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Introduction

s of the day this book was completed,
AThe Riddle of Steel is just about

three years old. In that time, we have
released one core book and three (including
this one) expansions. That’s a fairly slow rate
of release, but the great thing about it is that
the last two supplements have been released
within the last six months, a big improvement
over our previous one supplement a year
schedule. We intend on keeping this quarterly
release schedule with Sorcery and the Fey
releasing in late summer, and we have several
yet to be announced projects that you will be
hearing much more about in the not too distant
future.

There are as many ways of playing TROS as
there are players, and there are a number of
rules that are frequently customized, altered,
or simply changed entirely. The book you’re
holding right now is our attempt to bring
together many of the better rule variations we
use, and update some of the original rules that
were in need of a facelift. Inside you will see a
variety of new options and expansions that can
be adopted however you choose into your own
Riddle of Steel campaigns. We have broken
the Companion into three sections, each with
their own topic:

Book One: Character Options contains several
variants for character creation, some that draw
on the Priority system from the original book,
but also including an entirely new point-based
method. To that, we’ve added a significant
update and clarification of skill and attribute
rolls (bringing the Skill and Attribute system
more in line with the Combat and other systems
TROS is so well known for) as well as a lot of
new skills, skill packets, and even social-based
skill packets. Finally, we’ve updated and re-
presented Spiritual Attributes to bring them
into line with the way we (and many of you)
have been playing them anyway. We’ve added

a new SA (and an entirely new way to use an
old one), and even added a Drama mechanic.
This chapter contains the most fundamental
new or updated rules and systems for The
Riddle of Steel, and we highly recommend
you adapt the new Skill and Spiritual Attribute
mechanics into your game, should they meet
your approval.

Book Two: System Additions has several
sections introducing new rules or clarifying
and expanding on some older ones. We’ve
included an essay on combat strategics
and techniques (something a lot of you
have been asking for), along with a variant
damage system that de-emphasizes the roles
of Strength and Toughness in weapon-based
combat and takes into account the size of a
target when wounds are inflicted. In addition,
there are updated rules for encumbrance and
fatigue, a system for prophetic/faith based
powers and abilities (in a couple of power
spectrums), rules and guidelines for human
and animal henchmen and companions, and a
treatise on Fine Weapons and how to find and/
or make them. This chapter contains the less
fundamental (and more mix-and-match) new
and variant rule systems.

Book Three: For the Seneschal is a section
really designed for Seneschals. We’ve included
rules and guidelines for creating your own
fantasy worlds to use for TROS campaigns and
a section detailing a scary new form of “bad
guy” for your players to encounter (including
an adventure hook that you can use to propel
them right into the action). Topping it off is
a pre-prepared adventure (including 5 fully
pre-generated characters and a host of NPC’s)
that you can use as a stand-alone one-shot
adventure or to kick-start an entire campaign
in a gristly and bloody fashion (one that your
players will never forget, we promise!) Players
should avoid reading this section of the book
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so they don’t spoil anything, but hell, if you
want to buy your own copy and peek, then go
ahead (we wont tell on you, promise!)

Appendix: Just to wrap things up, we have
included the usual index, and a new portrait
character sheet that is correctly formatted
to handle the rule changes in this book, and
a more open “TROSman” figure for you to
shade in your character’s armor coverage, if
you’re using the new armor rules from The
Flower of Battle.

We’ve made as much of the Companion as self-
sufficient as we can; all of the Gifts and Flaws
from the original book (and OBAM) have been
repeated here along with a whole host of new
ones, for example. The same is true of the skill
packets and as much of the character creation
rules as possible. We did this to reduce the
amount of flicking between books that you
need to do, and because many of the “repeated”
entries have actually been updated and modified
for the new rules presented in this book. We
hope you’ll get as much use out of this book as
possible, and that you’ll let us know what you
like, what you don’t like, and what you would
like to see next time.

And while we’re on the subject of telling us
what you like and what you don’t, we would
like to acknowledge some of our most loyal
fans. We get a lot of great traffic to our web
page (http://www.theriddleofsteel.net) and
our forum (http://www.trosforums.com) and
especially on the forum we have an amazing
volume of really great posts — you guys

are excellent at coming up with new house
rules, new maneuvers, schools, weapons and
equipment, new or alternate settings, and
even just answering others’ questions for us
when we’re not quick enough off the bat. The
following users, especially, are really active on
the forum and we really look forward to your
posts — thanks guys, the game wouldn’t be what
it is without you.

Emiricol, Dragon, Caz, Toli, Dain, Bergh,
Sir Mathodius Black, Turin, Irmo, ZenDog,
Salamander, Teknosaber, Silentounce, Durgil,
Tom, Osric, lan.Plumb, Ashren, Vagabond
Elf, Eggo von Eggo, Wolfen, James, Marcus,
Bohemond, Yokiboy, De Gamer, Shawn
Kelley, Bottleneck, Shade, Deliverator, Yakul,
Fleinhoy, Wintermute, Richard Strey, Poleaxe,
Hereward the Wake, Mike Holmes, Nemo,
Kenjib, Overdrive, Ultraviolet, and anyone else
who we missed out (please don’t be offended!)

And, of course, the Indie-Rpgs guys who were
so fundamental and helpful in the early days of
Driftwood and TROS, especially:

Ron Edwards, Clinton Nixon, Lance Allan,
Ralph Mazza & Mike Holmes

You guys are all awesome. This book is for
you.

So, without further ado, let’s get started.

- Brian Leybourne
- George Thompson

sk sk ok ok sk sk sk sk sk ook sk sk sk sk ok ok sk ook sk sk ok ok ok ok o3k
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Book One:

Charac‘teh
Additions

“This way! I think he’s slipped around the back!
Check behind the barrels in the alleyway!”

Sighing, Marcus abandoned his hiding place and ran
out of the dingy alley, just barely managing to stay a
few moments ahead of the mob as he hightailed it out
of the village. Same old story, he supposed he should
be used to it really.

Marcus never knew his father. He was born in the
slums of Mouren, a pitifully thin waif born of a
young girl abandoned by her family for getting her-
self pregnant out of wedlock. He never even knew
his mothers name — her voice-box had been dam-
aged in a botched attempt to slit her own throat
and the best she could manage was a high-pitched
squeak now and then.

Growing up hadn’t been easy — food was scarce in
the back alleys, and of course it was necessary to
hide Marcus from the other beggars and outcasts,
least they accidentally see his face and start the
kind of trouble he would subsequently find himself
in repeatedly through the course of his life. Kind of
like right now, in fact.

Marcus’ mother died when he was 15. A fumbled
knife fight in an alleyway over a dead squirrel saw
her gutted. It turned out to be a poor bargain for
her killer — he got to eat the squirrel but lost his
life a few days later when Marcus finally caught up
with him. A life spent hiding from the sight of others
had given Marcus keen skills in many of the darker
areas of life, and so although he had never learned
the proper use of weapons, he could easily sneak
to within killing distance of a man without alerting
him to his presence until it was too late.

Unfortunately, the man had friends, and they
tracked Marcus down. That was bad enough, but
they wanted to see the man they were going to kill,
so they pulled off his hood and looked at his face...

That was the first riot of Marcus’ life. In the fuss
and confusion he managed to slip away, leaving
Mouren entirely and becoming a wanderer. A life-
time spent traveling from place to place, never set-
ting down roots, never making friends. He had no
possessions to his name but the clothes on his back,
the rusty knife in his belt and the boots on his feet
(all taken from the man who slew his mother). From
time to time, Marcus would stop in a town and take
employment for a while, always trying to be careful
to avoid letting others see his face. Sometimes he
managed to avoid too much attention. Other times
he would find himself fleeing a mob.

It wasn’t the life he would have chosen for himself,
but some folk never seem to get the right chances.
In Marcus’ case there was never any possibility of
a normal life. He never knew his father, but he sup-
posed he probably knew why his mother had tried
to kill herself. It was mostly his face that gave it
away — pointed ears and almond shaped purple
eyes. But even forgiving those he wasn't quite right.
His skin was just the wrong shade, and his body far
too thin.

No, his father couldn’t have been normal. His fa-
ther couldn’t even have been human. Marcus was
hated and feared because he was different. Not hu-
man, but not even lucky enough to be whatever his
father was.

Marcus was a halfling.

Character Additions 3
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Character Creation

This section introduces a number of optional
changes and additions to character creation in
The Riddle of Steel. Each section is intended to be
able to stand-alone and thus can be mixed-and-
matched to whatever extent you desire. All of the
rules presented here are optional, of course.

Character Creation
(Priority Pick methods)

The priority pick system forces characters to
choose which aspects of their character are more
important to them than others. Because every
group’s play style varies, we are presenting
several alternate systems for determining
characters’ base priority picks. For simplicity
and clarity (and so you won’t need to refer back
and forth between the two books as much),
we will first present the base system from the
rulebook (TROS, p. 14) and then the variants.
We’ve also included an entirely new way of
creating a character without using priorities at
all - see the Character Point Allocation system
on p. 8.

All of the below methods of character creation

except the character point allocation method
refer to the following chart (reprinted from
TROS, p. 20)

Donald, Allan, Chris, and Ken are creating
characters for an upcoming Riddle of Steel
campaign. Although we recommend all players
use the same character creation system, for the
purposes of example they will each use one of
the four creation methods described below.

Character Creation

(Priority Allocation)

The standard system of character creation forces
players to prioritize the six character categories,
and rank them in order. Thus, players select an A
priority, a B priority, and so on, so that the end up
with the 6 areas (Race, Social Class, Attributes,
Skills, Proficiencies and Gifts/Flaws) ranked
A through F (A best, F worst). As discussed in
the main rulebook, insight awards can provide
a character with better initial priority allocations
(see TROS, p. 68).

Donald is using the default priority allocation
character creation method. He wants to make
his character a (human) knight, so he starts
with that, allocating priority B to social class

Priority | Race Social Attributes | Skills | Proficiencies | Gifts/Flaws
. . Landed noble L
A Fey or Gifted Siche 250 gold 47 6/6 14 2 major gifts
Non-magical Siehe; | Landless
B Gifted Human; noble 43 6/7 9 1 major gift
Gifted Halfling 100 gold
Non-magical High freeman 1 major gift; 1
¢ Halfling 50 gold 39 7 6 minor flaw
Low freeman 1 minor of
b Human 25 gold 35 8/8 4 each or nothing
E Human Peasant 31 9/9 ) 1 Fnajor.ﬂaw; 1
5 gold minor gift
F Human Slave 27 9 0 1 major and 1
0 gold minor flaw

4 The Riddle of Steel Companion
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and priority F to race. Donald decides that
his knight is young and strong, but not terribly
well educated, so he assigns an A priority to
his Attributes, and an E priority to his skills.
This leaves Donald with a C and a D priority
to assign to Gifts/Flaws and Proficiencies.
Studying the benefits of each, he decides that
his knight should be a novice fighter who until
recently was a mere squire, so he assigns the D
priority to his Proficiencies and the C priority
to Gifts/Flaws.

Character Creation

(Priority Point Allocation)

The first alternative to the standard character
creation system looks much the same, but gives
a little more choice to the players. Instead of
being fixed in the priority picks they may
make, players can set any priority as high (or
as low) as they like, at the cost of having to set
another priority correspondingly low (or high)
in return. Each player starts the game with 15
points to build a character. Those points are
spent to purchase priorities on the priority
chart according to the following table:

Cost

5 points
4 points
3 points
2 points
1 point
0 points

Priority

licsliwii@livel e

Thus, with 15 points you can buy an A, B,
C, D, E and an F (i.e. the same as a starting
character under the default character creation
method) but you have more flexibility. For
example, you can choose to buy 2 priority
A’s as long as you accept that this will drop
several of your other priorities to make up for
it, and so on.

Under the Priority Point Allocation method
of character creation, insight simply varies
the initial pool of 15 points. Divide the old

High or Low Powered Campaigns

sing this method of character
‘ Icreation, it’s easy to adjust the

starting power of characters if
you’re planning a high or a low-powered
campaign. You might decide to give all
characters 20 points worth of priorities, for
example. Conversely, you might limit all
characters to 12 points, although be warned
that this will create very low-powered
characters indeed. It could be very useful
for unimportant NPC’s, however.

It’s also really easy to use this system to
make other fundamental variations in your
campaign (well, easier than it sometimes
is with the default system). For example,
some groups dislike the vast disparity in
social class that can result from one player
wanting to play a noble and another player
happy to be a slave (or it might be as simple
as the fact that the campaign the Seneschal
is planning requires all characters to be
nobles because it will be mostly centered
around court intrigue). This is easy with the
priority point allocation system — simply
specify what social class all characters
will be and modify the original points
allocation accordingly. If you want all
characters to be nobles, then don’t allow
the Social pick at all and subtract 4 or 5
points from the pool they get to choose
their characters from (or less if you’re
feeling really generous). If you want all
characters to start off as slaves then you
can do so, simply not allowing them to pick
a social priority. The Racial pick could be
similarly modified in this manner.

character’s total insight pool by 15 (rounding
down) and add the result directly to the
character pick pool. In other words, each 15
points of insight adds 1 point to the pick pool,
so a character with 40 points of insight would
have 17 (40/15 is 2, plus the base of 15 makes
17) points to purchase priorities with.

Character Additions 5
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Allan  begins creating  his
character using the Priority
Point Allocation system. He
has 15 points to spend. He
decides that he wants to create
a mysterious foreigner who is
very secretive and enigmatic.
Thinking through his options, he
decides that his character could
even be a halfling — a man bred
from both human and fey stock
who hides his heritage, fearing
persecution. This requires a C
priority in race, which costs 3
of his 15 points. He decides that
the man is a wanderer, with little
but the clothes on his back, so
he spends 1 point on the social
pick, making his character the
equivalent of a peasant, with just
enough money to purchase a few
essentials that he can carry with
him. With 11 points left, Allan
studies the rest of the options.
He decides that as a wanderer,
his character has picked up a

lot of skills along the way, so he
spends a full 5 points to give his character
an A priority in skills (two skill packets at
6/6). He now has 6 points left. Allan wants

his character to be able to make full use of

those skills, so he needs at least reasonable
attributes and he elects for a C priority
in those (3 points). This leaves him with
Proficiencies and Gifts/Flaws. He doesn't
see his character as much of a fighter at all,
so he spends just I point on Proficiencies
(giving him an E priority) and the remaining
2 points he puts into Gifts/Flaws, giving him
a D priority there. Allan's final selection is
therefore Race: C (3 points), Social: E (1
point), Skills: A (5 points), Attributes: C (3
points), Proficiencies: E (I point) and Gifts/
Flaws: D (2 points) for a total of 15 points.

Character Creation

(Random Priority Allocation)

This variant of character creation draws on the
first variant described above, but is designed for
those people who grew up on “old-style” RPG’s
and like the idea of random character creation.

Using the Random Priority Allocation method,
players roll 6D6, taking the 6 numbers rolled as
their character priority picks, according to the
following chart:

Die Roll Priority Pick
6 A
5 B
4 C
3 D
2 E
1 F

6 The Riddle of Steel Companion
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Be warned — as in all random determination
systems this can leave some characters
vastly under- or over-powered compared to
others. There are a few ways to mitigate that
randomness a little, however:

1) Allow players to roll 7D6 and drop the lowest
value, or allow them to roll 8D6 and drop the
lowest and the highest value, this will tend to
normalize the results making all characters sit
within a closer spread of each other.

2) Allow players to re-roll 1’s (but they must
keep the second roll, even if it is another 1).
This will slightly mitigate the results making
very underpowered characters less likely,
but will of course tend to make all characters
slightly more powerful.

Characters with insight are able to modify
these rolls in a couple of possible ways (at the
Seneschal’s discretion):

Insight Option 1: Divide total Insight by 15 and
round the result down (just as in the Priority
Point Allocation method). The result is the
number of points that can be added to any of the
die results before converting them to priority
letters. Thus a character with an Insight of 30
would have 2 points to spend, perhaps upgrading
a die showing a “3” to a “4” (and thus changing
it from a “D” priority to a “C”) and a “2” to a
“3”. No number can be upgraded above 6 of
course, as a 6 is already an A priority.

Insight Option 2: Divide total Insight by 30
and round the result down. This number is the
number of extra dice that can be rolled, keeping
the best 6 as in the 7D6 option. Alternatively,
the highest value die and the lowest value dice
could be discarded, keeping the middle 6 dice,
as in the 8D6 option.

Chris begins rolling up his character using the
Random Priority Allocation system. He is using
the option to roll 8D6 and drop the highest and
lowest rolls, so he throws the dice, receiving

the following results: 6,6,4,3,3,3,2,2. Dropping
the highest and the lowest results, he is left
with 6,4,3,3,3,2, which gives him the following
priority picks: A, C, D, D, D, E. Looking at
his choices and thinking through the options,
Chris decides that a bold highwayman would
be a fun character to play. Such a scoundrel
would need to be extremely adept with a wide
variety of weapons (A priority in Proficiencies)
and have the attributes to back that up (C
priority in Attributes). Since his character will
be a human, he assigns the E to his racial pick,
and that leaves the final three selections (Skills,
Gifts/Flaws and Social Class) all at D. Chris’
character is therefore a Low Freeman with
average skills (two packets at 8/8) and either a
minor Gift and Flaw or none at all.

Option: Gift/Flaw Selection

The default method of selecting gifts and flaws
gives a selection of major and minor gifts and/
or flaws depending on the priority pick selected,
according to the chart shown above and on
TROS p. 20. However, some players dislike
the rigidity of this method of gift/flaw selection
and argue that they should be able to take 2
minor gifts instead of a major gift (or any other
similar configuration). This optional alternate
method of gift/flaw selection addresses that
concern.

The following column should replace the gift/
flaw column on the character creation chart, and
can be used with any of the character creation
methods that use the priority chart.

Gifts/Flaws
4 points

2 points

1 point

0 points

-1 points

-3 points

Priority

elicliviielivehie=

The gifts/flaws points taken (based on the
priority pick chosen) determine how many

Character Additions 7
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points the character has to spend on gifts and
flaws. The costs are as follows:

Major Gifts cost 2 points
Minor Gifts cost 1 point
Major Flaws cost -2 points
Minor Flaws cost -1 point

Thus, the default selections from the original
character creation chart are possible under
this system, but players can easily modify
the selection to their hearts content. Instead
of a major and a minor gift at priority B, for
example, players could instead take 2 major
gifts and a minor flaw, which totals the same
number of points. At priority D, no gifts or
flaws could be taken, or one minor gift and
one minor flaw, but players could equally
take a major gift and a major flaw, or a major
flaw and two minor gifts, and so on. Under
no circumstances should players be allowed
to select more than a total of four gifts and/
or flaws, however, and they must end up with
the exact same number of points (positive or
negative) as their priority selection calls for.

There is one drawback to this
method of Gift/Flaw selection
that Seneschals need to be
aware of. There are some gifts that are
extremely popular with players (we
find that Major Accuracy is the leading
example of this, although we have altered
it slightly in these rules, see the section
entitled Gifts and Flaws: New and Old,
on p. 17.) and as such, many players
will take those popular gifts as often as
they can. With this method of Gift/Flaw
selection, any character can potentially
pick up a Major Gift simply by taking
enough flaws to “pay” for it, and as such
you may find that characters (even those
with very low Gift/Flaw priorities) will
end up with one or more of these popular
Major Gifts.

Character Creation

(Character Point Allocation)

The Character Point Allocation method of
character creation is the most different from
the base rules, as it does not use the priority
table at all. Instead, a pool of points is used
to purchase race, class, skills, attributes and
proficiencies. Finally, flaws may be purchased
to earn extra points or gifts may be bought if
there are points left over.

Point Allocation

vs. Priority System

Ithough we have tried to keep the
ACharacter Point Allocation system

as close in cost and in “what’s
possible” to the priority system as possible,
there are a few sacrifices that we’ve had
to make. Thus you will not necessarily
be able to exactly replicate an A, B, C, D,
E, F character using the Character Point
Allocation system, but you’ll be able to get
very close.

We chose 70 points as the base Character
Point Allocation total because it’s a nice,
round number, and this system also grants
the most flexibility. In actuality, 72 points or
so would be a slightly better match against
the other character creation systems, so you
could consider altering the available points
to this number, or even higher — perhaps
players start with 75 or even 80 points to
develop characters in your games.

All players start with 70 character points
to spend. All characters must choose (at
least) a race, a social class, a minimum of
2 points in every attribute, and at least one
skill packet. Players with Insight from a
previous character may add 1 character point
to this total for every 5 points of Insight their
character accumulated before he died or was
retired (round fractions down)
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Racial Selection

Racial selection is free if the player wants the
character to be a normal human, but additional
costs apply for anything more unique, as
follows:

Racial Pick Cost
Human 0 points
Non-Gifted Halfling 10 points
Gifted quan ' 12 points
or Non-Gifted Siehe

Gifted Halfling 13 points
Gifted Siehe or Fey 15 points

Descriptions of what those racial picks mean
and what benefits they give the character can
be found in the Race section, or in the main
rulebook (TROS, p. 16).

Social Class Selection

Social Class
Social Class may be selected according to the
following table:

Social Class Cost
Slave (0 starting wealth) 0 points
Peasant (5 starting wealth) 3 points
Low Freeman 6 00i
(15 starting wealth) points
High Freeman 9 50i
(50 starting wealth) points
Landless Noble 12 points
(100 starting wealth)

Landed Noble 15 et
(250 starting wealth)

Each of these options is explained in the main
rulebook (TROS, p. 17) and comes with the
starting wealth and ongoing income figures as
outlined there.

also his starting and ongoing wealth. In some circumstances, it can be a little restrictive,

T he social class options simultaneously select a character’s position within society and

however. There are occasionally situations where a character may wish to start with
more wealth than he can have according to the social class he wants to pick, or vice versa.

In this situation, the Seneschal can optionally allow a character to purchase his wealth and social
class separately using the Character Point Allocation system, as shown in the following table:

Social Class Cost Wealth Cost Total Cost
Landed Noble 10 points 250 5 points 15 points
Landless Noble | 8 points 100 4 points 12 points
High Freeman 6 points 50 3 points 9 points
Low Freeman 4 points 15 2 points 6 points
Peasant 2 points 5 1 point 3 points
Slave 0 points 0 0 points 0 points

The total cost for each line is the cost for the usual selection (Landless Nobility starting with
100 Gold, for example) but the trick is that it is possible to buy the class and the wealth
independently of each other, as long as the two are not more than one step away from each
other. Thus, a High Freeman could be purchased (for 6 Character points) who starts with 15
(for 2 more points), 50 (for 3 more points), or even 100 (for 4 more points) gold. On the other
hand, a character who starts with 15 gold (for a cost of 2 character points) could turn out to be a
rich peasant (for 2 additional points) an average Low Freeman (for 4 more points) or a poorer-

than-usual High Freeman (for 6 more points).

Character Additions 9




VeIV VUTPRRPIDUOVINVIIRIPIDOVINIIORVIV

Attributes

Attributes are purchased using the following
cost chart. As always in TROS character
creation, each attribute must be set to a
minimum of 2 points before racial or national
modifiers, and the modifier must be taken
into account so that the final attribute will
be at least 1. Thus, if a character is taking
a race and/or nationality that will give -2 or
more to a particular attribute, enough points
must be put into that attribute so that after
the penalty it will still be at least 1. Only
one attribute may be bought to a value of 7
but you may have as many attributes at 6 or
lower as you wish. Attribute values of 8 and
above (and a value of 1) have been included
on the table for higher-powered campaigns
or characters with a great deal of Insight to
spend; the Seneschal has final say over what
the available maximum values may be.

Attribute Cost in Character
Level Points

1 1

2 2

3 3

4 4

5 5

6 6

7 9

8 12

9 16
10 20

Skills

Skill packets cost 2 character points to
purchase at SR9 and 2 character points to
improve by one step (to SR8, then to SR7,
and so on). At least one skill packet must be
purchased but no more than 2 can be bought,
and no skill packet can be improved higher
than SR6. Additionally, individual skills can
be bought and improved; each 1 character
point spent will buy up to three skills at SR9
or improve up to three skills by one step each
(or any combination thereof). Note — this

supplements, rather than replaces, the usual
MA-based skills bonus during character
creation (TROS, p. 19).

Proficiencies

Proficiencies cost 1 character point per point
up to a value of 6 in any proficiency. However,
the 7™ point in a Proficiency costs 2 character
points, and the 8" point costs an additional 4
character points on top of that (thus to purchase
a Proficiency at 6 costs 6 character points, but
to purchase it at 7 costs 8 character points, and
to purchase it at 8 costs 12 character points).
Only one Proficiency may start at rank 8 but
any number of other Proficiencies may start at
rank 7 or below.

Ranks in a weapon school (TFOB, p. 92) cost
1.5 character points per point until the base
value reaches 6 (round any fractions up), thus
it costs 9 character points to buy a base value
of 6 in a weapon school. After this, the cost
increases, however. To purchase a base value
of 7 costs 12 character points, and to purchase
a base value of 8 (which is the maximum) costs
18 character points.

Magical vagaries cost 1 character point per
vagary level and each vagary is still limited
to a maximum value of 3, of course. When
using the new magic system in Sorcery and
the Fey, vagaries are purchased exactly like
proficiencies, with the same costs and limits
(they can exceed a value of 3).

Gifts and Flaws

Major gifts can be purchased for 6 character
points or minor gifts for 3 character points. If
a player wishes to buy flaws for his character,
minor flaws will gain back 3 character points,
while major flaws will gain back 6 character
points. Characters cannot select more than a
total of four gifts and/or flaws.

Ken will be using the Character Point
Allocation system to create his character,
and has 70 character points to spend.
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Because he has to spend a minimum of 20
points on his Attributes (2 in each attribute),
he starts by subtracting that number from
his character points, intending to go back
and add more points to Attributes later.
Next, Ken looks at the racial options. None
of the other players have elected to take a
magical character, so he decides that might
be fun and allocates 12 points to making his
character a human sorcerer. Ken doesn’t see
his character as being anyone particularly
special or important (other than being
magical) so he allocates 6 points to Social
class to make him a low freeman. He has
32 points left (70-20-12-6). Knowing that
he will want at least one minor sorcerous
gift, Ken allocates 3 points for that now, and
puts 10 points into Proficiencies so he will
have enough to buy some skill with a weapon
and still be able to purchase some magical
vagaries. This leaves Ken with 19 points to
allocate to Attributes and Skills. He buys
two skill packets and improves one of them
two steps, leaving him with 7/9 for his skills
allocation, and 11 remaining character
points. Ken thinks through the options for
a while, and decides that 31 points (the 20
he already assigned plus the 11 character
points he has left) won't be enough for his
character s Attributes. Instead, he decides to
allocate 20 more points (giving him a total
of 40 points) to divide among his character'’s
Attributes, which leaves -9 character points,
which he buys back by taking one major and
one minor flaw. Ken ends up with a magic-
using Low Freeman human who has 40
points in Attributes (that he can allocate 1-1
unless he wants any Attributes above 6), 10
points of Proficiencies/Vagaries, two Skill
Packets at 7 and 9, a Minor (magical) Gift,
and a Major and a Minor Flaw.

Option: Racial Selection

The following rules are optional and allow a far
greater variety of racial selection at character
creation.

More than Human

Any racial pick of D or below on the
priority chart results in a character who is
a regular human. This is a convenient place
for most players to sink their “F” priority
without having to resort to being a slave,
having terrible attributes, pathetic skills, no
proficiencies or a fatal combination of flaws.
It does mean, however, that there’s very little
incentive to take a racial pick of D or E for
race (or, if using the priority point allocation
system, to put a value of 1 or 2 into that
priority).

But what if there was something more than
human?

This option is designed to allow characters to
get something a little bit extra-special in return
for selecting the otherwise “pointless” D and E
racial priorities over an F priority.

The Seneschal can either choose to tell the
players what the benefit of the D or E priority
will be, or elect to keep it a secret until the
characters/players work it out for themselves
(we think that’s the most fun way, but of course
it requires that your players trust you...).
Essentially, there are a couple of stages of human
between a regular person (at Priority F) and a
sorcerer (at Priority B), so the two intermediate
stages (D and E) should have benefits
somewhere between those two paradigms, with
D being a little bit more special than E. The best
way to handle this is to think of something that
is of benefit to the character and fits well into
the campaign you have planned, and then let
them discover it slowly through play. Tailor the
advantage based on whether the player chose D
or E priority, making D even more special than
E. Here are some real examples from our own
games at Driftwood to get you thinking along
the right lines:

* One character who had taken a D priority
found over time that animals all seemed to
love and trust him. They would constantly
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seek to be near him and always tried to
assist him. Although this was occasionally
tricky to explain away (such as the morning
the inn they had stayed in was completely
covered in pigeons) it turned out to be
extremely useful at times; such as when a
wounded wolf allowed him to heal it and
later followed the party as they left the
woods, attacking an ambush before it could
be sprung on them. Another time, an assassin
fired an arrow at the character from a hidden
location near the docks of the city, and an
entire flock of seagulls swarmed into the
way, obscuring the target enough that the
arrow just missed its mark. Eventually, the
character gained a Familiar kind of mental
bond with the wolf and it became a long-
time trusted companion.

* One campaign dealt with the group’s
attempt to discover the truth behind a long-
lost (and thought by most to be mythical)
race of lizardman-like creatures who had
settled the area of the campaign centuries
ago, before being wiped out by the arriving
human settlers. A character who had taken
an E priority in race found that he had
an easy time learning the language and
customs of the lizardmen (which helped
in tracking them down). Eventually, he
discovered that he was actually descended
from them and that because of this they
allowed him to locate them and deal with
them. Ultimately, he managed to found a
new peace between the two races (as well
as finding that he had a bunch of nifty
lizardmanish powers, like being able to
breathe underwater and an affinity with
marine life).

* One character who had a D racial priority
found that he had an uncanny knack for
serendipity — whenever a situation called
for something nice to happen to a random
person it was usually him, and conversely
whenever something nasty was to randomly
befall the group, he would usually manage

to be standing just out of harms way. Enemy
archers seemed to pick him less often than
his companions; shopkeepers and traders
seemed a little more willing to be generous,
and so on. It took the player a long time
to work out that this was happening to his
character, but he was pretty happy with the
racial pick once he worked it out.

* A character with an E racial priority
discoveredto his delightthathe was somehow
immune to all forms of poison and venom.
In addition to the obvious benefits of such
a condition, his immunity actually enabled
him to rid himself of a particularly onerous
opponent by hiring on as the man’s official
food taster. The character then quaffed down
an extremely potent combination of Deadly
Nightshade, Arsenic and Cyanide (see
Poisons, TFOB p. 84) in the man’s presence
and was able to hand it over proclaiming it
to be harmless...

As you can see, the general idea is to give the
players/characters something interesting and
perhaps just a little supernatural in return for
their taking a D or E racial priority pick. There’s
also no reason why this idea couldn’t be used
if the players are designing their characters
using the Character Point Allocation system
— simply allow them to assign character
points to their race even though their race is
human. We suggest that an expenditure of 2-
4 character points warrants an “E”-like bonus
ability, while spending 5-7 character points
warrants a “D”.

Extending the Racial Priority Chart

This option opens up the racial priority chart,
which is exceptionally useful for those of us
who like to create our own fantasy worlds and
populate them with multiple sentient races
(see the World Building section from p. 112
for further ideas).

There are two ways to format the racial
priority table. One option is to format it
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based on rarity (this was how we designed
the original racial pick options that you see
in the table above and on TROS, p. 20). In
essence, the more uncommon and/or unusual
a race is in the world, the higher the priority
pick should be to account for that. The other
option is determined purely on game balance
— the more powerful a race is the higher on
the racial priority table that race should be to
make the players “pay” for taking that option.
Here we are going to focus on balancing the
table based on the benefits granted by the
race.

Given the nature and extreme power of
Sorcery in The Riddle of Steel, we recommend
that the ability to use it should be factored
into the racial priority table, but that almost
every other facet of a character can be handled
through the other priority or character point
picks — attributes, skills and so on. Of course,
the more “special” the race chosen, the more
benefits even apart from magic, such as skill
and attribute bonuses, SA advantages and so
on might accrue. Racial attribute bonuses or
penalties are represented in the requirement to
start all characters with a minimum of 2 and
a maximum of 6/7 in every attribute. Thus,
a race that receives +2 to an attribute could
start with that attribute at 8 (or even 9 as long
as the next highest one was a 6) and a race
with a penalty can start below 2. Although if
the penalty is -2 or worse then the player will
need to invest points into the attribute so that
it actually starts above 0.

We cannot possibly cover every possible race
and every possible world that you might want
to use in your games and campaigns, but by
way of example, here is a Racial Priority pick
column for a fairly typical “high fantasy”
world that features several sentient races.
Below the chart, you will find descriptions of
each race and the reasons why we put them in
the positions we did on the table. Note — there
should ideally always be a point-free item
at the bottom of every table; this is the most

common (and probably least special) race in
your campaign world.

Priorit

(Cost *;7 Race

A (16) High EIf

A (15) Lizardman Sorcerer
B (13) Half Orc Sorcerer

B (12) Human Sorcerer
C (10) Dwarf (Duergar)
o)) Dark Elven Sorcerer
C(8) Lizardman, Orc/Grey Orc
D (6) Dwarf (Hill)
D (%) Dark EIf
E(2) Half Orc
F (0) Human

* This is the cost if the Character Point Allocation
method is being used.

Note: There’s no reason why you couldn’t
extend the More Than Human ideas (above)
into this or any other racial priority table.
Simply allow the players to purchase any of
the races above at one priority pick higher (or
2-4 extra character points under the Character
Point Allocation system) for an ability similar
to an “E” as discussed above, or two picks
higher (5-7 extra character points) for an
ability similar to a “D”.

Human

Humans are the default and most numerous
species and as such, they fall into the lowest
racial priority pick of F (0 points in the
Character Point Allocation system, see p. 5).
They receive no special bonuses or penalties,
but they at least have the advantages of being
the most numerous race - armor tends to fit
them, doorways are designed for their height,
other people don’t automatically don’t hate
them on sight (usually) and so on. Alternately,
for a B priority pick (12 character points) a
human may have that special quality to his or
her blood that marks them a sorcerer, and gives
them the ability to take sorcerous gifts and
flaws and learn magical vagaries.
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Half-Orc

Half-Orcs are the bastard offspring of a
human and an Orcish parent, and are available
for a racial priority pick of E (or 2 character
points). Half-Orcs tend not to be trusted by
either Humans or Orcs, and often have a hard
time fitting into either society (-1 SOC) but
they are incredibly strong (+1 ST) and tough
(+1 TO). They are known to be fiercely loyal
when they give their word (one Oath SA can
have a maximum of 6 instead of 5 but also
has a minimum of 1). Half-Orcs are very tall,
usually at least 6.5 feet, and can weigh upwards
of 250lbs, most of it muscle. Some very rare
Half-Orcs (priority B or 13 character points)
are born with a spark of sorcery in their blood.
Such characters can learn magical vagaries and
take sorcerous gifts and flaws following the
same rules as human sorcerers, but no vagary
may be raised higher than level 2.

Dark EIf

Dark Elves are the bastard offspring of High
Elves and Humans. They are usually the
result of rape of a High Elven maid. They
usually mature as second-class citizens in
their communities, almost invariably turn bad,
and wind up feared and despised as a result.
Thus, they have a low racial requirement (D
priority pick, or 5 character points) despite
their rarity. As such, Dark Elves tend to be
loners, although with care they can pass
themselves off as Human — the name Dark
EIf refers to their disposition and not to their
skin coloration, in fact the only outward sign
of their elven ancestry tends to be angular
features and pointed ears, both of which can
be covered by a heavy cowl. When dealing
with most Humans or High Elves who know
what they are, their Soc is considered to be 2
lower than normal. In size, Dark Elves stand
only slightly shorter than an average human;
they are very lithe (+1 AG) and intelligent
(+1 MA) but tend to be frail (-1 TO). Dark
Elves excel in hand-eye coordination and as
such receive a bonus of +1 to any one missile
proficiency at character creation. Unlike

their High Elven parent, most Dark Elves are
not inherently magical, although some few
(Priority pick C or 9 Character points) pick up
some minor magical ability. Such characters
may take minor sorcerous gifts and flaws, and
may only learn the Glamour Vagary.

Dwarf

Dwarves are an ancient race known for their
craftsmanship and hardiness. There are two
distinct types. Both are shorter and stockier
than humans. All dwarves can see in darkness
as if it was an overcast day, have a -1 to Soc, and
a+1to HT. Hill Dwarves are the least powerful
Dwarves on the continent, and can be found
in almost any location where the land raises
enough to dig caves. It requires a racial priority
pick of D (or 6 character points) to take a Hill
Dwarf. All Hill Dwarves must take the “little”
flaw (average height 3-4 feet). Additionally, any
one Crafting skill can be taken at Master (TN4)
rank. A more powerful variety of Dwarves,
known as Duergar (or Deep Dwarves), live in
great communities under the earth. Duergar
are a priority C (or 10 character points) race.
They are not required to take the “little” flaw.
Duergar get +1 to TO. They either begin as
Master craftsmen in their chosen craft (TN4)
or gain +1 to one melee Combat Proficiency.
All Duergar receive double the wealth their
Social pick usually grants (as deep miners and
crafters, Duergar tend to be very rich).

Lizardman

Lizardmen are a semi-aquatic race that live in
the rivers and lakes of the world. They tend
to keep to themselves, but wanderers are not
uncommon and many of the caravan traders
who favor long circuitous routes around the
coastal regions of the continent are made up
of Lizardmen. A lizardman character requires
a racial priority pick of C (or 8 character
points). Lizardmen are completely at home
in the water, and receive +3 dice on any rolls
made to do with water (such as swimming,
sailing, water navigation, and so on). All are
Competent swimmers (TN6). Additionally,
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their hardiness gives thema+1 bonusto HT and
EN, and their unblinking bulbous eyes grant +1
Per. Lizardmen never drown as they have gills
and can breathe underwater, and they rarely
suffer from extremes of temperature (they can
live happily in temperatures from -20°c up to
as much as 45°c). Some Lizardmen are born
with the gift of sorcery. This requires using an
A racial priority (or 15 character points), and
allows the character to buy sorcerous gifts and
flaws and to learn magical vagaries, as well
as gaining a +1 bonus in the Vagary of their
choice at character creation.
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Orcs are rough and brutish creatures, who
are overly fond of ale and meat (they are
carnivores, and will not eat any form of
vegetable or plant life except whatever has
been brewed into their beer). Standing 7-8
feet tall and weighing upwards of 300 pounds,
they are the largest and strongest sentient
creatures in the world (+2 ST, EN and HT).
They don’t tend to be overly bright though (-
2 WIT and MA). Orcs are not welcomed in
“polite” society, although most settlements
grin and bear it when an Orcish band passes
through to avoid any unpleasantness. Typical
Orcs are a mottled green color, and require
a racial pick of C (or 8 character points). At
the Seneschal’s option, a player may elect to
take a Grey Orc. Grey Orcs receive no extra
bonuses or penalties over regular Orcs, but
their green brothers treat them with a form of
superstition. This can sometimes be a good
thing and can sometimes be bad...

High EIf

High Elves are the most “noble” and rare
sentient race in the world. They require an A
priority pick (or 16 character points) to select,
but receive a number of special benefits. All
High Elves are sorcerers, and as such they
may take sorcerous gifts and flaws and buy
ranks in Vagaries at will (and they start off
with 1 rank in the Glamour vagary). All High
Elves are ageless — the only way they can
grow older is through magical aging, and
as such, they tend to be very careful with
their magic. High Elves are very intelligent
(+2 MA) and incredibly lithe (+2 AG) but
they tend also to be somewhat dreamy and
detached (-2 WP). Finally, High Elves have
magnificent hand-eye coordination and gain
a +2 bonus to any one missile proficiency at
character creation.

Option: Epic Priorities

Another option at Character Creation is to
allow characters to buy “Epic-priorities”. Epic-
priorities are an option above “A” priority,
and allow an extra special boost for characters
who wish to spend the points. A character may
only ever have a single Epic-priority, and it is
purchased in one of the following ways:

If the group is running an epic campaign, the
Seneschal may simply replace one priority
pick (A-F)with an Epic pick, depending on the
nature of the campaign and the generosity of
the Seneschal (A-E and Epic instead of the F, if
he is really generous). For the Character Point
Allocation System, the Seneschal can award
20-30 extra points with the stipulation that at
least one Epic-priority must be purchased.

For characters who want Epic-priorities in a
standard campaign, at character creation any
“A” priority pick can be upgraded to an Epic-
priority by voluntarily downgrading any other
single B or C priority by 2 steps. Thus, a “B”
priority could be downgraded to a “D”, ora “C”
could be downgraded to an “E”. If using the
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Priority Point Allocation method of character
creation, Epic-Priorities cost 7 points. Under
the Random Priority Allocation system, an
A priority can be upgraded to a Epic-Priority
for the same cost as in the standard Priority
Allocation system (a B or C priority gets
downgraded to a D or E). Many of the options
below can be taken using the Character Point
Allocation method; the costs for this have been
included where applicable.

Racial Epic-Priority

Application of the Racial Epic-priority varies
greatly depending on the campaign world
the game is set in. With the permission of the
Seneschal, the player may create a new race or
a variant of an existing race and gain all of the
benefits of thatrace, including possible attribute,
SA and even social benefits; sorcery, bonus
proficiencies, extra gifts and/or flaws, and so
on. The Seneschal is the final arbiter of what is
acceptable and what is not, of course. The costs
to purchase a new race under the Character
Point Allocation method must be determined
by the Seneschal based on the rewards offered
for being a member of that race.

Social Epic-Priority

The Social Epic-priority allows a character to
be even more important than a landed noble.
Depending on the planned campaign, this
usually entails making the character amember
of the monarchy (usually a prince or duke,
never the reigning monarch, although the
character could be in the line of succession).
While providing great (potential) power and
authority, this can also be something of a
drawback, as members of the royal family
are often not afforded the amount of freedom
they might otherwise like to enjoy, and suffer
incessant demands upon their time. On the
other hand, political power is rife, as is
personal wealth — the character has a starting
wealth of 500 gold, and a monthly income of
100. This option can be purchased using the
Character Point Allocation system, costing
21 points.

Attribute Epic-Priority

The Attributes Epic-priority gives the character
55 points to spend on attributes. Additionally,
the maximum attribute allocation is 8 rather
than the usual 7, although characters are
still required to select one ‘“high” attribute.
Characters built with the Character Point
Allocation system can spend 3 points to be
able to raise a single attribute up to 8, with a
max of 7 for all the others.

Skills Epic-Priority

The Epic-priority for Skills gives characters
a third starting skill packet, at an initial SR of
5. Thus, the character chooses 3 skill packets
at starting values of 5/6/6. At the Seneschal’s
option, characters using the Character Point
Allocation system may purchase a third skill
packet for 3 additional points over the normal
cost and must pay the usual amount(s) to
buy both the package and also buy down the
starting SR of 9.

Proficiencies Epic-Priority

The Proficiencies Epic-priority gives a
character 21 points to spend on proficiencies.
The cap on starting proficiencies is lifted as
well — any proficiency may be started at a
value of 10. Characters using the Character
Point Allocation character creation method
can spend 3 points to gain the ability to
purchase proficiencies up to a maximum of
10, but must still buy the proficiency points
they want to use, at the usual costs. The 9™
point costs 6 additional character points (18
total) and the 10™ costs 8 additional points (26
total). School rank costs 50% more then the
equivalent standard proficiency.

Gifts/Flaws Epic-Priority

The Gifts/Flaws Epic-priority gives characters
3 major gifts and 1 minor gift (or 7 points to
buy Gifts and Flaws if the optional system of
buying gifts and flaws is being used). There
is no separate option for the Character Point
Allocation system as it already has sufficient
flexibility to cover this variant.
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Gifts and Flaws:
New and Old

This section collects together all of the Gifts
and Flaws from The Riddle of Steel (p. 42- 49)
and Of Beasts and Men (p. 15) and adds many
more. We made the decision to repeat all of the
previous gifts and flaws so that they were all
in the same place for ease of selection (so you
don’t need 2 books open in front of you while
creating a character). An additional reason is
that we have updated and modified many of
the original Gifts and Flaws that turned out to
be over- or underpowered (including changes
to any gift or flaw that utilized Attribute rolls,
see the new section discussing Attribute rolls
on p. 36). This list should now be considered
the definitive collection of (non magical) Gifts
and Flaws for The Riddle of Steel.

Gifts

20/20

(minor gift)

You have perfect vision and gain +2 to all
Perception rolls involving sight.

Absolute Direction

(minor gift)

Those with the gift of Absolute Direction are
never lost. They always know which way is
North, and which way is up or down. Assuming
they’ve been conscious they can guess the
distance they’ve traveled within a few miles, and
which direction they’ve been going even if they
are in a wagon or coach and can’t see the road.

Accuracy

(major or minor gift; altered from original)
In the whirl of combat one rarely strikes the
exact location that one aims for — you swing
for the head and hit the shoulder, you thrust for
the body and strike the groin... the examples
are endless. Those with the gift of accuracy
have an uncanny ability to predict the subtle
movements of their opponent and cater their

weapon attacks so that the desired target is
struck. Either version of the Accuracy Gift
(major or minor) may be purchased to apply
to either melee or missile combat, but not both
(you can, however, take the gift twice).

The minor version of this gift allows the
character to set aside a number of dice from
his CP before he makes an attack. For every
2 dice set aside, the D6 hit location roll may
be modified by +/-1 if the attack is successful.
Note — this gift works in every way like the
Progressive weapon school bonus (TFOB,
p. 94). As such, characters in the progressive
school are already considered to have the
Minor Accuracy gift for melee combat and
can therefore buy Major Accuracy for melee
combat for the cost of a minor gift.

The major version of this gift grants the same
benefit as the minor version, with an additional
free +/-1 on the D6 roll (even if no dice have
been put aside). If Major Accuracy is taken to
apply to missile fire, the automatic +/-1 bonus
also applies to the 2d6 attack zone location roll
(TFOB, p. 9), but allocated dice do not (there
is already a method for allocating dice to add
to that roll).

Alert

(major or minor gift)

Your character is exceptionally alert and quick
to spot or hear things that other people often
miss. The minor version of this gift gives the
character a TN 5+ when making any Attribute
tests involving the Perception attribute (the
usual default TN is 6, see p. 36). The major
version of this gift gives the character a TN of
4+ when making any attribute test involving
Perception, and additionally all tests (Attribute
and Skill) involving Perception are open-ended
(re-roll 10’s to gain possible extra successes).
The number of dice that open-end are limited to
the character’s Perception Attribute (if making a
skill test and you possess levels of specialization
and/or Grand Mastery, roll the Attribute dice
separately or with a different color).
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Allies

(major or minor gift)

Some say it’s not what you know — it’s who.
Allies are those that are willing to help you out,
sometimes even at the cost of their own skin.
Minor allies are either average people who are
willing to go a long way to help you out from
time to time, or exceptional or important people
who might offer some help (although not too
much) should their own circumstances allow
it. Major allies are important or exceptional
people who gladly offer their help (often at
personal sacrifice) from time to time.

Ambidexterity

(major gift)

Those born with the gift of Ambidexterity are
neither left-handed nor right-handed, and may
use either hand as if it were their main hand.
This is not the ability to fight well with a weapon
in each hand (you have to go to school to learn
that), but an ambidextrous person may fight
freely with either hand. This provides a +1 die
advantage when attacking with a one-handed
weapon in the left hand in dueling situations
(it doesn’t make much of a difference on the
battlefield though). Additionally, should one
arm be wounded, the other may be used at no

penalty.

Animal Kin

(major or minor gift)

This gift creates a meaningful bond with animals
of all types. Those who possess this gift are
not likely to be attacked by animals, are gifted
trainers, and can gain the trust of an animal in
very little time.

The minor version of this gift adds +2 dice
to any roll that involves communication or
interaction with domesticated animals, or +1
die when dealing with wild animals such as
wolves, bears, etc. The major version adds
+3 dice to rolls with both wild and domestic
animals. Appropriate uses include training,
calming and even riding animals.

Beauty of Legends

(major or minor gift)

Most characters are assumed to be somewhat
unattractive, average, or slightly attractive
looking people; others are born with the
“Beauty of Legends”. This gift is available
to both sexes (just replace the word “Beauty”
with “Handsome” or “Dashing”).

The minor version of this gift applies to those
that are markedly beautiful or handsome — those
who stick out in a crowd and nearly always
attract members of the opposite sex. Any rolls
that are directly affected by beauty (many social
situations, several entertainment-based skill
rolls, and so on) are made with +1 die.

Those with the major version of this gift are
stunning — songs are written about them,
members of the opposite sex often become
irrationally enamored, and they stick out even in
a crowd of beautiful people. All die rolls that are
directly affected by appearance receive +3 dice.

In addition to any “game mechanics”, beautiful
people are simply treated better by everybody.
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Many of the advantages to beauty are to be
seen only in roleplaying and common sense.
However, there is a dark said to this gift as
well — beautiful people often attract too much
attention, and can even evoke jealousy and
enmity of others (remember Snow White?)

Careful

(minor or major gift)

This gift is in many ways like the opposite of the
Accuracy gift. While the accuracy gift allows
you to fine tune your attacks to hit an opponent
exactly where you want to, the Careful gift
allows you to ensure that incoming attacks hit
you in the “least bad” place instead of where
the attacker would presumably prefer to strike
you. Whenever you are struck in missile or
melee combat, you can modify the opponent’s
D6 location roll by +/-1 (minor gift) or by +/-2
(major gift).

Driven

(major gift)

Whatever drives you is in fact a single-minded
overriding goal. Your Drive SA can never be
changed unless it becomes inapplicable (at
which point you automatically lose this gift),
but it has a maximum of 6 instead of the usual
5. Additionally, you start with +2 points in
that Drive after allocating your SA points at
character creation.

Exceptional Hearing

(minor gift)

You have keen ears, and can pick up very
soft or very distant sounds that most people
would miss. You gain +2 to all perception rolls
involving hearing.

Glorious Destiny

(major gift)

Whether your character is actively aware of
it or not, he has a glorious destiny (or terribly
dreadful anti-destiny, see p. 46) awaiting him.
This gift is mechanically identical to the Driven
major gift, but applies to the Destiny Spiritual
Attribute.

Accuracy vs. Careful

he Accuracy gift allows a character

I to fine-tune where he strikes an
opponent, while the Careful gift

allows that opponent similarly to adjust the
specific attack location. So, what happens

when an Accurate character strikes a
Careful opponent?

If both characters have the same “level” of
the gifts, then they cancel out (thus Major
Accuracy versus Major Careful means that
neither character gets the usual benefit of
their gift; this is also true of Minor Accuracy
versus Minor Careful). If one character has
a major gift and the other has a minor gift,
then the minor one is cancelled out and the
major one is reduced to minor (thus Major
Accuracy versus Minor Careful means that
the attacking character gets the benefit of
Minor Accuracy only and the defending
character loses the use of their gift for that
combat). Alternately, Minor Accuracy
versus Major Careful means that the
attacker cannot use Accuracy at all, while
the Defender can only use Careful at its
minor “setting”.

Good Reputation

(major or minor gift; altered from original)

A man’s reputation is a funny thing — everybody
wants a good one, but few actually enjoy
the fame and troubles it can bring; it’s hard
to gain a good reputation but easy to lose it.
Minor reputations are less impressive and less
well known, while major reputations are very
impressive and often very well known. Both
garner the attention of those who are aware of
your reputation (for better or worse).

Those with minor reputations may add +1 die
to any roll that directly involves their reputation
(particularly Social-based rolls). Additionally,
locals will buy drinks and generally be nice to
people that they respect. Recognizing someone
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with a minor reputation requires an MA roll
(each extra success brings more information
regarding that person’s reputation).

Those with major reputations may add +3 dice
to any such reputation-effected rolls, and are
likely to be recognized (either by appearance
or by name) by almost everybody.

Great Presence

(major or minor gift)

Your character is of noble bearing, has strong
features, an open and friendly personality (or
a dominating one that calls out for respect), or
is simply exceptionally self-confident. This gift
works in all ways identically to the Alert gift,
but it affects the Social Attribute rather than
Perception.

Hardy (major or minor gift)

You have an exceptional immune system and
your body is fit and healthy. Thanks to this, you
are seldom sick, and generally survive the rigors
ofage a little better than others. This gift works in
all ways identically to the Alert gift, but it affects
the Health Attribute rather than Perception.

Heir

(major or minor gift)

You are heir to a fortune. When your benefactor
passes away, you will immediately rise by 1
social rank (you cannot rise above Landed
Noble, however) and gain all of the wealth and
benefits usually associated with it, including an
immediate injection of funds equal to double
the usual starting wealth for that rank (your
inheritance). If the minor version of this gift
is taken, then your benefactor is healthy and
unlikely to die at any time soon (although such
things can occasionally be arranged...); if taken
as a major gift, your benefactor is old, frail and/
or sickly.

High Pain Threshold
(major or minor gift)
You have an incredible tolerance for pain and
are able to “switch it off” and ignore it when

the need arises. The Pain level for all wounds
is always considered to be 1 (minor gift) or
2 (major gift) lower for the effect on your
combat die pools. You still use the unmodified
pain level to determine healing rolls and such,
however. Additionally, all combat shock results
are decreased by 1 (minor gift) or 2 (major gift)
before being applied to your character.

Intellectual

(major or minor gift)

Like Einstein, Newton, or even Oppenheimer,
your character is one of the great intellectuals of
his age. This gift works in all ways identically to
the Alert gift, but it affects the Mental Aptitude
Attribute rather than Perception.

Jack of all Trades

(major gift)

As a wanderer or merely a well-educated
intellectual, you have a little bit of knowledge
or minor skill in most areas of life. At any time
when you are attempting to use a skill that you
either do not possess or are a complete beginner,
you may roll the skill as if you were a Novice
(TNS) instead of using the Beginner (TN9) or

Il., ..':!
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Untrained (TN10) levels. When buying skills,
you must still buy them from Beginner rank,
even though you will never roll a Skill using
the Beginner TN of 9.

Light Sleeper

(minor gift)

You have the athletes’ ability to wake to full
consciousness almost instantly without being
groggy. If surprised while asleep, you can go
from sleep to full alertness (and full CP) within
one round.

Linguist

(minor gift; altered from original)

You have an intuition and talent for language.
You automatically begin play with an extra
three languages (at the same skill level as your
native language). Any new languages learned
during play take half the usual time to learn
and begin at your native language skill level +2
(rather than having to start at the Beginner skill
ranking of TN9).

Marksman

(major gift)

Years of practice or a spooky natural talent has
given you an eagle eye when it comes to the use
of missile weapons. Any missile weapon range
category of Medium or longer is considered
to be one range increment shorter for you. In
other words, Medium range is considered to
be Short and thus suffers no die penalty; Long
range is considered Medium and thus only
costs -1 CP; and Extreme range is considered
Long and thus only costs -3 CP. Anything
beyond Extreme range remains impossible (or
-10) to hit, however. See the missile range chart
(TFOB, p. 8) for further information.

Nimble

(major or minor gift)

You are nimble and agile, and able to move
swiftly as well as having excellent hand-
eye coordination. This gift works in all ways
identically to the Alert gift, but it affects the
Agility Attribute rather than Perception.

Patron

(major or minor gift)

You, like many artists, explorers and swordsmen,
are in the general employ of someone more
powerful than you are. In return for your
occasional services, they see to it that you eat,
are sheltered, and have other resources. Major
patrons are often nobility or groups with a
great deal of money to burn. Minor patrons are
usually lesser nobility or groups, or powerful
but stingy nobility. While having a patron is
usually a great asset financially, there is often
a duty attached (and perhaps even an Oath, see
p. 49). Another version of patrons is the feudal
system — most knights are indebted through a
kind of patronage to their lords.

Quick Hands

(minor or major gift)

You are an expert in the rapid deployment of
missile weapons. If taken as a minor gift, when
trying to reduce the preparation time for any
missile weapon, the roll to reduce the time does
not need to be made — the reduction is automatic
as long as the required MP dice are spent. If
Quick Hands is taken as a major gift, all missile
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weapon preparation times are automatically 1
round shorter for weapons where the prep time
can be decreased (this is specified for each
missile weapon individually) and no MP dice
need to be spent. However, this doesn’t mean
that a character can elect to further reduce the
prep time — a one round reduction is the best
you can ever manage.

Quick Healing

(major gift)

This gift facilitates very quick recovery from
wounds, doubling the number of dice rolled
when healing or recovering from sickness.

Quick Wits

(major or minor gift)

Your character has a quick mind and can react
(mentally) to almost any situation instantly.
This gift works in all ways identically to the
Alert gift, but it affects the Wit Attribute rather
than Perception.

Resolute

(major or minor gift)

Your character is strong willed and unshakable
in his determination and drive. This gift works
in all ways identically to the Alert gift, but it
affects the Willpower Attribute rather than
Perception.

Social Butterfly

(minor gift)

You are completely at ease in social situations
and never feel discomfort or awkwardness.
Gain +2 dice on all rolls that use the Social
attribute (skill rolls included) when being able
to integrate yourself into a crowd or impress
large numbers of onlookers would be an
advantage.

Steadfast

(major gift)

Your word is your bond, and once you have
sworn an oath to do (or not do) something, your
every will and effort is geared towards fulfilling
that duty. This gift is mechanically identical to

the Driven major gift, but applies to an Oath
Spiritual Attribute.

Tireless

(major or minor gift)

Ever since you can remember, you simply had
more staying power than anyone else. Although
you may have never been the biggest, the
strongest, or the fastest, you’re the one who is
still standing when everyone else has collapsed
from exhaustion. This gift works in all ways
identically to the Alert gift, but it affects the
Endurance Attribute rather than Perception.

True Compassion

(major gift)

Your character is one of those rare few
individuals who have a true and deep level of
compassion and understanding for others, and
this compassion often drives you very strongly.
This gift is mechanically identical to the Driven
major gift, but applies to the Conscience
Spiritual Attribute.

True Faith

(major gift)

You are a true believer in, well, whatever it is
that you believe in, and you are unshakable in
your faith. This gift is mechanically identical to
the Driven major gift, but applies to the Faith
Spiritual Attribute.

True Leadership

(major gift)

While most people can /earn to lead, others are
born with the power to lead. Such people in our
own world have included George Washington,
Alexander the Great, and Jan Sobieski. Those
with this gift invariably find themselves in
positionsofleadership,andalmostautomatically
gain the trust and support of those they lead. In
game terms, all rolls that concern leadership or
follower loyalty are made at +4 dice.

True Love/True Hatred
(major gift)
You either love someone more deeply than
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most people will ever know love, or you
despise somebody equally strongly. This gift is
mechanically identical to the Driven major gift,
but applies to a Passion Spiritual Attribute.

Wealthy

(major or minor gift)

Some people are born into wealth, while
others are intelligent or wily enough to earn
it. Regardless of your social station, there are
usually always those of the same class as you
who are wealthier, and those who are poorer.
Characters with the Wealthy gift tend to be in
that top income bracket for their social class. The
Minor version of this gift grants the character
double the standard monthly income for his
class. The Major version of this gift doubles the
starting wealth, and triples the monthly income.

Flaws

Addiction

(minor flaw)

You have to get a daily fix of whatever itis you’re
addicted to, whether it’s alcohol, gambling, or
some other drug. As long as the daily dose is not
too much, no major negative effects take place
upon or following consumption (use common

sense to determine what “too much” is). Failure
to get your daily dose incurs a -1 penalty to ALL
rolls until you get it. After a week, the penalty
increases to -2 dice, after two weeks to -3 dice.
The penalty stays at -3 dice until the fourth
week, after which it lowers by 1 die each week.
If this process of withdrawal and rehabilitation
is successful then the addiction lies dormant, and
will only return if the addiction is re-indulged.
At any time before, during, or after withdrawal,
if the object of addiction is offered, the character
must make a Difficulty 3 WP test to resist.

Amnesia

(major flaw)

Possibly due to an accident, a bump on the
head or even an illness, you have no past (or
rather, you do but you don’t know what it is.)
This major flaw should be taken early on in the
character creation process, at which time your
character sheet is given to your Seneschal. He
then determines your character’s background,
history, skills, proficiencies, gifts/flaws, and
attributes (using the priority picks or points
you assign to each category). You begin the
game not knowing who you are or what you
are capable of (and usually waking up with a
headache after a big fall, or in a bed after a long
illness). This flaw can be an interesting one to
role play and it can be a lot of fun discovering
things about yourself, but it can also increase
the workload on the Seneschal and occasionally
lead to revelations and details about your
character that you would not have chosen,
so whether to take this flaw or not should be
seriously considered.

Amputee

(major or minor flaw)

One of your limbs is badly deformed or missing
altogether. The minor version of this flaw refers
to a missing hand, while the major version
includes a whole arm or any portion of a leg. A
missing hand restricts weapon choices to those
things that can be strapped on, such as flails
and maces (at +2CP activation cost for use) and
some shields. Lack of a whole arm precludes
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the use of that arm at all (of course!), and
causes a -1 penalty to AG. Missing leg parts are
extremely difficult to deal with (especially for
combat related characters), limiting character
movement to crutches or, in some places,
to a wooden leg. Generally, a deformed or
amputated leg causes a negative die modifier of
half the combat pool (and half the Move score
as well), assuming a peg leg or cane.

Bad Reputation

(major or minor flaw; altered from original)
It’s hard to gain a good reputation, but getting a
bad reputation is easy! The hard part is staying
alive with this kind of fame. Those with a
bad reputation may or may not have earned
it — either way they’re not very popular. Such
infamous characters, while feared, are often
hunted by the law, those they’ve wronged, or
those wishing to prove themselves.

The minor version of this flaw costs -2 dice
from any roll that the character’s bad reputation
might affect (mostly Social or other interaction
rolls). On the upside, any roll that relies on
fear or intimidation of others actually gains
+1 die instead. This flaw is best exemplified in
well-known brigands and other baddies. Most
people will recognize you or your name with
an MA test.

The major version of this flaw is reserved for
the truly frightening and despicable. Good
people abhor such people, and many fear them.
Subtract -4 dice from any roll that reputation
might affect, or add +2 dice to any roll where
such a reputation might be useful (again, fear
and intimidation). Most people will recognize
you or your name very quickly.

Exact details are left up to the exact reputation
and the Seneschal. Nobody will ever be terribly
friendly or helpful to the character except
through fear. Those that are more powerful
than you will show nothing but contempt and
disrespect, and may even prove dangerous.

Bleeder

(minor flaw)

You are a hemophiliac and your blood does not
clot easily. All Blood Loss results in combat are
+1. Additionally, it’s harder to get your blood to
stop flowing — any First Aid rolls to stop your
bleeding have a Difficulty of 2.

Bloodlust/Troublemaker

(major or minor flaw; altered from original)

Instead of avoiding trouble, you look for it;
instead of sneaking past the enemy, you do
anything you can to hurt them as you pass. The
minor version of this flaw could easily be called
“troublemaker:” you like to get into and cause
trouble — especially fights. You never forget
an enemy and find it difficult to forgive those
who cross you. This is a common flaw amongst
thugs and some blade slingers. The major
version of this flaw is much more serious: you
have the same troublemaking tendencies and
unforgiving spirit as above, but you go for the
kill. You fight to kill, you never let an enemy
live (not if you can help it, anyway), and have
little respect for human life. It’s important to
note that this doesn’t mean you’re an unkind
person — you probably still love your family
and friends... you just have a big problem with
your enemies (both making and dealing with
them). If you ever need to resist an urge to start
trouble, kill an enemy, etc, you need to pass
a test. Make a WP test with a Difficulty of 3
(minor flaw) or 5 (major flaw) to swallow your
pride and not start anything.

Chicken

(major flaw; altered from original)

You’re a gutless yellowbelly momma’s boy
coward. At the first sign of trouble you either
run, or wet yourself (or maybe both!). You
can’t handle torture or even threats, and you
give in easily. Even trying to be a little brave
calls for a WP test (the Seneschal will tell you
the Difficulty required, but it will usually be 3-
5). This flaw is much better if roleplayed rather
than relying on die rolls, however.
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Compulsion

(minor flaw)

You have a serious compulsion for something,
be it cleanliness, lying, pilfering shiny things,
enjoying carnal pleasures, and so on. You must
fulfill this compulsion whenever and whenever
possible. If you have an opportunity to do so
and you do not, you suffer -1 to all rolls for
the following day as you agonize over it (this
penalty is not cumulative).

Enemy

(major or minor flaw)

Somehow, you have made an enemy at some
point in your past. This person is working
against you and seeks your downfall. Your
enemy will not constantly harass you, but you
will come across his works on occasion and at
times, he will manage to make your life very
difficult. As a minor flaw, your Enemy is a
single person with the same resources and
approximate abilities as you. The major version
of this flaw, however, pits a group of people or
an organization against you.

Evil Twin

(major or minor flaw)

They say that everybody has a double. In your
case, they’re actually right — and he’s a real
bastard. Somewhere in the same geographical
area, there is someone who looks exactly like
you and he is nasty. If taken as a minor flaw,
your Evil Twin either doesn’t know of you or
has no particular reason to dislike you, but you
will fall foul of their misdeeds occasionally. If
taken as a major flaw, your Evil Twin knows
of you, hates you, and is actively working
against you

Greed

(major flaw)

“The love of money is the root of all evil”.
You love money, wealth, power, or some other
form of personal gain. This love and obsession
is often overpowering, leading you to cross
even those that you love or fear in search
of glory, recognition or cash. Any time you

are offered money, power, or whatever your
obsession is, make a WP test. The number of
successes required varies depending on the
risk and the amount of reward involved. This
holds true for offers of money and wealth “out
in the open”, be it in your friend’s bag or a
dragon’s lair.

Lecherousness

(minor flaw; altered from original)

Some have a problem with gambling, others
with drink; your problem is women (or men,
depending on your gender and/or preference).
Examples abound in literature of men easily
seduced or distracted by beautiful members
of the opposite sex (a certain British super-
spy is the classic example). Anytime someone
of your gender preference makes a pass, no
matter how subtle or aggressive, make a WP

test. The test’s Difficulty is determined by
how attractive this person is, but may also
be affected by things such as how long since
your last score and how aggressive the pass
is. Resisting someone with the Ugly flaw is
Difficulty 1. Resisting “average” people is
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Difficulty 3, those with a minor gift Beauty
of Legends is Difficulty 5, and those with a
major gift Beauty of Legends is Difficulty 8.

Lingering Injury

(minor or major flaw)

Choose a hit location (this is a specific location
such as the left shoulder, right forearm or
pelvis; do not select an attack zone). That
location was wounded at some point in the past
and you still have problems with it on occasion.
A minor Lingering Injury flaw means that any
wounds to that location always increase by +2
pain, as the injury flares up. A major Lingering
Injury suffers the same +2 pain penalty, with a
minimum final Pain result of 6.

Little

(minor flaw)

Some Siehe, such as dwarves, are smaller than
most people are. This makes it difficult to blend
within most social circles, and limits many
physical activities. Dwarf-sized characters
(around 3-4 feet tall) fight as if their weapon
was 2 length categories shorter (including their
fists!) when fighting larger persons.

Nearsighted

(major or minor flaw)

You are either near- or far-sighted, or you have
good eyesight in one eye but have lost vision in
the other one. In any case, your vision is lacking
(and glasses have not yet been invented). If the
minor version of this flaw is taken, you suffer
a -2 to all Perception rolls involving vision.
As a major flaw, you additionally suffer -1 on
all melee combat pools and -3 on all missile
combat pools.

Obese

(major or minor flaw)

Those weighing significantly more than
“average” for their height are constantly
burdened by additional encumbrance. See
TROS, p. 93 or p. 70 of this book for further
information as to the penalties associated with
obesity.

Overconfident

(major or minor flaw)

Some people just don’t know when they’re
outclassed — others don’t care; both suffer
from the overconfident flaw. Characters with
overconfidence have a bit too much self-esteem
— big britches as it were. This flaw may be
either major or minor at the Seneschal’s option;
it simply depends on what the players are like.
Many players, whether they have this flaw or
not, will exhibit a good deal of overconfidence —
it’s a minor flaw for them. Others are a bit more
prudent and must work to be overconfident — it’s
a major flaw for them. Either way, this flaw must
be roleplayed to the hilt. If a roll is ever called
for (we don’t encourage it, but sometimes you
have to), make a WP test with a Difficulty of 4
to stand down or be a little humbled.

Phobia

(major or minor flaw; altered from original)
Some people, no matter how tough they are
in other situations, are deathly afraid of some
things. Whether it’s closed spaces, open
spaces, darkness, light, snakes, rats, the sight of
blood, weapons, magic (a debilitating degree of
superstition), something causes your character
to go weak in the knees, faint, or vomit. When
combined with Rage, this flaw can cause
substantial problems.

The minor version of this flaw causes people to
act irrationally, suffer from sickness or weakness,
and incur a -1 penalty to most rolls (at Seneschal’s
discretion) when in the presence of their phobia.
The major version is simply worse, causing -3
dice to all appropriate rolls in the presence of
the phobia, or -1 if the character even thinks the
object of their phobia could be nearby.

Poor

(major or minor flaw)

In every social class, there are the downtrodden
and the unfortunate - those who were sadly born
to the wrong house or who have perhaps suffered
a catastrophic downturn in fortunes. Characters
with the minor version of the Poor flaw start play

26 The Riddle of Steel Coml:vanion



VeIV VUT PRI OUOVINVIIRIIDOVINIIORVIV

with only half their starting wealth and earn half
the usual monthly income on an ongoing basis.
Characters who take the major version of this
flaw are totally penniless — no starting wealth
and no ongoing income, although you still get
whatever “social” benefits are normally deserved
by one of your class (except that everyone knows
you are a pauper). A character with a social class
lower than Freeman (i.e. Peasants and Slaves)
cannot take this flaw.

Rage/Bad Temper

(major or minor flaw; altered from original)

The Rage flaw makes it difficult for one to
control his actions when frustrated or under
pressure. Such people often “explode” and go
berserk, lashing out physically or verbally at
anyone or anything nearby.

In its minor incarnation rage forces one to
act out against the source of the frustration in
some way or another, be it physically, verbally,
or even subtly- it need not be loud or even
violent (although it generally is), but it must
be immediate. Those wishing to keep their
cool must make a WP test with a Difficulty of
4; alternatively, one can simply walk out or
in some other way distance themselves from
the source of the frustration by rolling with a
Difficulty of 2.

The major version of Rage forces the character
to act out against the source of frustration
immediately and violently. Such characters
enter a berserk rage, attacking and perhaps
killing anything that gets in their path. Enraged
characters can only come out of the Rage
by achieving a total of 10 successes on an
extended WP check (keep rolling each round
and accumulate the successes). Those wishing
to keep their cool need 6 successes on a straight
WP check; or alternatively 4 successes to walk
away and distance themselves. While in a major
Rage, characters have an effective +1 on their ST
and TO scores, but must always press the attack
and take the role of aggressor whenever possible
and must use their entire CP pool every round.

Shy

(minor flaw)

You are painfully shy in social situations and
dislike being the focus of anybody’s attention.
You suffer a penalty of -2 dice (minimum 1
die) on all rolls (including skill rolls) using the
Social attribute.

Skeletons in the Closet

(major or minor flaw)

You have a dark secret in your past that
would prove very embarrassing (minor flaw)
or potentially life threatening (major flaw) if
anyone ever found out about it. The details of
your secret should be determined with (and
must be approved by) the Seneschal.

Sleep Disorder

(major or minor flaw; altered from original)
You have a problem with sleeping. Either you
sleep deep and long, needing about 12 hours of
sleep a day to feel comfortable (minor flaw),
or you have difficulty sleeping well and thus
often suffer from major fatigue (major flaw).
Characters who have difficulty sleeping well
should make a Per Test every night. The
Difficulty is 4 in most buildings, but 2-3 in most
camps, and noisy areas require only 1 success.
Succeeding this roll means that the character
has been disturbed too much and suffers a -1
die penalty to all rolls the following day. This
penalty applies until the character gets at least
one night of good sleep. Failure means a night
of tolerable rest and a botch means sound,
baby-like sleep.

Telegraphed Techniques

(major or minor flaw)

Either because of substandard training or
perhaps just a lack of imagination, in combat,
you tend to stick to a few simple routines
and often repeat them. Anyone trying to use
the Read Body Language skill against you in
combat has +2 bonus dice on their skill check.
Additionally, after a foe has fought you for 5
rounds (or studies you fight for 5 rounds) they
gain a +1 (minor flaw) or +2 (major flaw) die
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bonus to their CP when fighting against you
thereafter, as they can semi-predict what you
are going to do.

Tormented

(major or minor flaw)

Every person has his own “demons”, but you
haven’t come to terms with yours. What’s
more, they haunt you regularly. You suffer
from “flashbacks”, nightmares, and constant
guilt. Your combined Passion(s) and Drive
SA’s can never exceed 7 points total with the
minor version of this flaw, or 3 points for the
major version.

Ugly

(major or minor flaw)

Something about you just bothers people:
your face. This flaw is always taken in
relation to those that you are with — it is
assumed to be relative to humans first, other
races second. Thus, a troll would almost
definitely have this Flaw when in contact
with humans, but it would probably not be a
problem with other trolls.

The minor version of this flaw causes a -1 die
penalty to any roll (particularly Social rolls)
that involves appearance. The major version
inflicts a -3 die penalty to all rolls.

Gift or Flaw

Berserker

(major gift or major flaw)

The Berserker gift may be selected either as a
major gift or as a major flaw. In both cases, it
provides the following benefits:

Whenever a character spends at least ten
minutes concentrating and focusing his
breathing before a combat, he may enter a
berserk rage. While berserk, all Blood Loss
results are reduced by 4, all Shock is halved,
and the character only receives 1/3 of the Pain
die loss (remember to record the actual pain

received, as this is used later to determine how
debilitating the wound really is). However,
the character may not be wearing any armor
heavier than AV2 leather. Additionally, the
character may only ever make attacks, and
may not declare defensive moves except duck
& weave (this makes his only possible defense
an evasive attack, a simultaneous block/strike,
or a duck & weave). The character must
always attack the nearest opponent, even one
who has surrendered or is running away. A
strike that instantly kills the berserker (such
as most level 5 wounds to the head or torso)
will kill the character immediately unless the
berserker can pass a Difficulty 5 WP test. This
roll must from that point on be made at the
start of every combat round, or the character
instantly drops dead. At the end of the combat,
apply full Pain penalties, and of course, if the
character has been resisting a mortal wound
through WP rolls he will then die.

The main difference between taking this as a
gift or a flaw lies in the control the character
has over his or her berserk rage. When taken
as a gift, the character may elect to end the
berserk rage at any time, although he will
need a minute to recover for every combat
round he was berserk (so don’t end it while
there are still opponents around!). If this is
taken as a flaw, the character must succeed at
a Difficulty 5 WP test at the end of combat,
or continue to fight — attacking innocents
or even companions as he struggles to gain
control of his berserk rage. This WP roll must
be made at the start of every combat round
(the required number of successes reduces by
one each round, however) until the berserker
finally regains control and stops fighting.
Additionally, when taken as a flaw the berserk
rage may be sparked at any time, even without
concentrating on it. Whenever a character
takes a wound in combat while not raging, he
must get as many successes as the Pain Level
of the wound on a WP test or immediately
enter a berserk rage with all of the bonuses
and penalties described above.
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skills and Attribute
Checks

After combat and spiritual attributes, the skill
system is the most fundamental mechanic
presentin The Riddle of Steel. 1t’s been two years
now since the TROS rule book was released,
and we’ve put out a couple of supplements in
that time covering combat options and beasties,
so we thought it was time the skill system had a
bit of a facelift too. This section presents some
optional clarifications and alterations to the skill
system that help tie it into the combat and other
resolution systems better, and iron out some
of the foibles of the system. Additionally, the
attribute check system we put into the original
rules doesn’t resemble anything else in TROS,
so we’ve ditched it, offering a better system here
which is married to the skill system. Everything
presented here is optional, of course, and much
of it can be mix-and-matched with the existing
system in whatever combination suits your
own campaigns, but we recommend adapting
all of the following guidelines for a smoother
and more streamlined TROS experience.

Of course, anything not specifically mentioned
here still holds true from the main rulebook,
and Spiritual Attributes — as always — can be
added directly to skill and even attribute checks
when they apply.

Buying, Managing, and Rolling Skills
One of the oddities of the skills system in
the standard TROS rules is that they work so
differently from the combat system. In combat,
you count successes, while with Skill rolls,
you’re really only looking for a single success
unless you’re trying to beat someone else’s
number of successes. Additionally, there are
too many ways for the Seneschal to alter the
difficulty with no real guidelines on which
should be used. In an attempt to clarify all of
this, we have made some minor changes to the
skill system, as follows:

First, there are no longer any TN’s higher than
10. A completely untrained skill is considered
to be TN10 when that skill is rolled. Through
training (SA expenditure, see below) skills
can be improved through each of the ranks
listed below, right down to Master (which
gives TN4 on skill checks). On your character
sheet, it’s probably easiest to list skills with
their TN (Sailing: TNS as opposed to Sailing:
Journeyman), but that’s entirely up to you.

SKkill Defaults

ln the main rulebook (TROS, p. 31+),

different skills have defaults ranging

from 9 up to 13 in some cases. Under
this altered system, the default for all skills
is 10. Skills can still default from each
other, but this default can never be any
worse than 10).

Untrained (TN10)
Beginner (TN9)
Novice (TNS)
Apprentice (TN7)
Competent (TN6)
Journeyman (TN5)
Master (TN4)

Skills can only be improved through the
expenditure of SA’s. For all the regular skill
levels, it costs 2 SA points to improve a skill by
1 rank. If you are using the Grandmaster skill
levels as discussed in the sidebar on the next
page, it costs 3 SA points plus the current level
of Grandmaster to improve a skill past the rank
of Master. To improve from Master to First
Rank Grandmaster thus costs 3 SA points, but
to improve from fourth level Grandmaster to
fifth level would cost 3+4 or 7 SA points. Skills
can only be improved one rank per session.

Rolling Skills

When a character makes a skill roll, they pick a
relevant Attribute and roll that many dice against
the TN specified by their skill. Characters who
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Grandmaster SKkill Levels

Ithough Master is technically the
Ahighest level obtainable in a skill,

it should always be possible to
get just a little bit better at whatever it
is that you do best. As such, it’s possible
to train your skills even higher than
Master — the Grandmaster levels. At
Grandmaster, the TN of the skill check
remains the same (TN4) but you gain one
extra die in your pool to roll it whenever
you make a check against that skill. At
second rank Grandmaster, you gain two
extra dice, and so on.

have purchased Grandmaster ranks in a skill
keep the TN at 4 but each rank of Grandmaster
adds one die to the roll.

Titus is attempting to use his Climbing skill
(in which he is ranked Competent) to climb a
cliff face. Because it’s a relatively short climb,
the Seneschal determines that the governing
attribute will be Titus’ Agility (on a much
longer climb, his Endurance might have been
used instead). Because his Agility is 5, Titus
will roll 5 dice against a TN of 6. If Titus was
a second ranked Grandmaster in climbing, he
would have rolled 7 dice (5 for his Agility plus
2 because he is a second ranked grandmaster)

against the Master/Grandmaster TN of 4.
First Rank Grandmaster

(TN4 + 1 extra die) Die Pool Modifiers

At the Seneschal’s discretion, die pools may be

Second Ranksrandniasicr modified by tool use where a skill allows it (the

e doxiadice) use of ropes and climbing claws for a Climbing
Third Rank Grandmaster check, lockpicks when attempting to use the
(TN4 + 3 extra dice) Lockpicking skill, and so on). Superior tools
add +1 die, while Exceptional tools add +2.

(and so on) Conversely, substandard tools penalize the die

pool by -1 die, and inferior (or improvised) tools

Improving skills through use

l n the original skill system, it was possible to improve a skill through play, using the three

check boxes beside each skill on the character sheet. It didn’t make sense to us (or our fans)

that skills could improve in this manner while Attributes, Combat Proficiencies, Sorcerous
skills and the like could not. As such, we have removed that as a default improvement system
— TROS is a game all about your passions and goals driving you forward and helping you
improve yourself, and thus skills, like everything else on the character sheet, are only able to
be improved through your SA’s. -

However, if you like the old way of improving skills, far be it from us to tell you that you
can’t use it. Every time a character uses a skill under duress, give them a tick on that skill
on the character sheet (we suggest that you award no more than one tick per session). Once a
character has amassed three ticks, let them make a roll to see if the skill improves. We suggest
they roll a number of dice equal to the TN their skill usually grants, and they need 3 successes
at TN8. Thus to improve from Novice to Apprentice, you would roll 8 dice at TN8 and need 3
successes, but to improve from Journeyman to Master you only get to roll 5 dice and you still
require 3 successes. This makes it progressively harder and harder to get better without making
it impossible. Note that at Master and Grandmaster ranks, you will still only roll 4 dice — extra
dice from the Grandmaster bonus do not count).
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by -2. Penalties for substandard or inferior tools
only apply where tools are required, of course.

Additionally, it is often possible to gain extra dice
on a skill check by taking extra time - doubling
the time taken to perform a skill gains +1 die,
while tripling the time adds +2 dice. Note, this
only applies in situations where taking extra time
to perform a skill would be an advantage, thus it
is likely to apply on a Research or Search roll,
but is less likely to apply on a Dancing or Orate
check. Conversely, having to do a “rush job” on
a skill penalizes the die pool — at the Seneschal’s
discretion characters can knock one third off the

How many Successes are Needed?
There are two types of skill checks — simple
and contested checks.

Simple Checks

A simple check is any check that is not
being contested by another person. The
Seneschal determines the difficulty of the
check and the character rolls, trying to get
at least as many successes as the difficulty.
This number is generally in the range 1-5,

but on rare occasions, higher numbers may
be called for.

usual time to perform a skill for a penalty of -1 : Number of
die, or halve if for -2 dice. penety Difficulty successes needed
Simple 1
Condition Modifier Average/Default 2
Exceptional tools +2 dice Tricky 3
Superior tools +1 die Difficult 4
Standard tools - Hard 5
Substandard tools -1 die (Extremely hard) 6+
Inferior (or improvised) tools | -2 dice
Spend triple the usual time +2 dice £ ] .
Spend double the usual time +1 die L]
Spend 2/3rds of the usual time | -1 die f
Spend half of the usual time -2 dice

Petre’and Andre’ are thugs attempting to sneak
into the house of a man foolish enough to cross

their master. While Andre’ keeps watch, Petre’

attempts to pick the lock. He is a Journeyman
at Lockpicking and has an Agility of 6, so he
will be rolling 6 dice against a TN of 5. The
Seneschal tells him that the lock is a particularly
complicated one and he will require ten minutes

to pick it, needing 4 successes. Luckily, Petre’

has a set of Superior lockpicks, which will add
+1 die to his pool, and he elects to slow down
and take his time over the attempt as well,
spending 20 minutes instead of 10 and thus
gaining another bonus die. Petre’ therefore
rolls 8 dice against TNS, and gets 4 successes
- exactly what he needed! With the house
infiltrated, he and Andre’ slip inside to teach
the target the error of his ways...

L TR
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If the character achieves the required number
of successes, then the skill check is successful;
otherwise, it has failed. If the character rolls no
successes at all, and has one or more 1’s, then
the roll is a botch, and the Seneschal should
adjudicate accordingly.

Titus is still attempting to climb the cliff.
Because of the steepness of the slope, the
Seneschal determines that the base difficulty of
the climb is 2. However, the route Titus chose
is unusually smooth (his brother goaded Titus
into trying it the hard way), so the Seneschal
adds +2 to the difficulty. This means that Titus
will need 4 successes on his Climbing Skill roll
to successfully climb the cliff.

Contested Checks

For a contested check, both characters make
their individual skill rolls and compare the
number of successes both to their own personal
difficulty and also to the number of successes
the opponent had. It’s necessary both to succeed,
and also to beat the number of successes of the
opponent in order to win. The easiest way to
handle it is to subtract the difficulty from the
number of successes for each contestant, and
then compare the total successes each has left.

If one character has more successes than the
other then the victor of the contest is obvious. If
both have the same number of successes, then
the victor is the “defender” in situations where
one skill is being used actively against another
(sneak versus spot, for example), or the person
with the better natural skill in situations where
skills are being used in competition (e.g. two
characters trying to out-swim each other). In
this case, if the skill rankings are identical then
the character with the better governing attribute
wins the tie.

Titus is trying to climb the cliff before his brother,
Faustus, can do so. Titus has an Agility of 5 and
a TN of 6 (because he is a Competent Climber)
and he has a Difficulty of 4 as mentioned earlier.
Faustus has an Agility of only 4, but he is a
Master Climber (TN 4) and he picked a better
route, so his Difficulty is only 2. They both roll,
and Titus gets 4 successes while Faustus gets 3.
Titus needed 4 successes just to climb the cliff
(which he has done) so those are subtracted
from his successes leaving zero. Faustus
needed 2 successes to climb the cliff, which are
subtracted from his total leaving 1. Comparing
the remainders, Faustus has one success more
than Titus and has thus successfully climbed

Evening the Odds

out pretty well from a percentage perspective. There’s an even better way to smooth

T he system presented here, requiring a number of successes to make a skill check works

out the probability curve, but it involves a lot more die-rolling for the Seneschal, which
is why we have presented it here as an optional rule.

If you want to make your skill checks even smoother in probabilities, then instead of the
player trying to achieve a set number of successes, every roll should be treated as a contested
roll, with the Seneschal rolling a number of dice equal to double the difficulty, against a flat
TN of 6. If the player gets equal or greater number of successes than the Seneschal then
the skill check has succeeded, if he gets no successes (even if the Seneschal also rolled
no successes) or rolls fewer successes than the Seneschal, then the skill check has failed.
Although it means a little extra die rolling for the Seneschal, we prefer this option as it
means that players always have a chance (however slim it may be) to make any roll. If the
difficulty is 4 and you only have 2 dice to roll, you can’t possibly succeed under the standard
system, but with the alternate system you can (however unlikely it may be that the Seneschal
will get fewer successes than you with his eight dice...)
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the cliff faster, winning the contest. If Titus
had rolled only three successes, he would not
have even been successful climbing the cliff, let
alone beating his brother — thats what letting
your opponent pick your route does for you...

Extended Skill Rolls

Both types of skill checks (simple and
contested) can be made as Extended checks.
Extended checks are used when a character has
the luxury to devote time to a skill, rolling and
accumulating successes until he achieves the
desired amount. In this case, the Seneschal will
specify a total number of required successes
and how often checks can be made, and the
character rolls, accumulating successes with
each roll until he reaches the desired amount
or botches a roll. If any roll is botched then the
entire check has failed and must be started over
from scratch; a failure on any particular roll
simply means no progress was made during
that period.

Benedict is researching ancient magical
rituals while hidden in the temple library.
The Seneschal instructs him to make a Simple
Extended Research roll, and informs him that he
will need 10 successes to find the information
he is seeking. Each roll will represent one hour
of research, but he only has just over five hours
(and thus 5 rolls only) until the monks return
from their services, at which time he will have
to flee whether he has found the information or
not. The first roll is made, achieving 4 successes.
The second roll is a failure, and Benedict
spends a frustrating hour accidentally reading
an ancient cookbook. On the third roll, another
3 successes are rolled, and at the fourth roll
he makes a further 4 successes, which exceeds
the 10 successes he required. After 4 hours of
research, Benedict has found the book he needs
and he slips out of the library with it, with just
over an hour to spare.

Contested Extended skill checks can be made
also, perhaps to see which of two characters
can successfully perform a task faster.

Crafting Skill Rolls

One common use of Extended skill rolls is when
a character is attempting to use a craft skill.
The Seneschal will determine the number of
successes needed to perform the crafting project,
and how long each roll might take. Thus, a tailor
might roll Wit/Craft: Clothier every 3 hours
while making a pair of trousers, requiring 8
successes to finish. There is one extra wrinkle
to consider when Extended skill rolls are being
used for crafting, however — determining the
quality of the completed item. Crafting rolls are
usually made with the Wit attribute.

During the series of skill rolls to complete a
crafting project, the character should keep track
of the number of successes he achieved on
each roll. If every roll had at least one success,
then the project has been completed normally.
However, if any of the rolls were failures, then
the character has created a substandard item (or
done a substandard job, in the case of manual
labor or similar craft skills). Conversely, if
the character rolled at least 3+ successes on
each roll, then the item is of superior quality,
or exceptional quality if 5+ successes were
achieved on every roll. At any time during the
crafting, a character may choose to spend a
single drama or relevant SA point to re-roll any
single roll, perhaps to avoid a failure or maintain
a 3+ or 5+ minimum roll. Drama and/or SA
points cannot be spent in the case of a botch
however — if a character botches then the entire
crafting check has failed and half of the raw
materials are used up in the process.

Condition Quality
5+ successes on every roll | Exceptional
3+ successes on every roll | Superior
1+ successes on every roll | Standard
No successes on Substandard
one or more rolls
Inferior
Entire roll failed (or nothing
due to a botch — Seneschal’s
call)
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While crafting, characters may take more time
or use better quality tools and materials to
improve their die pools, as outlined in the Die
Pool Modifiers section on p. 30 .

James’ character Aesbiorn the shipwright is
working on a mighty longship for his Thane.
The Seneschal informs him that he will need
to accumulate 20 successes on an Extended
Crafting roll, and that each roll will represent
1 month of work. Aesbiorn is a 2" rank
Grandmaster with a Wit of 6, so James will be
rolling 8 dice (Wit 6 + 2 for the Grandmaster
skill levels) against a TN of 4 each “month”.
For the first roll, James rolls 3 successes. The
next roll is 2 successes, followed by 3 again,
then 5, and then 4. Aesbiorn has accumulated
17 successes from 5 months of work, and
anticipates only one more month of effort.
However, James 'next roll is a failure. Although
he could choose to simply carry on and roll
again for the following month (the failed roll
simply counts as month of effort that gathered
no successes), James is aware that having
rolled a failure will mean that the longship will
be substandard in some small way, possibly
displeasing the Thane. James elects to spend
a point of Drama and re-rolls the failed roll,
getting 3 successes, which totals 20, which
are exactly what he needed. After 6 months of
work, the Thane's ship is finally completed. The
ship is of standard quality, but it could have
been better. If James had chosen to spend a
point of Drama or an SA point to re-roll the
month where he only got 2 successes (and had
managed to get 3 or more on the re-roll, which
with 8 dice against TN4 is likely) then all of his
rolls would have been 3's or higher. The ship
would therefore have been of superior quality

Extra Degrees of Success?

As long as a character achieves the required
number of successes (based on the difficulty)
then the skill or attribute check is successful.
However, any extra successes over this
required number could be considered “extra
gravy” allowing a character to complete the

Difficult Crafting

he Seneschal might decide that

I some items require more than 3/5
successes for a superior/exceptional

result, if it would be even more difficult to

craft an item of high quality. As an example,
see crafting fine weapons on p. 99).

skill in record time, or with an extra degree of
proficiency. It is the Seneschal’s decision as
to what extra successes might mean, but as a
guideline:

Number of
extra successes
0 (but the result
was a success)

Result

The check is successful

The check 1s successful

12 but with a little extra flair
The check is

34 exceptionally successful,
impressing onlookers
The character has

5t outdone himself and has

displayed clear excellence
in the skill or task at hand

Skill Specializations

It is also possible for characters to specialize
within a skill. Specialization involves picking a
particular aspect of a skill and focusing attention
on training that aspect. An example might be
specializing in “Combination Locks” within
the Lock Picking skill, a certain language in
the “Secret Languages” skill, knowledge of a
particular city or town as a specialization of the
“Streetwise” skill, or even using Animal Guise
against a specific kind of animal.

Specializations can be purchased at any point
during an adventure, but the same skill cannot
have more than one specialization purchased
for it (or the same specialization improved
more than once) within the same session. A
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specialization costs 2 SA points and grants +1
die to all Skill rolls involving the specialization.
This specialization may be improved to +2 dice
for another 2 SA points (total: 4) and again to
+3 (the maximum) for a final extra 2 SA points.
In other words, the total cost in SA points is
double the bonus level of the specialization.

Any specialization that the Seneschal agrees to
may be purchased, and as such they may be as
broad or as narrow in scope as the Seneschal
cares to limit. This can be an occasional cause

Sample Specializations

of contention as some skills are narrower than
others by definition, but this should not mean
that a single specialization can easily cover
most uses of the skill. As a general guideline,
any specialization that can be applied to more
than one out of every three (or so) uses of a skill
is probably too broad, while any specialization
that can only be used every fifth or sixth time a
skill is rolled is probably too narrow.

Luis is a petty thief who is Competent (TN6)
at using the Disguise skill, but he specializes

isted here are some sample specializations for many of the skills, to get you thinking
along the right lines.

Acting: Stage Acting, Impersonation

Ancient Language: Each specific language would be a specialization
Animal Handling, Herding: Each type of animal is a specialization
Boating: Each broad class of boat is a specialization

Breaking and Entering: Forced Entries, Security Habits

Climbing: Ropes, Rock Faces

Combat/Weapon Art: Each weapon school would be considered a specialization
Diplomacy: Court Diplomacy, International Relations
Disguise: Various different classes of disguise or even specific disguises

Farming: Growing crops, Managing herds

Folk Lore: Each region’s folklore could be a specialization

Games: Each game is a specialization
Heraldry: Each nation is a specialization
Hunting/Trapping: Large beasts, small game

Intimidate: Brute Force, Insinuation, and Threats

Law: Each nation’s law is a specialization

Lock Picking: Combination locks, key locks, bar locks
Navigation: By the Stars, By Landmarks, Knowing true North

Panhandling: Entertaining, Faking Injury

Riding: Each class of horse (Palfrey, Destrier, etc; see OBAM for details)
Sailing: Each class of sailing ship is a specialization

Sneak: Urban or Woodland

Strategy: Large battle strategy, Personal conflict strategy

Streetwise: Each region or city is a specialization

Style Analysis: Each school could be considered a specialization

Survival: Each type of terrain (desert, arctic, mountainous) is a specialization
Theology: The most obvious specialization is ones own faith

Tracking: Tracking men, tracking beasts

Traps: Each class of traps is its own specialization (bear traps, pressure plates, etc)
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(with 2 ranks) in disguising himself as a young
girl — useful for spying on potential pickpocket
victims while pretending to be a poor young
waif selling posies! If he has a Wit of 4, he can
always roll 4 dice against a TN of 6 to work up
a new disguise, but he instead gets 6 dice (4
+2 for his specialization) whenever he tries to
disguise himself as a young girl.

Specializations at Character Creation

At the Seneschal’s option, characters may
purchase skill specializations at Character
Creation. When the character reaches the step
where skills may be improved or purchased
according to the character’s MA attribute, each
MA point may instead be used to purchase a +1
specialization in a skill rather than improving
the skill one level.

Skill Defaults as Specializations

At the Seneschal’s o