PILGRIM'S

Blanket


15

Cowled Cloak


110

Fishing Net


20

Flint



3

Hat



19

Knife



10

Waterskin


25

TOTAL 200

SCIENTIST'S

Ceramic jars set of 2
80

Inc Jar


9

Minute pocket watch

230

Paper 10 Sheets

10

Quill



25

Thermometer


8

TOTAL  360

SCIENTIST'S DELUXE

Abacus



14

Barometer


200

Beam balance set

70

Ceramic jars set of 4
160

Compass


240

High glass vials set of 5
200

Inc jar


9

Microscope


380

Minute pocket watch

230

Paper 20 Sheets

20

Quill



25

Sextant


1,000

Shoulder case


50

Star map


80

Tape measure 4m

6

Thermometer


8

TOTAL  2,770

THIEF

Acid vile


45

Disarm pick


70

Glass cutter


80 

Lockpick


35

Magnet



6

Skeleton key 8%

60

Small mirror


6

Wire 40cm


8

TOTAL  308

THIEF'S DELUXE

3 Acid vials


135

Disarm pick +20

200

Glass cutter


80 

Lockpick +10


50

2 Magnet


12

Skeleton key 20%

300

Small mirror


6

Wire 240cm


30

TOTAL  810

TRAPPINGS

Chaff bag


5

Harness


28

Horse blanket


15

Reins



20

Saddle



380

Saddle bag


38

Saddle scabbard

50

TOTAL  530

TRAVELLER'S

1 Person tent


237

2 Torches


16

3 Kept rations

105

3 Waterskins


75

Back pack


57

Bed roll


85

Compass


240

Cowled Cloak


110

Flint



3

Rope



46

Tinder box


6

TOTAL  950

TRAVELLER'S DELUXE

2 Torches


16

2 Person tent


356

3 Waterskins


75

4 Kept rations

140

5 Candles


10

Back Pack


57

Blizzard bed roll

119

Compass


250

Cooking pot


25

First aid kit


30

Flint



3

Lantern


45

Superior rope


146

Tinder box


6

Wood saw


34

TOTAL  1,310

CONVERSIONS

MATERIAL           VALUE




Iron               0.01 coppers

Tin                0.1 copper

Copper pieces      Equivalent to 1 dollar

Bronze             10 coppers


Silver             100 Coppers


Gold               1,000 Coppers


Platinum           10,000 Coppers


Kryiejan           100,000 Coppers


Lined Kryiejan     1,000,000 Coppers


FIGURINES*

Figurines are made from tinted crystal. They are generally 10cm in height. Upon being smashed a magical servant or enchanted object is conjured, the crystal dissolves into a fine powder. Figurines can also be snapped to work. The user must consciously want a spell to activate when the figurine is broken.
Assassin           2,990         AV 60 WP 70 Skill 27, 3 hours


Battlemage         13,000        AV 79 WP 86 Skill 40 SP 2040, 1 day

Boat               30,000        Fits 15, needs 1 crew 4 days

Butterfly          1,400         5.5m wingspan can be ridden, 1 day

Cabin              5,635         2 rooms, furnished & food, 2 days

Castle             143,571       40 rooms, 4 weeks

Cavalier           2,135         AV 78 WP 67 Skill 26, 1 day

Cliff Dragon       23,000        AV 92, 1 day

Coach              2,785         4 seats, 2 horses 1 driver, 8 hours

Cook               2,000         AV 70 WP 60 Skill 30, 2 days

Exotic Dancer      500           AV 70 AP 76 WP 40 Skill 30, 1 dance

Fighter            1,557         AV 67 WP 50 Skill 26, 1 day

Grand Warrior      5,635         AV 90 WP 87 Skill 45, 1 day

Healer             6,642         AV 50 WP 60 Skill 29 No magic, 2 days

High Assassin      4,564         AV 78 WP 90 Skill 37, 7 hours

Horse              838           With trappings 3 days

Hourglass          45,000        Freezes time for 6 hours

Hunting Falcon     740           AV 60, 4 days

Lantern            325           14m light range, hovers, 12 hours

Mounted Cavalier   6,642         AV 78 WP 67 Skill 36, 2 days

Mounted Fighter    2,378         AV 67 WP 50 Skill 26, 1 day

Mushroom           800           12 dozen at 3,8m high, edible, 2 days

Noble Warrior      2,885         AV 85 WP 75 Skill 45, 1 day

Oasis              6,707         30m diameter, 4 days

Pantaral           6,000         AV 78 HE 850, 1 day

Porter             100           AV 70 WP 50 Skill 12, 4 days

Quill              595           Self recording book for 100 pages

Racing Horse       700           With trappings, 2 days

Ranger             2,225         AV 75 WP 54 Skill 28, 3 days

Sailor             4,564         AV 63 WP 54 Skill 17, 4 weeks

Ship               57,857        Fits 250, 20 crew supplied, 14 weeks

Sleeping girl      7,000         Brass bed with 5 imps fits 3, 2 days

Sleeping woman     9,728         Brass bed with 7 imps fits 5, 4 days

Sloop              21,300        Fits 100, needs 6 crew 34 days

Spoon              425           3 course banquet for 2 people, 2 hours

Tree               1,428         Chestnut, 36m, 2 days

War Horse          2,478         With trappings, 7 days

War Mage           12,857        AV 50 WP 86 SP 400, Life Blood, 1 day

MINDSCAPE FUTURISTIC ITEMS

CYBER-WARE

VISUAL

Anti Flash


220

Artificial Eye

753
Sight Perception of = 60

Image Enhancer

300
Sight Perception of +22

Image Enhancer Mark 2
800
Sight Perception of +40

Low Light


220
Dim light as full daylight

Micro video


300
Stores 3 hours.

Micro-optics


170
x6 magnification

Remote Weapon link

115 

Sonic Sight


390
Can see sound waves as varying hues.

Target Scope


400
Aiming +11

Target Scope Mark 2

900
Aiming +20

Target Scope Mark 3

1,440
Aiming +30

Tele-optics


220
Magnification x2

Thermal Imager

200
Temperatures shown by varying hues.

X-Ray



300
Penetrates 2cm most materials

X-Ray Mark 2


900
Penetrates 5cm most materials

AUDITORY

Artificial Ear

512
Hearing Perception of = 65

Equaliser


199
Removes unwanted sound

Radar



415
Creates a 3-dimensional image from an echo.

Sound Intensification
260
Hearing Perception of +35

SCENT

Artificial Nose

240
Smell Perception of =65

Nasal Filter


79

Scent Analyser

112
Can distinguish 500 different chemicals

Scent Intensifier

190
Smell Perception of +25

MENTAL

Adrenal Override

11,000


+20 to actions. Signals body's adrenal glands to activate producing stress inducing adrenaline. Causes temporary increase in physical ability. Conversely 1% chance of physical injury when first activated and for each further 30 minutes that the Override is active as the strain upon the user's body is very great. Injuries could include heart attack, stroke, or coma.

Everwake


3,000
Removes the need for sleep

Image Storage Chip

3,000
Stores 400x (1000 by 1000) pixel images.

Memory Chip


5,027
+30 to Memory.

Neural Interface

800


Virtual Reality implant. Enables user to enter a computer's matrix with a subdermal electrical plug.

Pain Editor
400


Lowers or removes pain sense. May mean that injuries are not detected by

user which may lead infection and blood loss.

Personality Chip

2,300
Can store 2 personalities.

Radiation Sensor

248

Skill Chip


2,504


Initial purchase of 1 skill point plus a 5% increase to cost for each skill level.

Sleep Master


2,456


User can set times to sleep and awaken with an accuracy of seconds.

Suicide Chip


200

One use only. Causes instant, painless death.

Temperature Sensor

248
Accurate to .1 of a degree Celsius.

Time Sensor


210
Accurate to .001 of a second.

ANATOMICAL

Bone Hardening

3,000

+30%

Bone Hardening

8,000

+50% 

Chameleon Skin

680

User can change hue/pattern in 1 round.

Digester


9,000

Most organic matter to be consumed as food

Gills



2,000

User can breath underwater.

Hydraulic Appendage

190,000
+150 ST   +40 DX   +30 AG

Hydraulic Appendage Mark 2
7,900

+20 ST    +10 DX

Hydraulic Appendage Mark 3
16,000

+40 ST    +15 DX   +10 AG

Hydraulic Appendage
Mark 4
36,000

+88 ST    +25 DX   +20 AG

Lantern


300

Can provide continuous 2m light  

Muscle



1,440

+10 ST

Muscle Mark 2


4,602

+20 ST

Muscle Mark 3


9,600

+35 ST

Precision Hand

8,000

+5 DX     +7 AG 

Precision Hand Mark 2
13,220

+15 DX    +10 AG 

Precision Hand Mark 3
34,000

+26 DX    +17 AG 

Speed Strip


3,800

+10 QU

Speed Strip Mark 2

9,000

+15 QU

Speed Strip Mark 3

19,000

+20 QU

Webbing


220

x1.3 swimming speed

Wings



24,000

3m span, flight at sprinting speed

BIOLOGICAL WEAPONRY     

Acidic Blood                 5,000

Acidic Saliva                5,200

Claws                        500      Retractable +20 slicing damage.

Fangs                        290      Retractable +15 puncture damage.

Stinger                      500      Does lev4 pain damage.

Tail                         1,000    Up to 3m

Tusk                         230      Does +35 puncture damage.

CYBERNETIC WEAPONRY

Blade                        1,112    Retractable +30 puncture/slicing damage

Cyber-gun Holster            2,100

Dart-gun                     240

Fangs                        260      Retractable +15 puncture damage.

Flamer                       1,340  

Fragmentation Grenade Mk 1   8 

Laser                        3,500    For Grenades

Launcher                     2,300    For Mk1 to Mk 8 Missiles

Mini Launcher                3,200    For Mk1 grenades & Missiles

Rammer                       890      +30 Crushing Damage

Slashers                     884      +30 slicing damage

HEALTH 

Biomorphic Immersion.

Is a treatment in which the subject is immersed in a holding tank and is irradiated with a field that causes spontaneous evolution/mutation. Usually the resulting modification is beneficial, though converse and slighter lesser negative affects. Each stage brings about changes of greater manifestation. The increase is a multiplier to the Statistic or skill.

Biomorphic immersion Stage 1 
6,000


Biomorphic immersion Stage 2 
23,000
Will no longer be human.
Affect x1.2

Biomorphic immersion Stage 3 
60,000




Affect x1.4

BIOMORPHIC INCREASE TABLE A

ROLL         STATISTIC    SKILL 

1 to 2        x1.05       x1.1    

3 to 4        x1.1        x1.2    

5 to 6        x1.15       x1.3     

7 to 8        x1.2        x1.4    

9 to 0        x1.25       x1.5   

BIOMORPHIC DECREASE TABLE B

ROLL         STATISTIC    SKILL   

1 to 2       /1.03

/1.1     

3 to 4       /1.05 

/1.2   

4 to 6       /1.10

/1.3    

7 to 8       /1.15

/1.4     

9 to 0       /1.15

/1.5    

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
Healer x2 healing speeds     
7,000

Healer x3.5 healing speeds

12,000

Micro Drone



16,000    x5 healing speeds

Micro Drone Mark 1


24,000    x8 healing speeds

Micro Drone Mark 2


34,000    x12 healing speeds

Resurrector



82,000

Brings user to life once only. Body must exist in a more or less complete state.

ARTIFICIAL BODY PARTS

Arm                          8,000

External Genitals Female     2,832

External Genitals Male       4,861

Finger                       944

Foot                         4,000

Hand                         4,720

Leg                          8,000

Toe                          300

CONSTRUCT CONTAINMENT

Mechanised Body Mark 1       


141,772

186cms 120kgs. 

ST=90 QU=70 AG=65 PE=70 MP=SAME EN=180

ME=SAME DC=34 AV=69 HE=3100 AS=4.5
Mechanised Body Mark 2       


290,000

190cms 180kgs.

ST=140 QU=87 AG=75 PE=89 WP=SAME EN=210

ME=SAME DC=44 AV=88 HE=3400 AS=5
Mechanised Body Mark 3       


620,000

190cms 220kgs.

ST=202 QU=109 AG=110 PE=99 WP=SAME EN=240

ME=SAME DC=57 AV=114 HE=4000 AS=7
Polymorphic Alloy Body       


13,440,000

 
ST=190 QU=90 AG=114 PE=90 WP=SAME EN=200 



ME=110 DC=54 AV=107 HE=10880 AS=7.5
VEHICLES

KEYC:
Passengers = Number of extra passengers that can be carried.

Km = Range of vehicle before needing to be re-energized.

Max = The maximum speed the craft can reach on a level surface.
GROUND MOTORISED

CYCLES

                                 Passengers   Km       Max

1kw Mark 1           220          0           130      100    

1kw Mark 2           288          0           140      110

1kw Mark 3           366          0           149      120

2kw Mark 1           562          1           160      180

2kw Mark 2           800          1           200      200

2kw Mark 3           1200         1           280      220

3kw Mark 1           1600         1           320      360

3kw Mark 2           1900         2           340      380

3kw Mark 3           2400         2           360      400

6kw Mark 1           4080         2           640      720

6kw Mark 2           5280         2           670      750

6kw Mark 3           6000         2           680      780

10kw Mark 1          7680         3           1200     1000

10kw Mark 2          9120         3           1300     1100

10kw Mark 3          12000        3           1350     1200

SEDANS

2kw                  1650         1           110      120

2kw Mark 2           2280         1           120      130

2kw Mark 3           2640         1           128      142

3kw                  2880         2           160      180

3kw Mark 2           3480         2           170      195

6kw                  4600         3           213      240

6kw Mark 2           5520         3           220      250

6kw Mark 3           6400         3           250      280

10kw                 14000        4           355      400

10kw Mark 2          16100        4           370      430

10kw Mark 3          19200        4           385      443

20kw                 28200        4           639      760

20kw Mark 2          33600        4           650      785

20kw Mark 3          39600        4           670      795

30kw                 48000        5           870      1000

30kw Mark 2          55200        5           930      1100

60kw                 96000        5           1566     1800

60kw Mark 2          115200       5           1600     1910

80kw                 153000       6           1740     2000

80kw Mark 2          168000       6           1800     2180

BOATS

1kw                  1200         0           64       40

2kw                  1800         1           60       32

3kw                  3400         2           60       36

6kw                  5200         3           80       52

10kw                 7000         3           220      84

20kw                 9000         4           220      140

30kw                 11000        4           308      172

60kw                 19000        4           554      309  

80kw                 32000        5           664      370

SPEED BLADES (Motorised self powered inline skates)

100w                 180                      10       40

200w                 330                      18       70

300w                 540                      25       100

600w                 950                      45       180

1kw                  2400                     63       255

ANTI-GRAVITY HOVER VEHICLES

20kw                 48000        1           216     150

20kw Mark 2          52000        1           225     165

20kw Mark 3          53500        1           233     180

30kw                 91200        3           154     135

30kw Mark 2          98400        3           165     145

30kw Mark 3          103200       3           180     160

60kw                 123000       3           324     288

60kw Mark 2          130000       0           962     864 

60kw Mark 3          132000       3           340     300

80kw                 150000       3           453     400

80kw Mark 2          172000       0           1200    1285

1mw                  450000       3           3624    3200

2mw                  600000       3           6523    5760

3mw                  720000       3           9784    8640

6mw                  900000       3           17611   15552

TRANSPORT

Teleportation 2000 credits for each Light Years distance.

PUBLIC TRANSPORT TICKETS

3rd Class per hour 2 

2nd Class per hour 5

1st Class per hour 15

ACCOMMODATION

20,000 x number of rooms. Different location will cause alterations to the base price these are.

Outpost    /5 

Rural      /2.5

Suburban   0


Urban      x2.5

Central    x8    

Rental per 24hours is purchase cost /1500

STARCRAFT

The following Starcraft include the following basic equipment.

01 Nuclear drive engine

02 Distress Signalling unit.

03 Life support system.

04 Berth type quarters.

05 mini-computer.

06 Mark 1 communications device.

07 Mark 1 radar.

08 Mark 1 sensor device.

KEY:

RM= Number of rooms. Not counting storage space.

T= Tonnage of vessel. 1 ton is equal to 4,834 integrity points.

C= Cargo space in cumets  ( Cubic meters ).
SMALL CLASS VESSELS

                               Rooms       Tons     Cargo

             1,800,000         1           46       1

Mark 2       2,376,000         2           60       2

Mark 3       3,112,560         3           78       4

Mark 4       4,090,300         4           100      7

Mark 5       5,360,000         5           128      10

MEDIUM CLASS VESSELS

             4,800,000         6           163      13

Mark 2       6,295,392         7           200      17

Mark 3       7,000,000         9           240      22

Mark 4       8,000,000         12          288      30

Mark 5       9,600,000         15          340      40

LARGE CLASS VESSELS

             12,400,000        16          390      55

Mark 2       18,000,000        19          447      70

Mark 3       25,300,000        24          512      90

Mark 4       35,000,000        30          586      110

Mark 5       45,500,500        40          700      160

HUGE CLASS VESSELS

              87,000,000       41          836      230

Mark 2

105,200,000      60          1,038    300

Mark 3

120,000,000      88          1,488    400

Mark 4

160,000,000      130         1,898    650

Mark 5

240,000,000      183         2,617    1,040

VAST CLASS VESSELS

1,225,000,000        934          13,730        30,200

Mark 2

5,639,000,000        4,300        60,200        132,000

Mark 3

57,166,000,000       43,592       523,104       580,000

Mark 4

649,000,000,000      160,500      1,284,000     2,548,000

Mark 5

7,389,000,000,000    890,000      7,120,000     28,193,000

STARCRAFT HYPER-DRIVE ENGINES

The speed of a Starcraft in hyperspace is limited by an increase in the mistake range. There are 10 warp levels and  each warp has 10 impulse levels. At impulse 1 with a 1% chance of a failure a craft travels at the speed of 1 light year every 100miniutes or 1.7 hours. While in H-space a vessel can not change direction, fire weapons, use tractor beams, collide with matter, accelerate or decelerate or have radio communications with craft outside of H-space. 1 light year in H-space takes 100 minutes at impulse 1. A warp 3 is equivalent to impulse 30 which reduces 100minutes to /30 = 3.3 minutes. The mistake increases to 30%.  Using the 2D10 the pilot would need to roll over 30 to not be subject to a hyperspace mistake.

Different environments (ones not in the vacuum of space) give less duration and speeds. 

Normal Space x1000 at 1 million km/h, 

Atmosphere x100 at Mach 1 or 1000 km/h, 

Underwater x3 at 100 km/h, 

Inside a Gas Giant, Planet /10 at 50 km/h.

Hyperspace Mistake Chart

1  -10

2  -25

3  -40

4  -70

5  10% extra fuel consumed

6  -70 15% extra fuel consumed

7  All fuel consumed

8  Light Breakage

9  Heavy Breakage

0 Craft thrown into a random location within a radius equal to planned jump

   distance & heavy breakage.

NUCLEAR

                            Duration in hours.   Maximum speed in warp rating.

Small       300,000            5                    1

Medium      360,000            14                   4.6

Large       2,604,000          44                   3.2

Huge        18,510,638         165                  3

Vast        260,638,297        1485                 2

FUSION

Small       360,000            7                    2.2

Medium      1,008,000          17                   5.7

Large       1,570,800          52                   5.5

Huge        13,200,000         195                  5

Vast        187,400,000        1755                 3

PLASMA

Small       561,600            10                   3.4

Medium      1,570,800          26                   6.9

Large       4,872,000          82                   6

Huge        42,300,000         307                  5.5

Vast        604,000,000        2763                 4

EDGED PLASMA

Small       740,000            13                   4

Medium      2,081,000          34                   7.6

Large       6,455,262          109                  7

Huge        63,000,000         408                  6.2

Vast        905,000,000        3672                 5

ANTI-MATTER

Small       900,000            13                   5

Medium      2,583,000          42                   8

Large       8,100,000          137                  7.5

Huge        84,000,000         512                  7

Vast        1,206,000,000      4608                 6.2

STARCRAFT ACCESSORIES

ASTROGATION CHAMBERS (Holographic platform to assist in navigation)

CODE:

                                 Magnification in Light Years

              5900               From 30 to  5    

 Mark 2       7080               From 60 to 3

 Mark 3       11328              From 160 to 1

 Mark 4       16992              From 340 to 1 million km

CRYOGENIC CHAMBERS (Places occupant in stasis)

                                 Time.

              28500              8   months

Mark 2        38900              2   years

Mark 3        44900              8   years

Mark 4        68200              79  years

Mark 5        200000             299 years.

Standard service kit P:3000  Fluid cleaner, battery, drugs.

COMMUNICATIONS

                                  Range in Light years

              2900                1

Mark 2        3800                2

Mark 3        8900                5

Mark 4        15200               12

Mark 5        25000               20

Mark 6        40000               40

Mark 7        64200               61

Mark 8        105900              82

Mark 9        172000              139

Mark 10       259250              198

SENSORS (Can detect a vessel that is using radar or communications)

              3500                3

Mark 2        4800                5

Mark 3        7900                12

Mark 4        16400               26

Mark 5        23890               56

Mark 6        38900               90

Mark 7        66800               142

Mark 8        110900              200

RADAR (Active pulse with detailed information received) 

NOTES Gives information on size, location, speed, heading of non-cloaked vessels

              340                 1km

Mark 2        714                 5km

Mark 3        930                 10km

Mark 4        1200                25km

Mark 5        2800                50km

Mark 6        4900                100km

Mark 7        8000                250km

Mark 8        20000               500km

Mark 9        45000               5000km

Mark 10       100000              25000km

Mark 11       230000              100000km

Mark 12       480000              500000km

Mark 13       700000              1 million km

SCANNERS (Detailed active pulse)

NOTES: life-forms, type, engines, weapons, shape, location, size, speed, and heading of non cloaked vessels.

              2800                5m

Mark 2        3800                10m

Mark 3        5000                15m

Mark 4        8000                25m

Mark 5        10000               50m

Mark 6        14000               120m

Mark 7        1900                250m

Mark 8        22000               500m

Mark 9        25000               850m

Mark 10       30000               1km

Mark 11       40000               2km

Mark 12       55000               5km

LABORATORIES

NOTE: Partial labs may be purchased so that a single room can be a hybrid lab, e.g. 35% Technical 65% Biological

Archaeology       20000     Study and test artefact

Astro Chemistry   45000     Study the chemistry of celestial bodies.

Biology           25000     Study & test the properties of life-forms

Chemistry         30000     Test and create chemical substances.

Computer          60000     Repair, and test complex machinery

Forensics         30000     Discover and test criminal evidence.

Metallurgy        23000     Test, mix and create metals and alloys.

Physics           30000     Study & test the physical properties      

Planetology       50000     Study the behaviour of planetoids.

TYPES: (How well supplied and state-of-the-art the laboratory is)

Basic          /2    -20 Attempts

Extensive      x1.5  +20 Attempts

Fully equipped x2.5  +35 Attempts 

WORKSHOPS

NOTE: Partial shops may be purchased as the Laboratories.

Electronics       28000     Engineer and repair devices.

Weapons           40000     Engineer and repair weapons & weapon systems.

Computer          37000     Engineer and repair computer hardware.

TYPES: (How well supplied and modern the workshop equipment is)

Basic     /3

Extensive x2

Full      x3

SHIELDS (Extra armoured cladding and energy fields)

Cost is calculated as AS x strikes to withstand x craft size

CRAFT SIZE

Small        0

Medium       x3

Large        x5

Huge         x20

Vast         x45

QUARTERS (Personnel Living and sleeping areas)

Berth          1000 

Cabin          3000 

Meeting room   15000

Secured Room   31000

Stateroom      25,000

TRACTOR BEAMS

Cost is figured by the tonnage of the vessel times the minutes of tractor operation x170

RETRO THRUSTERS (Lesser forward mounted engines to rapidly reverse)

               11400         5 thrusts to 1000kph to 49km in 3 minutes

Mark 2         13320         8 thrusts to 3000kph to 250km in 5 minutes

Mark 3         17650         10 thrusts to 10,000kph to 1166km in 7 minutes.

DOCKING (Costs to dock in a public port)

Small Vessel   200

Medium Vessel  400

Large Vessel   800

Huge Vessel    1600

Vast Vessel    6200

LANDING BAY (Rental costs for a vessel docking area per 25 hours)

Small Vessel   60

Medium Vessel  85

Large Vessel   150

Huge Vessel    400

Vast Vessel    3000

CLOAKING DEVICES (hides craft from sensor detection)

NOTE: Firing weapons, using radar, scanners, communication devices, tractor beams or shields will cease cloaking effectiveness.

Small vessel   8000  

Medium vessel  24000 

Large vessel   72000

Huge vessel    530000

Vast vessel    7620000

RE-FUEL COSTS

1 credit for each minute of duration time to be refueled x Craft Size

i.e. Refueling a small craft of 5 hours duration would cost 300 credits.

CRAFT SIZE

Small        0

Medium       x3 

Large        x5

Huge         x20

Vast         x45

SCANNERS LIFE-FORMS

Used for remote detection, hand held units with display.  Detects living organisms. Size location, speed & heading

                           Range      Time      Size/Weight

15 watt       350          5m         4 hours   0.1kg

40 watt       800          10m        8 Hours   0.2kg

55 watt       1200         15m        8 Hours   0.3kg

100 watt      3000         30m        7 Hours   0.4kg

1 kilowatt    6000         150m       10 Hours  1kg

2 kilowatt    10000        200m       15 Hours  2kg

3 kilowatt    14000        250m       15 Hours  3kg

6 kilowatt    20000        350m       20 Hours  6kg

FLASH LIGHTS

15 watt       2            40cm       2 days    Pen.

40 watt       6            6m         30 hours  Palm.

1 kilowatt    25           42m        3 Days    High powered

COMMUNICATION

15 watt       18           1km        8 Days    Minute Headset

100 watt      35           16km       8 Days    Hand held

1 kilowatt    260          500km      10 Days   Portable unit

20 kilowatt   2080         13000km    11 Days   Heavy backpack  

CLOTHING

Jump-suit            150     AS=1    AP=0  

Refraction Cloak     14000   AS=2    AP=5

Environmental suit   3900    AS=2    AP=5

COMPUTERS

The power of computer output cost credits by its assistance in bettering results for action attempts. Offline computers can function independently for an indefinite time. Online computers must, once every 25 hours, renew themselves by updating their software and re-calibrating any changes that may have taken place.

There are 24 main programs. Each program has its own language dedicated to processing speeds of varying devices. To assure optimal performance these programs reorder the priority of Robotics, Artificial Intelligence, Interfacing and Simulations for different fields of interest. These four are assigned in order of highest to lowest in priorities. 

There are 3 Fields of programming while Each Field has 3 Programming languages. Each program’s language has its own structure and purpose, ranging from the simple to complex. They can operate and provide results on their own or through combining other programs. Each language is of increasing sophistication and can understand and use the languages of less sophistication proceeding it. 

ROBOT FIELD. The function of these programs are for robotics. Robots with programs costing 60 or more credits can be online and communicate with other devices. 

Industrial: Power systems, scanning systems and fault diagnosis. Operations and maintenance of external equipment. 

Locomotion: Properties of matter, internal mechanics and self propulsion. Generating projectiles. sonics, force and gravitational fields, tractor beams, fluid and thermal dynamics, and navigation. 

Chemical: Entropy outcomes, engineering principles, internal repair, and recombining inorganic material at a molecular or atomic level. 

ANDROID FIELD Androids can function offline and access their programs from hardware housed within it. Androids costing 180 or more in credits can also be online. 

Metamorphic: Deal with self alteration. Enhancing or diminishing of abilities. Growth & reduction,

Information: reflex and instinctive circuitry, learning, and improvement, logical deduction and reasoning, multiple choice scenarios, optimum response selective hierarchy. Human psychological response and trait extrapolation. Sentient: causative actions, self choice, humanoid referencing and response. 

CYBER FIELD Are receptive functions for implants. The user provides the dedicated programs. Although Cyber functions can be online cost in credits will vary. 

Live: Displays. 

Predictive: Simulations of  end effect, information searching, irony paradoxes and self sacrifice.

Communications: Online communications with device connected to external computer networks, for reference and update, offline with the device operating without external monitoring or referencing to a external network.

FIELD AND PROGRAM-CHART

CREDIT MULTIPLIER:

The base credits cost increase for the more complex programs.

Order  Program         Field     Language       Credit multiplier

                       Robot

1234   Energy                    Industrial      1

1243   Sensory                   Industrial     x1.1

1324   Maintenance               Industrial     x1.15

1342   Physic                    Locomotion     x1.2

1423   Hydraulic                 Locomotion     x1.3

1432   Positioning               Locomotion     x1.35

2134   Demolition                Chemical       x1.4

2143   Repair                    Chemical       x1.5

2314   Construction              Chemical       x1.55

                       Android

2341   Responsive                Metamorphic    x2

2413   Adaptation                Metamorphic    x2.5

2431   Alteration                Metamorphic    x2.55

3124   Logic                     Information    x3

3142   Array                     Information    x3.5

3214   Emotion                   Information    x3.55

3241   Scanning                  Sentient       x4

3412   Analysis                  Sentient       x4.5

3421   Result                    Sentient       x4.55

                     Cyber

4123   Input                     Live           x5

4132   Output                    Live           x5.5

4213   Display                   Predictive     x5.55

4231   Search                    Predictive     x6

4312   Humour                    Predictive     x6.5

4321   Selection online          Communications x6.75

       Selection online          Communications x7

       Replication online        Communications x7.4

       Replication offline       Communications x7.55

       Empathy offline           Communications x10

PROGRAM COST-CHART

1 is the base figure of credits from which calculations to cost are made. This figure may be different depending on the technological level of the game world. The following figures are a guide for varying levels of technology. 

0.25 Commonplace. 

0.5 High. 

1 Widespread.  

1.5 Mainstream.  

2. Government and industry,  

4 New technology. 

6 prototype and experimental.

SOPHISTICATION

The intricacy of the program depends on the complexity of the function and the number of simultaneous actions which take place at the same time during processing. 

SCOPE

The scope is a measurement of the number of sentient (Consciously thinking) beings the program will affect. The scope table also gives an indication of the number of  Sentient (or thinking) beings the program is designed to directly affect.

MAGNITUDE

The magnitude of the program is a measurement of the extent that the program will directly alter the real world in relation to sentient beings.

SOPHISTICATION       SCOPE                                  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                       x166,000

                     Interstellar                x2,000,000

                     Galactic                    x100,000,200,000

                     Intergalactic               x100,005,000,000,000

EXAMPLE: 

For a program to design a small hover-craft. The Wordsmith might make the following calculation:  Base figure of 1.35 for Positioning Language x 2 for Intricacy x1 for Scope x2 for Magnitude = 60 Credits. I. For programs that are to be stored offline for devices to function independently from an external programming matrix the cost is x3. I.e.; 60 credits x 3 = 180 credits.

Using Computers:

Computers with software can be used instantly with no preparation. For computers needing to be programmed the player must make a Willpower Percentile Roll and add the skill for that language and for the topic of the program. Difficulty modifiers are not imposed for programming. A score of 110 or over means the program works.

To determine success:

Percentile Roll + Willpower + Program Language Skill + Topic Skill. 

SAMPLE PROGRAMS

ACTION                                                                                                                       Program           Cost

Tell where and when a storm will hit in a 500km area.     Predictive  5472

For an android to learn to play the violin.               Adaptation  120

A Polymorphic mask able to change facial appearance       Alteration  160

Changing the hue of an android’s eyes                     Alteration  3

NANOTECHNOLOGY

Or ‘nanos’, are microscopic programmable machines that consist of Polymorphic alloy. They can function in combinations with other nanos or alone. Nanos can be imbedded in inert matter or function remotely allowing mobility. Nanos can self replicate and multiply. And function offline. A nano device can change form as would be specified by its program become a functional utility or item to operate the program and if coded with more programs, becoming multi-functional.

Nano cost: Cost of each program x 3.

ANDROIDS

KEY:


ST= Strength. QU= Quickness. AG= Agility. PE= Perception. AS= Armour strength. AV= Average statistical level. SK= Average skill levels in specialised field.
                         ST    QU    AG    PE    AS    AV    SK

ASSASSIN             33200      70    75    80    60    5     71    10

Mark 2               59000      80    80    90    75    7     81    25

BATTLE               26000      65    60    60    60   10     61    15

Mark 2               46800      79    80    75    70   12     76    22

COMBAT               67000      85    85    86    78   13     84    25

Mark 2               160000     95    90    100   87   15     93    35

Mark 3               2013000    140   120   160   115  19     133   40

Mark 4               5000000    220   158   180   135  22     173   50

GUARDIAN             15000      55    50    60    70   4      59    14

MEDIATION            30000      48    60    55    75   4      70    25

MEDICAL              42000      60    80    80    80   6      75    30

PLEASURE             20000      55    70    75    75   5      75    30

TECHNICAL            38000      70    55    70    75   4      68    30

MEDICAL

EQUIPMENT

Artery Joiner        1340   Joins severed artery in a percentile roll = rounds

Dermal Weaver        410    Ceases bleeding of less than 10 Health per round.

First Aid Kit        60     Basic first aid equipment with manual

Life Support         14000  Emergency life support for critical cases

Neural Weaver        1800   Heals minor brain damage

Osteo Knitter        4000   Accelerates bone healing by x8 speed

Vasio Joiner         642    Heals numerous veins at trauma site.

DRUGS (Costs are for each dosage)

                           Addiction % chance

Accimical       18000      11   Alters DNA to suit environment

Agrecave        500        12   Increases aggressiveness +12 combat

Bronchem        25         0    Capsule releases oxygen for 23min

Dermacom        80         0    Heals skin damage by x4 rate.

Encephalotro    700        3    +40 to mental skills for 1 hour

Firincorpt      320        0    Spray ceases routine bleeding. 

Nu-Dispair      20000      0    Breaks down DNA, 4 Health lost each day

Osteothra       92         7    Increases bone healing rate by x3

ENERGY

15 watt         2

40watt          5

55watt          7

100 watt        15

1kilowatt       40

2 kilowatt      55

3 kilowatt      65

6 kilowatt      100

10 kilowatt     120

20 kilowatt     150

30 kilowatt     200

60 kilowatt     300

80 kilowatt     500

1megawatt       1200

2 megawatt      1500

3 megawatt      1800

6 megawatt      2200

WEAPONS

KEY:

P= Purchase cost in credits. D= Damage inflicted per strike. S= Number of strikes in a 5 second round. M= Mistake range, the lower the better. C= Capacity. R= Range deduction to both accuracy and damage for every 10 meters distance from the target.
PISTOLS:

            P         D         S       M       C      R

5mm         240       112       2       2       25     4  

10mm        437       232       2       2       20     2.9

12mm        830       298       2       2       15     2  

24mm        2914      537       2       4       12     2.7

SHOTGUNS

15mm        277       258       2       2       4      8  

20mm        339       372       2       4       4      7  

AUTOMATIC PISTOLS

5mm         539       112       25      3       50     5.7

10mm        1017      238       20      3       40     4.3

MACHINE GUNS

12mm        1800      344       15      3       45     2

MINI LASERS 

KEY: w= Wattage expended with each firing of the weapon.
15w         153       24        3       1       30     7

LASER PISTOLS

40w         148       51        3       1       50     4.2

LASER ASSAULT RIFLES

55w         339       69        3       2       115    2.2

HEAVY LASERS

100w        723       134       3       3       250    .63

ASSAULT RIFLES

5mm         420       140       12      2       5      4.6

10mm        481       292       10      3       22     4.6

SONIC DISRUPTION PISTOLS

Projects a beam of concentrated sound that destroys organic matter.
40w         480       60        2       2       50     2  

55w         539       75        2       2       45     2

PLASMATIC REPEATERS 

Plasma is said to be the fourth state of matter. An ionised  gas much like lightning. Kw = Kilowatts used with each firing of weapon.
1kw         4352      502       2       3       25     1  

2kw         9289      870       2       3       48     .3 

EDGED PLASMATIC REPEATERS

3kw         14535     1667      2       3       25     1.3

6kw         31183     3978      2       4       35     .67

ATMOSPHERIC COMPRESSION ASSAULT RIFLES      { ACR's }

This weapon uses hardened pellets of ice taken from the atmosphere for ammunition.
55w         1164      112       2       4       1103   5

100w        2240      188       2       4       840    3.5

FLAMER

l= litre of fuel in capsule.
1l          1340      187       1       6       15     25 

2l          1488      336       1       6       20     23 

MELEE WEAPONS

POWER STARS

Metallic disks with laser rims that are self propelled. 

T = Running time in 5 second rounds.
15w         840      55         3       2        12     5.8

40w         1920     90         2       2        40     5.2

LASER KNIVES 

Metallic alloy handle with a laser field blade.
15w         260      15         5       2        30     55

40w         720      25         5       2        50     50

55w         1200     35         5       2        60     55

LIGHT SABRE

Metallic alloy handle that generates a laser field blade with 360 degree edge. A Light sabre can have its beam activated and its power usage is negligible. A Time unit is lost only if the field strikes an object.
55w         5280     175        2       3        10 

100w        8160     220        2       4        15

1kw         10000    300        2       3        105

2kw         14400    500        2       4        175

PLASMATIC SABER

Metallic allow handle that generate a plasma field blade with a 360 degree edge.
1kw         32500    656        2       4        15

2kw         42500    1000       2       6        20

VESSEL WEAPONRY

All information is for small vessels. All the following weapons fire only once per round.

KEY:

D= Number of tons damaged per strike, equal to 4834 normal damage.

SPD= Speed in kilometres per hour of missile.
                   P         M         D         F      R

LASER CANNON       13400     35        0.15      01     Range 5km to 19km

PLASMATIC CANNON   35700     15        2.7       02     Range 700m to 1km

EDGED PLASMA       53000     12        3.7       02     Range 450m to 800m

                             D        SPD      F 


PLASMATIC MISSILES 3400      8        200      02       Range 100km

EDGED PLASMA       11000     12       520      02       Range 230km

NUCLEAR MISSILE    63000     80       350      02       Range 260km

ANTI-MATTER        120000    330      800      02       Range 800km

FOR LARGER CRAFT

For craft that are larger times the cost, range, damage, magazine capacity, and mounts.

MEDIUM x3.9   LARGE x8.7    HUGE x30.2   VAST x270

WEAPON ACCESSORIES

Small Fixed Launcher for vessels & crafts 30,000

AMMUNITION


All same sized rounds are interchangeable.


5mm Solid Slug              0.2

10mm Solid Slug             0.5

12mm Solid Slug             0.75

24mm Solid Slug             2.80

15mm Shotgun shell          0.8

20mm Shotgun shell          1.2

15w Power cell              2

40w Power cell              3.5

55w Power cell              10

100w Power cell             25

1kw Plasma cell             55

2kw Plasma cell             240

3kw Edged Plasma cell       195

6kw Edged Plasma cell       864

1l Fuel Capsule             35

2l Fuel Capsule             60

MODIFIED PROJECTILE ROUNDS 

AS = Armour Strength alterations to the target's armour due to the type of round fired into it.
                           P               D               R             AS 
Armour Pierce Caseless     x1.5            x1.23           x1.25         -3

Armour Pierce Encased      x2.16           x1.41           x1.45         -5

Explosive                  x7.3            x3.69           x2.2          -5

High Explosive             x11.2           x4              x3            -7

Hollow Point               x3              x1.73           0             +2

Parasitic Round            x25             x0.95           0             +2

Poisoned Tip Lev 10        x20             x0.90           x1.2          +2 

Poisoned Tip Lev 4         x4              x0.90           x1.2          +2

Poisoned Tip Lev 6         x7              x0.90           x1.2          +2

Poisoned Tip Lev 8         x11             x0.90           x1.2          +2

Tungsten Core              x1.6            x1.15           /1.25         -2

Uranium Core               x6.6            x1.89           x1.32         -4

EXPLOSIVES

Plastic MK1                 7

Rocket for Launcher MK11    80




Shrapnel Grenade MK8        32

Smoke Grenade MK8           20

Stun Grenade MK8            25

Tear Grenade MK8            24

DEFENSE & SECURITY

PHYSIOLOGICAL & PSYCHOLOGICAL MANIPULATION FIELDS (Mind Fields)


WP = Willpower Defence roll needed to overcome effect Range       

                                           WP    Affect

Fear                 6000      7m          85
  Stun

Mark 2               10000     14m         115   Urge to Flee

Mark 3               16100     26m         154   Paralyse

Pain                 3120      3m          11    Stun 

Mark 2               4480      7m          13    Stun & 2 Health loss a round

Mark 3               12000     10m 1       50    Stun & 6 Health loss a round

Mark 4               23000     21m         167   Stun & 21 Health loss  a round

Pleasure             14000     5m          90    Calming peaceful

ARMOR

FLACK VESTS Made from interwoven & compressed kevlar fibres. 

AS= Armour strength, the higher the more protection.

AP= Action Penalty. The higher the more difficult to manoeuvre.

Area = The area of the body that the armour protects.
                      P        AS    AP       AREA

Vest                  330      5     10
       Torso/Abdomen

Extended              595      5     17        Torso/Abdomen/upper-arm/mid-thigh

Reinforced            400      6     15        Torso/Abdomen

External Reinforced   775      6     22        Torso/Abdomen/upper-arm/mid-thigh 

PLATE Fibreglass plating coated with Teflon and kevlar padding.
Breastplate           480      7.5   15        Torso/Abdomen

External Plate        865      7.5   20        Torso/Abdomen/upper-arm/mid-thigh

Half Plate            1037     8.5   25        Torso/Abdomen/upper-arm/mid-thigh

Full Plate            1250     8.5   30        All but head and joints 

MESH finely woven flexible metallic alloy.
Shirt                 500      7.5   15        Torso/Abdomen

Extended              900      7.5   20        Torso/Abdomen/upper arm/mid-thigh

Full                  1260     8     30        All but head

Battle                1700     8.5   35        All with visor of AS=5  

EXOSKELETON Fully powered enclosed hard ceramic mesh composite plate.
Standard              3000     10    40        All

Reinforced            3600     12    45        All                     

SHIELDS Powered force fields.
Absorption  1         4373     5     6         Backpack device

Absorption  2         34984    5     5         Belt device

Barrier   1           2625     3     5         Backpack unit

Barrier   2           24300    3.5   10        Belt device

Deflector 1           3499     4     6         Backpack unit

Deflector 2           31200    5.5   10        Belt device

Deflector 3           7300     4     0         57cm field worn on wrist

All Copyright 1991-2002. Richard.A.Patterson.
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