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INTRODUCTION

This is the Second Edition of The Talislanta Handbook, the players' and Gamemasters'
guide to fantasy role playing in the world of TALISLANTA. For those who may be new to
the game, a few words of explanation: TALISLANTA is an original fantasy world setting, de-
veloped for experienced players and GMs. Unlike the vast majority of FRP games, there are
no elves or dwarves, no generic character classes (such as "magic-users," "fighters," and so
forth), and none of the complex rules used by many game systems to simulate "realism."

Instead, the TALISLANTA game offers over a hundred different character types of many
races and nationalites, plus a wide variety of skills from which to choose. The game system
is easy to learn and fast-playing; combat, magic, and skill/attribute use are governed by a sin-
gle set of rules. Rather than devote a lot of space to complicated game mechanics, most of
the material in this book has been allocated to the development of the Talislantan milieu, with
its colorful peoples, cultures, and customs.

Those of you who are familiar with the First Edition will find that, for the most part, the TALIS-
LANTA game system remains as it was in its initial incarnation. While a number of rules revi-
sions, clarifications, and additions were made, the basic game mechanics are much the
same as in the First Edition. The most important changes have been in the Handbook's
overall layout and format, which we think you will find to be much-improved. In order to make
the book as comprehensive as possible, material from the Sorcerer's Guide and Volume |
of the Cyclopedia Talislanta was incorporated into the text, along with a few odds and
ends from other books in the series. The Second Edition also contains a new introductory ad-
venture, a new character sheet, and, happily, a complete index.

We hope you enjoy the Second Edition of TheTalislanta Handbook, and find it useful in
your own campaign. A series of campaign adventure supplements, The Cyclopedia Ta-
lislanta, is currently in the works, and will be available soon. If there is a particular topic or
area of interest which you'd like us to present in these supplements, let us know by writing to:

Talslanta
c/o Bard Games
P.O. Box 7729
Greenwich, CT 06836

To subscribe to our free TALISLANTA newsletter, write to:

BLACK SAVANT
c/o Bard Games
P.O. Box 7729
Greenwich, CT 06836



CHAPTER ONE: OVERVIEW

In the TALISLANTA game system, all actions are resolved by rol-
ling a twenty-sided die (d20) on the ACTION TABLE. There are
four types of actions: Combat, Magic, Skills, and Attribute use.

a) To simulate combat, the opponents compare Combat Ratings.
The opponent with the higher rating is awarded the difference in the
form of a bonus. This bonus is applied to the die result when rolling
on the ACTION TABLE. In the event that both opponents have the
same rating, neither receives a bonus.

b) To simulate the use of magic in the game, the magician com-
pares his or her Magic Rating with the level of the spell or magic
item being employed. The difference (plus, minus, or "0") is applied
to the ACTION TABLE die roll.

c) Skill or Attribute use is simulated by comparing a character's Skilf
Rating /Attribute Rating with the relative degree of difficulty entailed
in the attempted action (Gamemaster's ruling).Once again, the dif-
ference between these two figures is applied as a modifier when
rolling on the ACTION TABLE.

In all cases, the players always state their characters' intentions be-
fore rolling on the ACTION TABLE. The Gamemaster uses the
ACTION TABLE KEY to determine the basic result, based on the
die roll plus any appropriate modifiers. The Gamemaster then sup-
plies the specifics; narrating and interpreting ACTION TABLE re-
sults according to the circumstances of play, the players’ stated in-
tentions, and his or her creativity. This interaction of the players, the
Gamemaster, and the ACTION TABLE forms the basis of the TA-
LISLANTA game.

ACTION TABLE MODIFIERS
1) Ability ratings for COMBAT, MAGIC, SKILLS and ATTRIBUTES

2) Plus or minus medifiers may be awarded based on the "degree of
difficulty” inherent in the type of action being attempted.

3) THE NON-PROFICIENCY PENALTY: Any time an individual
attempts to use a skill or weapon which he/she is not proficient in,
divide the die result by two, then add modifiers as applicable.

ACTION
COMBAT

TABLE

MAGIC SKILL/ATTRIBUTE

DIE RESULT

Spell Failure Failure

Success

Success
MmumE e I

ACTION TABLE KEY:
COMBAT

COMBAT MISHAP = The attack fails due to a mishap of some
sort: the attacker slips and falls, a bowstring snaps, a weapon is
dropped or broken, the attacker hits an unintended target, etc.

HIT (1/2 DAMAGE) = A glancing blow is struck; roll for damage
as usual, but divide total by two. Minimum damage for this result is
one point.

HIT = Attacker strikes the intended target. Roll for damage as
usual.

CRITICAL HIT =The attack does double damage, and achieves
the attacker's stated intent (see PART FOUR: COMBAT, Combat
Options). Gamemaster's ruling as to the specific effects of any
Critical Hit, based on the circumstances of play.

MAGIC

MAGICAL MISHAP = The spell is incorrectly cast, causing an
unforeseen effect of some sort: the spell strikes an unintended tar-
get, has a reversed or aberrant effect, rebounds upon the caster,
etc.

SPELL FAILURE = The spell is improperly cast, and has no ef-
fect whatever.

SUCCESS = The spell or magic item functions as intended, and
achieves the desired result; according to the type of spell being
cast, the intended target may be allowed a chance to resist the
magic.

MAXIMUM EFFECT = The spell (or item) has the maximum pos-
sible damage/effect. Resistance is possible only if the defender
achieves a result of Success Plus (or Maximum Effect, if a coun-
terspell is being employed inlieu of an attempt to resist).

SKILL/ATTRIBUTE

MISHAP = The attempted action fails miserably, causing a mis-
hap of some sort: injury, accident, damage to equipment or proper-
ty, etc.

FAILURE = The attempted action fails to achieve the desired re-
sult.

SUCCESS = The attemnpted action achieves the desired result.

SUCCESS PLUS = The attempted action is successful, and
achieves the most desireable result: avoiding damage from a spell
or other attack, emerging unscathed from an accident or pitfall of
some sort, creating a praduct of truly superior quality, etc.




The Beginning Campaign:
Basic Rules

1) The players create characters, following the guidelines in Part
One,

2) The Gamemaster helps the players establish background and
setting for their character (see Chapter Six: Gamemaster's Guide).
Once this has been done, the Gamemaster should run the sample
scenario included in this book, in order to become familiar with the
TALISLANTA milieu.

Level of Ability

and Character Progression

The term "level of ability" represents the measure of an individual's
capabilities with regard to his or her chosen profession (for mon-
sters and wild beasts, the term represents natural ability). Skills
are also rated according to level (see Part Three: Skills).

All characters begin their game careers at the first level of ability
(level one). Thereafter, they may progress upwards in level of abil-
ity by gaining experience points.

The number of experience points required for a
character to advance in level of ability is 25.

Earning Experience Points
Experience points are awarded by the Gamemaster an the follow-
ing basis:

® 1-10 points per each adventure (or single game session) which
the characters take part in. The exact number of experience points
awarded for any adventure is up to the Gamemaster to determine,
based on his or her appraisal of the degree of difficulty entailed in
the scenario. Each character who takes part in the adventure re-
ceives the same number of experience for this accomplishment.

® One point for good role playing (based on the persona which the
player has created for his or her character), or for exceptional/
innovative/clever play in general. No more than three points per
adventure should ever be awarded to a given player for such ac-
complishments.

® One point per each game week which the player's character de-
votes exclusively to improving skills related to his or her chosen
profession. Practices which may be rewarded in this fashion in-
clude: study with a master or superior, training, research, experi-
mentation, creating some item or construct related to the charac-
ter's profession, and so forth.

Benefits of Advancing in Level

Advancement in level of ability improves all skills by +1 (except for
the skills, Secondary Combat and Secondary Magic , which im-
prove by +1 per every two levels of ability gained, and Combat or
Magic Training, which improve by +1 per every four levels), and
increases the character's total number of hit points by +2.

Money and Wealth in the Game

As in real life, characters in the game will need maney to purchase
food, clothing, equipment and shelter. In Talislanta, the rate of ex-
change is based on the gold Jumen, a coin equal in value to ten sil-
ver pieces or one hundred copper pieces (cne silver piece is worth
ten copper pieces). For game purposes, assume that twenty coins
of any type weigh approximately cne pound (see Chapter Five for
a list of Talislantan currencies).

Time in the Game

In game terms, time is measured in increments known as "rounds.”
A round has little relation to real time, but is used primarily to give
structure to the game and allow events to progress in sequence.

For game purposes, one round can be considered equivalent to a
minute; this comparison is useful mainly in determining the dura-
tion of spells, potions, etc. In one round there is sufficient time for:

® two opposing groups of antagonists to exchange attacks.

® a spell to be cast from memory or device (two rounds are re-
quired to cast a spell from a book or scroll).

® an individual or creature to move up to the maximum distance al-
lowable based on its Speed Rating.

® an individual or creature to perform any action which could con-
ceivably be undertaken in approximately one minute of real time.

Note to Players and Gamemasters

The heart and soul of the Talislantan game system is the interac-
tion between the players and the Gamemaster. It is the Game-
master's job to help simulate in the game those things which make
real life so unpredictable: a stroke of good fortune, a freak acci-
dent, the strange occurrences which defy all odds or lay waste to
the most carefully made plans.

The players must help the Gamemaster by offering specific infor-
mation on what their character plans to do before rolling on the
ACTION TABLE. For example, the intent of an attack might be to
disarm, stun, trip, disable, force back or any of a dozen other strat-
agems. [f the player informs the Gamemaster beforehand of the
character's intentions, the Gamemaster will be better prepared to
interpret the ACTION TABLE die result. 1t is also important for
players to allow their Gamemaster to embellish ACTION TABLE
results without interfering in the course of the game. Gamemas-
ters can earn the trust of their players by being fair and objective,
and by maintaining a degree of moderation in their renderings. Im-
aginative and inventive narration is fine, as long as it's not over-
done.



Name:

Profession:

Homeland:

Background:

Experience:

Level: Age:

Physical Characteristics:

Personality Traits:

(5
AN 5
g .

CHARACTER SHEET

MAGIC RATING:

Magic Items:

COMBAT RATING:

Damage Modifier:

Weapon Damage Wt.

Magical/Alchemical Supplies:

ATTRIBUTE RATINGS:
Strength:

Dexterity

Constitution:

Speed:

Intelligence:

Will:

Perception:

Charisma:

Hit Points:

Max. Encumbrance:
Wealth:

SKILLS RATING

Armor Protection

Steed/Conveyance:

Other Possessions

Equipment/Possessions Wt.

Parents/Siblings:

Former Mentor:

Associates:




PART ONE:
CHARACTER CREATION

The following outline provides a general overview of the procedure
for character creation. More specific information can be found in
the corresponding sections, as indicated.

1) Choose a character: Review the list of Character Types lo-
cated in Chapter Two, and choose one that you'd like to play. Each
character's basic statistics are presented here in outline form. Us-
ing a pencil, record the information listed for the type of character
you picked on the character sheet included in this section (you
may photo-copy this for personal use), as follows:

a) Record the Attribute Ratings provided in the outline on the char-
acter sheet. All other Attribute Ratings should be listed in pencil as
"0" (indicating an " average“rating). Note that in the TALISLAN-
TA game, you do not roll dice to determine Attributes ( for more in-
formation see PartTwo: Attributes).

Next, personalize the character as follows:

® Increase any Attribute (or Attributes) by a total of up to three
points (plus factors). These bonus points may be allocated as de-
sired.

® Decrease one attribute (of your choice) by one point.
b) Record the character's Hit Point total.

c) Note the basic Physical Characteristics indicated for your char-
acter, and record this information on the character sheet. Feel
free to embellish the description of your character as desired; add
distinguishing features, describe the character's outward appear-
ence (ruggedly handsome, alluring, sinister-looking, etc.), accord-
ing to your preferences.

d) Create Personality Traits for your character. Consider the
character's Race, Background, and chosen Profession when
choosing Personality Traits, which determine how to role-play your
new character (see Chapter Seven: GM's Section, for examples of
Personality Traits).

e) Record the character's Skills. if a choice of Skills is indicated in
the description of your character, you may pick them now (see
Chapter Two for a complete listing of Skills).

Choose one bonus Skill, and mark this down on your character
sheet. Any skill may be chosen as a bonus except Primary Com-
bat, Primary Magic, Secondary Combat, or Secondary Magic.

f) Note the type of Equipment/Possessions listed in the outline,
and mark this information down on the character sheet.

g) Determine the character's Wealth, and add this information to
the character sheet.

2) Review Part Two: Attributes. Follow the guidelines present-
ed in this section to determine the character's Attribute Ratings.

3) Review Part Three: Skills. Follow the guidelines to determine
the character's Skill Ratings.

4) Review Part Four: Combat. Follow the guidelines to deter-
mine the character's Combat Rating.

5) Review Part Five: Magic. Follow the guidelines to determine
the character's Magic Rating. If the character has the Primary
Magic or Secondary Magic skill, review the list of spells found in
Chaptar Threa.

6) Make up a name for the new character.
7) With the Gamemaster's assistance, fill in details of the charac-
ter's past, and determine the circumstances under which the new

character will begin his or her game career.

The character is now ready to enter the world of TALISLANTA.




PART TWO:
ATTRIBUTES

Attributes are natural abilities which together constitute the physi-
cal and mental make-up of characters and creatures in the game.
In the TALISLANTA game system, there are eight different attrib-
utes.

1) INTELLIGENCE: This is a measure of the individual's intellect
and powers of reason. Intelligence is the deciding factor whenever
an individual attempts to deduce the basic meaning of obscure or
unfamiliar maps, dialects or writings, appraise the relative value of
goods, resist spells which affect the intellectual process, etc.

2) WILL: This is a measure of the individual's willpower, taking
into account such intangibles as determination, faith and wisdom.
Will is the deciding factor whenever an individual attempts to resist
Spells of Influence or Control, mind-reading, bribery, seduction,
coercion, interrogation, torture and so on.

3) PERCEPTION: This is a measure of the individual's sensory
awareness, taking into account the abilities of sight, hearing, smell,
taste and touch, plus such intangibles as instinct, intuition and psy-
chic talents. Perception is the deciding factor whenever an individ-
ual attempts to detect unseen presences or ambushes, locate lost
or hidden articles, notice important details or changes in surround-
ings, or utilize any sensory ability.

4) CHARISMA: This is a measure of the individual's powers of
persuasiveness, including such intangibles as leadership and the
ability to command the respect of others. Charisma is the deciding
factor whenever an individual attempts to persuade, bribe, seduce,
negotiate, barter, haggle, and so forth.

5) STRENGTH: This is a measure of an individual's physical
power. Strength is the determining factor whenever an individual
attempts to hold, restrain by force, push or pull, bend or break,
force open or hold shut a door, etc.

6) DEXTERITY: This is a measure of the individual's agility, coor-
dination and (particularly with regard to avian and aquatic species)
maneuverability. Dexterity is the determining factor whenever an
individual attempts to perform a task requiring manual dexterity,
dodge or evade, catch a thrown object, and so en.

7) CONSTITUTION: This is a measure of the individual's endu-
rance, stamina and durability. Constitution is the determining fac-
tor whenever an individual is attempting to resist the effects of dis-
ease, wounds suffered in combat, poisons and toxins, exposure,
hunger, thirst, etc.

8) SPEED: Speed is a measure of how swiftly an individual is ca-
pable of moving, either on land, in the water, through the air, or by
other means. Speed is the deciding factor in determining who
strikes first in combat, or in any chase/escape situation.

10
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Attribute Ratings

The term, Attribute Rating, is the measure of an individual's or
creature's natural ability in a given mental or physical at-tribute.
All attributes are rated according to a "plus or minus” system. Ex-
ceptional attributes are rated at +1 or better, higher numbers indi-
cating proportionally greater natural ability. Unexceptional attrib-
utes are rated at -1 or lower, and average attributes are rated at
"zero" (neither plus nor minus).

Attribute Ratings as Modifiers

Attribute Ratings are used as modifiers for applicable skills (such
as Dexterity Rating for the lock picking skill, Perception Rating
and Intelligence Rating for the tracking skill etc.). Attribute Rat-
ings are also used fo determine a character's Combat Rating and
Magic Rating, and as modifiers for actions which do not apply to
any specific skill or talent.

Procedure for Attribute Use
Whenever a character attempts to utilize an Attribute, the follow-
ing procedure should be employed:

1) The character states the type of action which will be attempted.

If the action described is actually a skill (such as stealth, tailing,
stc.) which he/she is not proficient in, the standard non-
proficiency penalty must be applied (divide ACTION TABLE die
roll by two, then apply modifiers). If the action is one for which
there simply is no specific skill (such as breaking down a door,
leoking for a lost or hidden article, eic.) the Gamemaster deter-
mines which attribute would best determine the character's
chance of success for the stated action. As an example, if the
character is looking for a lost article, the Perception Rating can be
used to determine his or her chance of success.

2) The Gamemaster awards a plus, minus or "zero" modifier
based on the degree of difficulty involved (for example, it might be
more difficult to find an article that fell into a pond than one which
fell down a flight of stairs).

3) Compare the character's Attribute Rating with the Gamemas-
ter's modifier for degree of difficulty. The difference (if any) is
used as a modifier for the final step.

4) To simulate the use of an attribute, roll a d20 on the SKILL/
ATTRIBUTE column of the ACTION TABLE and adjust the die
result according to any applicable modifiers. The Gamemaster
then interprets the result, based on the modified die roll and the
character's stated intent.



Abilities Related to Attributes

Languages
Individuals may be proficient in two languages, plus one additional
language per each +1 Intelligence Rating.

Extra-Curricular Skills
Individuals may acquire four extra-curricular skills, plus or minus
one skill per each +1 or -1 Intelligence Rating.

Reaction Die Roll

The first imprassion which a character makes on any new acquain-
tance is determined by rolling a d20 on the SKILL/ATTRIBUTE col-
umn of the ACTION TABLE, modified by the character's Charis-
ma Rating. Failure may indicate an unfavorable or even hostile
reaction; success may indicate acceptance (or at least ambiva-
lence), while success plus will always yield the most favorable re-
sponse possible under the prevailing circumstances. At the
Gamemaster's discretion, reaction die rolls may be employed for
encounters of almost any sort.

Movement

Individuals and creatures can move up to 100 feet in one round's
time, plus twenty feet per +1 Speed Rating, or minus ten feet per -
1 Speed Rating. Normal walking speed for most humanoid crea-
tures may be considered to average about 20 feet per round.

Encumbrance

The maximum amount of weight which an average Talislantan hu-
manoid can carry is one hundred pounds, plus fifty pounds per
each additional +1 Strength Rating or minus twenty pounds per
each -1 Strength Rating. At maximum encumbrance, individuals
suffer a penalty of -5 on all ACTION TABLE die rolls related to
movement of any sort. Encumbrance figures for quadrupeds are
doubled.

Hit Points

The average number of hit points which an individual or creature
possesses is determined by race (see Chapter Two: Character
Types). This total is modified, one time only for beginning charac-
ters, by adding or subtracting a number of points equal to the indi-
vidual's Constitution Rating. Thereafter, individuals gain an addi-
tional two hit points per every level of ability gained.

Damage

Damage totals for physical attacks employing natural or other wea-
ponry are modified according to the attacker's Strength Rating
(see Part Four: Combat for details).

Healing

The average individual or creature heals at the rate of two hit
points per day, plus one additional point of healing per +1 Constitu-
tion Rating. Individuals with negative Constitution Ratings heal at
the rate of only one hit point per day.
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Life and Death in the Game

Individuals or creatures reduced to zero or less hit points are ren-
dered unconscious, and considered on the verge of death. The
Gamemaster must roll a d20 (in secret) on the SKILL/ATTRIBUTE
column on the ACTION TABLE, using the victim's Constitution
Rating as a modifier. Additional positive or negative modifiers
may be applied based on how quickly the victim receives aid, the
availability of magical healing (+1 bonus), and the victim's will to
live (Will Rating).

lf the modified die result indicates Success Plus, the victim will
make a full recovery (see Recovery) . A result of Success indi-
cates that the victim will recover, but will suffer permanent damage
of some sort. Possibilities include disfiguring scars, reduction of an
Attribute Rating by -1, loss of an eye or appendage, recurring faint-
ing spells or seizures, amnesia, etc (Gamemaster's ruling). Ex-
perienced adventurers may, over the course of time, accumulate
many such "battle scars,” and may eventually have to retire due to
disability.

A result of Failure or Mishap means the victim's career has come
1o an untimely end. Barring a miracle of some sort, the character is
dead.

Recovery

Recovery from serious injury (such as a close brush with death)
always requires a period of convalescence. If the victim receives
immediate magical/alchemical aid (and the complete restoration of
all hit points), he/she may make a full recovery after just a few
hours of sleep. Otherwise, recovery time may range from a day or
two 1o a week, several weeks, or even longer.

Even with the bensfits of magical healing, the victim of a serious in-
jury may lose consciousness, go into shock, and/or experience a
period of weakness, dizziness,or disorientation. The Gamemaster
should roll vs the victim's Constitution Rating anytime such an in-
jury occurs, a result of Failure indicating that the victim suffers
complications of some sort.




PART THREE:
SKILLS

Skills are talents and abilities which characters learn through the
study and practice of a chosen profession. In the TALISLANTA
system, a character may also learn skills which are not related to
his or her profession (called "extra-curricular skills™, q.v.). For ease
of reference, SPECIAL ABILITIES related to race have also been
included in this section. These are the only skills which cannot be
acquired through training.

Skill Ratings

The term, Skill Rating, is the measure of a character's compe-
tence in a given ability. For skills related to one’s profession, Skill
Rating is determined by level of ability, plus any modifiers for At-
tribute Ratings, as applicable (for example, a character's Dexterity
Rating is used to modify the skill, picking pockets).

Determining Skill Ratings

for Beginning Characters

First level characters begin play with all known skills rated at +1,
plus or minus any bonuses or penalties for appropriate Attribute
Ratings (see Chapter Two for a list of skills and their correspond-
ing aftribute modifiers).

Improving Skill Ratings

1) With the exception of Secondary Combat, Secondary Magic,
Combat Training, and Magic Training , Skill Ratings automatically
improve by +1 per each level of ability gained. This rule also ap-
plies to extra-curricular skills once such talents have been ac-
quired.

2) If desired, a character may improve a chosen skill by expending
additional experience points on one specific talent. By concentrat-
ing on a single skill, a character can increase its Skill Rating by +1.
The cost to improve any skill by concentration is ten experience
points. It is not possible to improve the same skill more than once
per month of game time.

Procedure for Skill Use

1) The character states the type of skill that is to be used, explain-
ing to the Gamemaster what it is that he/she is intending to do.

2a) If the character is simply attempting to perform a task (such
asTracking, Lock Picking, etc.) the Gamemaster may assign a
modifier based on his or her assessment of the degree of difficulty
involved: i.e., "simple” (plus modifier), "difficult” (negative modifier),
or "average” (no modifier).

2b) If a character is pitting his or her skill against an opponent
(such as two merchants using the skill, Haggle), compare Skill Rat-
ings and award +/- modifiers accordingly. Modifiers for Attrib-
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ute Ratings may also apply in this regard (see the skill descriptions
in Chapter Three).

3) To simulate the skill attempt, rell a d20 on the SKILL/
ATTRIBUTE column of the ACTION TABLE and adjust the die re-
sult according to any applicable modifiers. The Gamemaster then
interprets the result, based on the modified die roll and the charac-
ter's stated intent.

5) Note: Combat Skills are the exception to the Skill Rating pro-
cedure rule. Use Combat Rating and combat procedure for melee
resolution.

ADDITIONAL RULES FOR SKILLS

Extra-Curricular Skills

If desired, an individual may acquire skills other than those initially
learned through the study of his or her chosen profession. In game
terms, this can only be done by "paying” additional experience
points to acquire the skill (see Types of Skills for details). The
character must then make arrangements to learn the new skill
through study and practice, sither alone or under the guidance of a
tutor. A pericd of time will be required to learn any extra-curricular
skill, the length of the period of study being determined by the type
of skill chosen.

Upon completion of the period of study, roll a d20 on the SKILL/
ATTRIBUTE column of the ACTION TABLE to determine if the
new skill has been learned. If the individual attempting to learn the
skill has the help of a tutor or master, the teacher's level of ability
(regarding the skill being taught) is applied as a modifier to this die
roll. Modifiers for Attribute Ratings can also be applied.

If the die roll indicates success, the individual has learned the ex-
tra-curricular skill, and is rated as "level 1" in the new talent. If tha
result is failure, the individual has failed to learn the skill, and must
repeat the entire period of study before again attempting to acquire
the extra-curricular talent. Once a new skill is learned, its rating
automatically improves as the character rises in level.

Limitations on Extra-Curricular Skills

In the course of his or her game career, a character may acquire
up to four extra-curricular skills, plus or minus his/her Intelligence
Rating.

Note: No character may acquire both the Primary Magic and Pi-
mary Combat skills.

Types of Skills

There are eight categories of skills, as follows:

1) Commen Skills: Common skills are basic talents which indi-
viduals may acquire during the course of their early (pre-game)
years. All beginning characters may be proficient in three com-
mon skills of their choice; Gamemasters may rule out certain com-
mon skills based on the character's race, nationality or profession



(for example, a first level Dracartan desert scout will probably not
know how ta swim). Anyone who knows a common skill can teach
it to someone else in two weeks' time.

2) Combat Skills: Combat skills are talents related to fighting, ei-
ther with or without weapons. A professional warrior (or similarly
trained individual) of at least third level can teach the simpler com-
bat skills in two months; Primary Combat takes four years, and
Secondary Combat takes two years.

3) Magical/Alchemical Skills: These talents are related to the
esoteric studies of magic and alchemy. A master (level 13+) can
teach the simpler magical or alchemical skills to a qualified appren-
tice in four months' time; Primary Magic takes four years, and Sec-
ondary Magic takes two years. Atthe least, Magical Training or Ak
chemical Training must be taken before any other magical/
alchemical skill can be acquired.

4) Performing Talents: These skills are related to the performing
ants, such as music, dance and acting. A performer of at least fifth
level can teach a performing talent to someone else in two months'
time.

5) Scholarly Pursults: Scholarly pursuits are talents which can
only be acquired through long and diligent study. A savant(or simi-
larly trained individual) of at least seventh level can teach one of
the scholarly pursuits to a pupil in six months’ time.

6) Thieving Talents: Thieving talents are skills usually associat-
ed with criminals, spies, or individuals of ill repute. A rogue (or
similarly trained individual) of at least third level can teach some-
one else a thiaving talent in one month's time.

7) Trades and Crafts: These skills include a wide variety of Ta-
lislantan trades and professions. A master craftsman (level 12+)
can teach the basics of a trade or craft in six months' time; until fifth
level, individuals studying a trade or craft are considered on a par
with apprentices.

8) Wilderness Skills: Wilderness skills are talents usually asso-
ciated with hunters, scouts or people who live in uncivilized re-
gions. A hunter (or similarly trained individual) of at least fifth level
can teach someone else a wilderness skill in one month's time.

9) Special Abilities: Special abilities are extraordinary talents
such as racial abilities, inbred traits, and skills acquired as a result
of an exceptionally long period of practice or training. Special abili-
ties may not be acquired as extra-curricular skills.
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PART FOUR:
COMBAT

The term, Combat Rating, is the measure of a character's (or
creature's) offensive and defensive fighting skill. For charac-
ters, this rating takes into account the individual's Strength, Dex-
terity, and Speed, though training is usually the single most im-
portant factor.

Note: For monsters and wild beasts, Combat Rating is equival-
ent to level of ability. This reflects the creature's natural ability to
defend itself and survive in the wild.

Determining Combat Rating

For Beginning Characters

To determine Combat Rating, total the beginning character's At-
tribute Ratings for Strength, Dexterity and Speed. Divide this to-
tal by three, rounding down all fractions. If the beginning charac-
ter has either the Primary Combat or Secondary Combat skill,

increase this total by +1. This reflects the benefits of first level
combat training. Note the character's Combat Rating on the
CHARACTER SHEET.

Improving Combat Rating

1) If a character has the Primary Combat skill, Combat Rating
automatically increases by +1 per each level of ability gained.

Note: Combat Rating for monsters and wild beasts also im-
proves automatically by +1 per level.

2) If a character has the Secondary Combat skill, Combat Rating
automatically improves by +1 per every two levels of ability
gained.

3) If a character has the Combat Training skill, Combat Rating
automatically improves by +1 per every four levels of ability
gained. Individuals who do not possess even basic combat skills
must accept the standard non-proficiency penaity when attempt-
ing to engage in any form of combat.

Procedure For Combat

1) Compare the Combat Ratings of the two opponents. The dif-
ference in ratings (whether positive or negative) is applied as a
modifier; the higher-rated opponent will attack at an advantage
(+1, +2, or whatever the differential), while the lower-rated oppo-
nent will attack at a disadvantage (-1, -2, etc.). If the opponents
have identical Combat Ratings, neither has the advantage.

2) Compare the Speed Ratings of the two opponents. The swifter
opponent gains the initiative, and may make the first move. If
Speed Ratings are equal, attacks are considered to occur simul-
taneously. For combat situations involving large groups, use the
Speed Rating of the swiftest individual in each opposing group to
determine initiative for all.
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3) To help the Gamemaster determine the resoclution of each
combat round, the attacker should state his or her intent (see
Critical Hits).

4) To simulate attack, roll a d20 in the COMBAT column of the
ACTION TABLE and adjust the die result according to any ap-
plicable modifiers. The Gamemaster then interprets the result of
the attack, based on the modified die roll and the attacker's stat-
ed intent.

ADDITIONAL RULES FOR COMBAT

Combat Options

In the TALISLANTA game, characters must state the specific
intent of any attack before rolling on the ACTION TABLE.
This allows the GM to interpret combat results, and to determine
what occurs in the event that the attacker is able to score a Criti-
cal Hit( g.v.). Possible combat options include:

® Standard attack: The most common option (weaponless or
weapon combat). The attacker may move up to his or her full
movement rate, draw a weapon, and attack in the same round.

® Aimed shot: An attempt to hit a vulnerable part of an oppo-
nent, structure, or conveyance. The player must inform the
Gamemaster of the intent before rolling for the attack, and must
accept a penalty ranging from -1 to -10 (Gamemaster's ruling,
based on the degree of difficulty involved in the attempt). Viec-
tims of a successful Aimed Shot suffer damage as per a standard
attack against an unarmored opponent; i.e., armor provides no
protaction vs a successful Aimed Shot. On a Critical Hit, the tar-
get of an Aimed Shot is Disabled (g.v.).

® Subdue: This is an attempt to stun or knock-out an oppo-
nent. Only half the damage done is actual; a victim reduced to
zaro Hit Points is rendered unconscious for 1-4 rounds. The
same result can be achieved on a Critical Hit, or by the use of
certain skills (such as Waylay).

® Disarm: Any attempt to Disarm is at a penalty of -5. On a
successful attempt, the victim's weapon is knocked d10 feet
away, in a random direction (Gamemaster's determination). If the
victim attempts to retrieve the lost weapon while in close combat,
the opponent gains a free undefended attack (the victim may opt
to draw another weapon instead, if one is available). This form of
attack may be intended to cause damage or not (attacker's
choice).

® Capture: This is an attempt to hold and restrain an opponent
by the use of a capture-weapon (net, capture-pole, etc.) or by
grappling/weaponless combat. Unless the attacker scores a
Critical Hit, the victim is allowed a chance to escape on the fol-
lowing turn (roll vs STR or DEX Rating; Gamemaster's ruling).

® Force Back: This is an attempt to drive back an oppenent by
a concerted attack. If successful, the defender suffers no dam-
age, but is forced backwards d10 feet away from the attacker
(half this on a result of Hit 1/2 dam., or twice the distance on a
Critical Hit).



® Parry/dodge (optional): This is an attempt to block or evade a
charging/grappling opponent, hand-thrown missile weapon, or oth-
er indirect-fire weapon. To do so, the defender must announce
the intent to parry or dodge before the opponent rolls for the attack.
The defender and opponent then roll simultaneously, as per a
standard attack. lf the defender's modified die result is equal to or
greater than the attacker's roll, the attack is blocked/evaded, and
the defender gains initiative on the following round. If the defender
is unsuccesstul, the attacker hits and gains the initiative.

- Player's Choice: any conceivable type of tactic may be at-
tempted, including tripping, dirty tricks, etc. Results vary according
to the type of tactic employed.

Weapons and Damage

All weapons (including natural weaponry, such as claws, fangs,
etc.) are rated according to their potential for doing damage, typi-
cally expressed as arange (1-4, 1-8, etc.). The COMBAT column
on the ACTION TABLE indicates whether the weapon has done
full damage or only half damage. Bonuses for Strength Rating
and/or enchanted weapons are added to weapon damage totals,
as applicable (see the Weapons List in Chapter Five: Equipment,

for details). Note that a negative Strength Rating does not reduce
the damage done by missile or hand-held weapons unless the
wielder does not have sufficient strength to employ the weapon

(see again: Weapons List, Chapter Five).

Critical Hits

On a natural or modified die total of 20+, the attacker scores a Crit-
ical Hit. A Critical Hit causes double the normal damage for the
type of attack employed, plus allows the attacker to achieve his or
her stated intent (Gamemaster's ruling in all cases).

Disable

An individual, structure, or conveyance which has suffered a Criti-
cal Hit on an Aimed Shot is considered to be Disabled. A living
creature who has been disabled suffers a penalty of -5 on all die
rolls until healed (returned to full Hit Points). The Gamemaster de-
termines whether there are any additional effects, based on the
stated location of the Aimed Shot (for instance, an avian whose
wing was disabled may be unable to fly).

Enchanted Weapons

Enchanted weapons do additional damage, according to their rat-
ing (ranging from +1 to +4). In the TALISLANTA game, enchanted
weapons do not increase the wielder's chances to hit.

Miscellaneous Damage Ratings

® Caustic substance (lys, acid, pitch, etc.): 1-8 points

® Drowning/sutfocating: 1-8 points (cummulative) per round
® Exposure : up to 20 point per day minus Constitution Rating
® Falling: 1-8 points per ten-foot drop

® Fist: 1-4 plus Strength Rating

® Hunger: 1 point per day

® Kick: 1-6 plus Strength Rating

® Shield bash: 1-4 points plus Strength Rating

® Thirst: 2 points per day (4 points if active or in desert)
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® Torch: 1-4 points plus 1-4 points per round (burning)
® Traps: 1-4 (small), 1-10 (medium), 1-20+ (large)

Missile Weapons

Combat with hand-thrown or device-propelled missiles is similar to
standard combat, provided the targeted individual is aware of the
attack and attempting to evade fire. If not, treat such attempts as
undefended attacks. Similarly, the operators of missile weapons
and siege engines attack as per the undefended attack rule when
firing on stationary targets, fortifications, slow-moving ships and
conveyances, etc. (See Ranges for Missile Weapons for more de-
tails.)

Ranges for Missile Weapons

The following is a list of effective ranges for Talislantan missile
weapons. Maximum range may be computed by doubling the
ranges given.

Note that any attempt to hit a target that is out of a missile weap-
on's effective range is subject to a -5 penalty on the ACTION
TABLE die roll unless the attacker is using a bow and possesses
the skill, Archery.

WEAPON TYPE RANGE
Any hand-thrown weapon 50 ft. (+10 ft. per +1 STR)
Ballista, heavy** 500 ft.
Ballista, light* 200 ft.
Bladestaff* 20ft.
Blow gun 50 ft.
Catapult, heavy** 1000 ft.
Catapult, light* 100 ft,
Crossbow, heavy** 200 ft.
Crossbow, light* 150 ft.
Dart-thrower (Vardune) 751t
Fire-throwar {Arim, Urag)** 500 ft.

Flange-bow (Oceanus)** 100 ft. (20 ft. underwater)

Hurlant (Dracarta)* 100 ft.
Hurlant, ship’s (Dracarta)* 500 ft,
Hurlant, siege (Dracarta)** 1000 ft.
Krin (Harak)** 100 ft.
Short bow 150 ft.
Sling 100 ft.
Spring-knife (Kasmir)* 101t

Rate of Fire for Missile Weapons

* = once every other round
** = once every three rounds
All others = once per round



Armor and Protection

Armor (including natural armor, such as a hide, scales, etc.) af-
fords protection by reducing the amount of damage sustained
from magical or non-magical attack. Heavier types of armor afford
the greatest protection, but can reduce the wearer's mobility. The
following is a list of armor types, indicating the minimum Strength
Rating required to wear without being encumbered, protection af-
forded, and cost.

TYPE STR PROTECT. COST
Battle armor (full suit) +5 5 2000+ G.L.
Plate mail (partial plate) +4 4 500+ G.L.
Full Garde +3 3(limbsonly) 50G.L
Dragon hide/Scale mail +2 3 300+ G.L.
Chain mail +1 2 200+ G.L.
Land/mangonsl lizard hide  +1 2 100+ G.L.
Leather/padded cloth/fur — 1 1-4GL.

Notes: STR figures listed for metal armor are as per black iron; re-
duce by cne for red iron (1/2 as heavy as black iron), or by two for
blue iron (1/4 as heavy as black iron). Note that metal armor af-
fords no protection from electrical attacks. Also, unarmored parts
are vulnerable to Aimed Shots (see Tactics).

Enchanted Armor

Enchanted armor may be made impervious to a specific attack
form (fire, cold, energy, etc.) or may be made to reduce damage,
according to its rating (ranging from +1 to +4). In either case, the
?rotection conferred applies to magical and non-magical attack
orms.

Defensive Capabilities

The number of assailants which an individual can effectively de-
fend against in simultaneous combat is equal to the defender's
Combat Rating divided by two. A shield increases this total by +1,
orby +2 if it is enchanted. If the number of assailants facing a sin-
gle opponent exceeds his or her defensive capabilities, the
"additional” assailants gain undefended attacks (q.v.).

Undefended Attacks

An undefended attack is an attack against an individual who, for
whatever reason, is unable to defend himselffherself. An individu-
al may suffer one or more undefended attacks if caught in an am-
bush, struck from behind, surprised, stunned, or faced with over-
whelming odds. In game terms, an individual who is subject to an
undefended attack is treated as if he/she has a Combat Rating of
"zero.”

Retreat

Individuals who attempt 1o flee from any close-quarters combat sit-
uation subject themselves to cne round of undefended attack by
their opponents. Two alternatives to this hazardous option are the
"fighting withdrawal” and diversion. In the first instance, the object
is to fall back while continuing to fight. In the second instance, one
or more members of the withdrawing force attempt to create a di-
version, hoping to distract their antagonists and so effect an es-
cape. The Gamemaster determines if any attempt at diversion will

16

succeed, based on the type of distraction employed and the nature
of the antagonists.

Ambush and Surprise
The Stealth and Ambush skills allow individuals to gain an unde-
fended attack by taking an enemy by surprise or from behind.
Characters and creatures who do not possess such skills must ac-
cept a non-proficiency penalty (-5 on the die roll) if attempting an
ambush. Intended victims are allowed a chance to detect the am-
bush in advance, but only if they have declared themselves tobe in
a state of alertness (roll on the SKILL/ACTION column of the AC-
TION TABLE, using Perception Rating as a modifier in this case).
If not, the effectiveness of the ambush is checked by rolling on the
SKILL/ACTION column, the intended victim's Perception Rating
being employed as a modifier vs the ambush attampt.

Chase and Escape
A chase or attempted escape is resolved as follows:

1) Determine how much distance separates the pursuer from the
intended victim. Estimate how many rounds it would take the pur-
suer to cover this distance.

2) Compare the Speed Ratings of the pursuer and the intended
victim. If the intended victim's Speed Rating is higher, only a de
lay of some sont should prevent a successful escape.

3) If the pursuer is faster, convert the differential in Speed Ratings
into rounds (each +1 difference = 1 round). This figure is equal to
the number of rounds the pursuer gains on the intended victim with
each round of chase. When this figure matches the figure derived
from step 1, the intended victim will be overtaken, and may be cap-
tured.

Additional Combat Modifiers (optional)
® Charge: +2

® Taking cover: - 1 per 10% cover (GM's ruling)

® Attack/defend from above: +1

® Attack/defend from below: -1

® Mounted opponent vs unmounted opponent: +2
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PART FIVE:
MAGIC

Introduction:

Magic in Talislanta

In the Talislantan world, magic is considered an inexact science,
dangerous and unpredictable at best. Most of the peoples on the
continent, being more or less superstitious by nature, regard prac-
titioners of magic with suspicion. In certain lands, this appraisal
would seem mild by comparison.

The prevailing attitude regarding magic use can be credited in
large part to The Great Disaster, a catastrophe of epic proportions
which is widely believed to have been caused by some magical
mishap. The Great Disaster brought an end to the fabled first civili-
zations of ancient Talislanta and laid waste half the continent. The
legendary grandeur of this bygone era has never been recaptured
by the peoples of the new age, a condition which has done little to
foster enthusiasm for magicians.

Accordingly, the practice of magic is generally considered benefi-
cial only in such lands as Carantheum, Thaecia, Zandu, and Cym-
ril of the Seven Kingdoms. Elsewhere, the aspiring magician may
expect to be met with varying degrees of tolerance, accsptance, or
prejudice.

Theory of Magic

The Talislantan magician recognizes that it is not he/she who is the
source of magical power. Rather, it is theorized that magic per-
meates the myriad planes of existence, from the tiniest mote of
dust to the heavenly bodies themselves. Practitioners of Talislan-
tan magic have long attempted to harness and utilize these forces
to their own ends, a difficult and occasionally perilous endeavor re-
quiring long years of study and dedication.

Scholars of the Arcane Arts categorize Magic as a "metaphysical
science;" an intricate and exacting field of study yielding mutable
(and sometimes unpredictable) results. The magician is trained to
literally perform feats of mind-over-matter, activating complex ma-
trices of verbal and somatic components (called spells, incanta-
tions, cantrips, etc.) by the use of mental energy.

Casting a spell from memory is a complex procedure requiring
great concentration and expenditure of mental energy. A begin-
ning (first level) magician possesses sufficient mental reserves to
cast only two spells per day; with study and practice, the capacity
for spell casting improves, though many years may be required be-
fore a magician can develop the ability to cast even a half dozen
spells by this arduous methed.

It is for this reason that written reference books (scrolls, spell
books, stc.) are valued so highly by Talislantan magicians, for the
use of such devices entails considerably less effort than casting
spells from memory. Enchanted items, having an even greater
utility, are coveted even more.
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Rules for Magic

The term, Maglc Rating, is the measure of an individual's (or
creature's) ability to control and/or resist magical energies. For
characters, this rating takes into account the individual's Intelli-
gence, Will, and Perception, though (like Combat Rating) training
is usually the single most important factor.

Note: For creatures and beings who possess innate magical tal-
ents (most notably, demons and other extra-dimensional entities),
Magic Rating is equivalent to level of ability; otherwise, creatures
and wild beasts may be considered to have a Magic Rating of
“zero."

Determining Magic Rating

for Beginning Characters

To determine Magic Rating, total the beginning character's Attrib-
ute Ratings for Intelligence, Will, and Perception. Divide this total
by three, rounding down all fractions. If the beginning character
has either the Primary Magic or Secondary Magic skill, increase
this figure by +1, reflecting the benefits of first level training. Note
the character's Magic Rating on the Character Sheet.

Improving Magic Rating

1) If a character has the Primary Magic skill, Magic Rating auto-
matically increases by +1 per each level of ability gained. The
same holds true for creatures and beings who possess innate
magical talents.

2) If a character has the Secondary Magic skill, Magic Rating auto-
matically improves by +1 per every two levels of ability gained.

3) f a character has the Magic Training skill, Magic Rating im-
proves by +1 per every four levels of ability gained. Individuals
who do not possess even basic magic skills cannot cast spells,
and must accept the standard non-proficiency penalty if attempt-
ing to decipher magical scripts or writings of any kind.

Procedure for Spell Casting

1) In Talislantan magic, a spell may be cast by any of the following
methods:

a) from memaory,
b) from a written work (such as a scroll or book),
c) from a magic item.

2) Regardless of the method being employed, compare the cas-
ter's Magic Rating with the level at which the spell is to be cast. If
casting from memory (or from a spell book), the magician can de-
termine the spell's level as desired. If a scroll or magic item is em-
ployed, the spell can only be cast at its stated level. In any case,
the difference between the caster's Magic Rating and the spell's
level (plus, minus, or zero) is applied as a modifier for the next
step.



3) Roll a d20 on the MAGIC column of the ACTION TABLE and
adjust the die result according to any applicable modifiers. The
Gamemaster then interprets the result of the spell casting attempt.

4) If the spell is successfully cast upon an inanimate object or a
non-resisting subject, the desired sffect is achieved automatically.
If the spell is cast upon a living, resisting subject, the intended tar-
get may be allowed a chance to resist or diminish the power of the
spell (by making a roll vs the Attribute Rating most suitable to re-
sisting the spell's potential effect; for instance, vs Dexterity to
dodge a magical bolt).

5) Regardless of the method being employed, an individual cannot
cast more than one spell in a given round.

ADDITIONAL RULES FOR MAGIC

Learning Spells

Before a'spell can be cast from memory, it must be learned. The
process of learning and committing a spell to memory requires to-
tal concentration, and takes a minimum of one hour to complete.
Once the period of study has been completed, the magician must
determine if the new spell has been learned correctly. This can
only be done by attempting to cast the spell, a procedure entailing
a certain degree of risk: roll a d20 and consult the MAGIC column
on the ACTION TABLE, applying the caster's Magic Rating as a
madifier. If the modified die result is 11 or greater, the spell works
as planned, and has been committed to memory. A result of 6-10
indicates that the spell has been learned, but not fully memorized;
an additional hour of study will resolve this difficulty. Any result of
5 or less indicates trouble (see Miscast Spells). Assuming the cas-
ter survives, he/she will need to repeat the learning process in its
entirety. Once a spell has been learned and memorized, the magi-
cian retains it in his or her mind, and may thereafter cast it as need-
ed.

Casting Spells From Memory

Individuals with Primary or Secondary Magic skills are able to cast
spells from memory without having to resort to written reference
materials (such as book and scrolls) or magic items. To cast a
spell from memory, the following conditions must be met:

1) The caster must know the spell.

2) The caster must concentrate only on the spell being cast; i.e.,
no other action may be undertaken while casting a spell from
memory. It is not possible to cast spells from memory while the
caster is under attack from an opponent who is at close range.

3) The caster must have free use of both hands in order to execute
the spell's somatic components (gestures, motions, etc.).

4) The caster must have sufficient reserves of mental energy. The
number of spells which a magician can cast from memory in a giv-
en day is determined by the magician's Magic Rating (one spell
per point of Magic Rating).
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Casting Spells From Written Works
Individuals with Primary, Secondary or Magic Training skills can
cast spells from books, scrolls, and other reference materials with-
out the need for study or memeorization. Rules governing this type
of spell casting are as follows:

1) Casting a spell from a written reference takes a minimum of two
rounds, limiting the conditions under which this type of spell cast-
ing may be employed.

2) To cast a spell from a written work, the caster must still concen-
trate fully on the spell, and must have free use of both hands (it is
not possible to cast spells from written works while under attack at
close range). A light source sufficient to clearly illuminate the writ-
ten work must be present.

3) Unlike spell casting from memory, there is no limit to the number
of spalls which may be cast per day using written reference materi-
als. Failing to cast a spell correctly under such circumstances,
howaver, will at the very least cause the destruction of the page (or
other surface) upon which the spell was inscribed.

4) It is possible for a magician to cast a spell which he/she does not
know from a written reference, though this is a risky en-deavor.
Such attempts carry a penalty of -2 per level of the unknown spell
being cast.

Casting Spells From Magic Items

Any intelligent creature or being may attempt to cast a spell from
an enchanted item. Achieving the desired result may not always
be so simple a task, however, particularly for thase who have no
training in magic.

When attempting to use a magic item, roll on the MAGIC column of
the ACTION TABLE, applying the user's Magic Rating as a
modifier. No modifier is applied for the enchanted item, regardless
of the level of the magic imbued within it.

Miscast Spells

Miscast spells and other types of magical Mishaps can cause a va-
riety of unpredictable, and often dangerous, effects. The Game-
master determines the nature of these effects, based on the type
of spell or magical adjunct being employed at the time of the mis-
hap. Possibilities include reversed or aberrant spell effects, spells
which rebound upon the caster, inter-planar rifts, temporal rifts,
"cursed” effects, and so forth.

Protection From Magic

There are a number of differant forms of protection which may be
employed vs magical attacks, including a variety of spells, amulets
and other magical adjuncts. A shield may be used to ward magical
bolts of elemental or eldritch power, though the shield may be de-
stroyed in the process (see the Parry rules in Chapter one, Part
Four). Enchanted shields are generally much more effective. Ar-
mor also affords a degree of protection according to its rating.



Counterspells

While magicians may terminate at will any of their own magics, the
only way to dispel another caster's magics or remove a spell of
"permanent” duration is through the use of an appropriate counter-
spell. A spell may be countered by casting the identical spell in re-
verse, or by casting a spell of opposite or contradictory effect (such
as a Spell of Elemental Fire being cast to counter a Spell of Ele-
mental Ice). A counterspell must be equal (or greater) in level in
order to completely dispel another caster's magic; otherwise, the
counterspell reduces the effects of the opposing magic only as
much as its level will allow (subtract the counterspell's level from

that of the opposing spell).

Limitations of Spell Casting

When a magician has used his or her total allowable number of
spells for a given day, he/she will no longer be able to focus suffi-
cient mental energy to cast spells from memory. Written reference
works and magic items may still be used to cast spells, but the ma-
gician will require a period of eight hours before the ability to cast
spells from memory is regained.

Magical Combat
Magical combat between two or more spell casters is similar to
standard spell casting and combat procedure. The opponent with
the higher Speed Rating has the initiative; the defender may at-
tempt to resist the spell's effects, employ a protective spell or de-
vice, or cast a counterspell.

Spell Casting, Weapons, and Armor

Spell casters can use any type of weapon which they have the
strength to employ, and may wear any type of protective gear ex-
cept plate mail and full battle armor, both of which are too restric-
tive to permit spell casting. As armor can inhibit an individual's
Speed Rating, many spell casters prefer to avoid such equipment
altogether. Nevertheless, the more flamboyant and colorful types
of armor (such as dragon hide, Darkmane hide, and chain mesh)
have an undeniable appeal for some magicians, particularly those
with a flair for the dramatic.

Detecting Magic

All spells, curses, and enchanted items radiate an aura of magical
energy which may be perceived by individuals who are sensitive
(through training and/or natural abilities) to such emanations. To
determine the presence of an enchantment, an individual must
scrutinize the subject in question at close range for at least one
round. The Gamemaster then rolls a d20 (in secret) vs the charac-
ter's Magic Rating to determine whether he or she is able to detect
the enchantment,

Identifying Enchanted ltems

Anyone with training in the arcane arts may attempt to identify an
enchanted item of unknown origins. Many such items bear a sigil
or other markings which could provide some clue as to the device's
function, former owner, etc. (Gamemaster's option). Certain types
of spells may also be useful in this regard. If all else fails, one may
simply attempt to use the device, in order to determine its capabili-
ties. In the latter case, caution is advised.
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The Beginning Spell Caster

All beginning (first level) spell casters are considered to have com-
pleted a successful apprenticeship under an accomplished mas-
ter. During the period of apprenticeship, the novice will have been
taught how to read magical scripts, prepare various sorts of ani-
mal, vegetable and mineral ingredients, and perhaps concoct a
mixture or two.

Most importantly, the apprentice will have been taught the basic
spells of Talislantan magic. Many other spells exist, buried be-
neath the ruins of archaic cities, hoarded in the folios and collec-
tions of powerful wizards, or inscribed in cryptic form within the
pages of mundane-seeming tomes. It is the life's ambition of many
spell casters to unearth the secret knowledge of the ancient mas-
ters of magic, such as Korak, Hotan, Viridian, and Mordante.

Concocting Mixtures

It is not possible to concoct any magical/alchemical mixture with-
out access to the proper equipment. Individuals who do not pos-
sessPrimary Magic, Secondary Magic, Magic Training, or Alchemi-
cal Training must accept the standard non-proficiency penafty it
attempting to concoct such mixtures; a result of "mishap” generally
indicates an explosion of some sort when unskilled individuals at-
tempt this type of activity.

If desired, individuals skilled in magic or alchemy may attempt to
concoct mixtures in quantity. A modifier of -1 per each additional
"dose” of the desired mixture is applied to the ACTION TABLE
die roll, offset by a bonus applied for each skilled assistant em-
ployed to help during the operation. Bonuses are as follows:

® 41 per Apprentice
® +2 per Initiate

® 43 per Adept

® +4 per Master

No more than three individuals can be of practical assistance when
concocting quantities of six doses or less of a given mixture. As-
sistants may also help when concocting single doses of a sub-
stance, if desired.

Level of Ability and Titles
In Talislantan magic, magicians often refer to each other according
fo title, or rank. In ascending order, these are:

® Apprentice: (level zero)
®Initiate: 1st-6th degree (level 1-6)
® Adept: 1st-6th degree (level 7-12)
®Master: (level 13+)



CHAPTER TWO: CHARACTER TYPES

Description of Character Types

The following is a list of character types native to the world of Ta-
lislanta. Each entry represents an "average"” first level member
of the type depicted, and requires only a few modifications in or-
der to be ready for use in the game (see the corresponding rules
sections for detailed descriptions of attributes, skills, etc.).

The format used to describe each character type is as follows:
1) RACE/NATIONALITY and PROFESSION

2) SIZE: Physical proportions (height, weight, etc.), usually ex-
pressed as a range.

3) PHYSICAL CHARACTERISTICS: Distinguishing fea-
tures, bodily form, etc.

4) ATTRIBUTES: Only exceptional attributes will be listed

here; any attribute not listed should be considered of average
rating ("zero” modifier).

5) HIT POINTS: Average number of hit points possessed at
first level; modify according to Constitution Rating (add +2 points
per level of ability if creating a high level character).

6) SPECIAL ABILITIES: Racial or other abilities not related
to profession.

7) SKILLS: Skills learned as a result of the character's back-
ground and/or profession.

8) EQUIPMENT/POSSESSIONS: Basic equipment and

items owned by an average first level character of the type being
described.

9) WEALTH: Amount of wealth possessed by an average first
level character of the type being depicted. Multiply the figure giv-
en here by the type of die indicated (d6, d8, etc.) to determine the
character's starting wealth. To create higher level characters,
use the same procedure, then multiply the total arrived at by the
character’s level of ability.

10) COMMENTS: Listed here will be any behaviorisms, cus-
toms, beliefs or general motives peculiar to the type of character
being depicted, aleng with any other information worthy of men-
tion,




AAMANIAN ARCHIMAGE

SIZE: 5'6"-6", 100-180 Ibs.

PHYSICAL CHARACTERISTICS: Topaz skin, green eyes, all
facial and bodily hair removed.

ATTRIBUTES: INT +1, WILL +4

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Primary magic, cult rituals, oratory, metaphysical doc-
trines Orthodoxy), astrology, enchant items, inscribe spells.
EQUIPMENT/POSSESSIONS: Ritual vestments, cloak, chart
of the heavens (scroll with ivory tube), quill pen, amberglassl ink
pot, staff, iron-bound spell book, iron holy symbol of Aa, astrolo-
ger's astrolabe.

WEALTH: d20 x 200 gold lumens (alms, collected by the Ortho-
doxist cult).

COMMENTS: The Aamanians are an intolerant and highly con-
servative people. They ravere Aa the Omniscient, and consider
non-believers to be infidels. Important to all Aamanians is the de-
sire to attain mana, so that they may rise in status and piety.

AAMANIAN INQUISITOR

SIZE: 5'8"-6'2", 110-180 lbs.

PHYSICAL CHARACTERISTICS: Topaz skin, green eyes, lean
physique, all facial and bodily hair removed.

ATTRIBUTES: WILL +2, PER +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, secondary magic, inscribe spells, in-
terrogate, torture, coerce, espionage.
EQUIPMENT/POSSESSIONS: Cult vestments (mask/
headdress), 1-3 concealed weapons, cloak, robes, gloves, boots,
pouch (for instruments of torture), manacles, spellbook.
WEALTH: Minimal (4-40 gold lumens: the Orthodoxist Cult do-
nates funds to clothe and feed its loyal servants).

COMMENTS: The Inquisitors are servants of Aaman's Orthodox-
ist Cult, and are among the most feared individuals in the Western
Lands. They speciaiize in "ritual cleansing™; an Orthodoxist euphe-
mism for the forcible conversicn of infidels to the cult’s doctrines.
In practice, "ritual cleansing” consists of torture, coercion, interro-
gation, and (as a last resort) execution. The Inquisitors dress in
white (signifying "purity™), and wear masked headdresses to en-
sure their anonymity. They are most often found plying their grisly
talents in the Halls of Penance, or working in conjunction with Or-
thodoxist Cult Monitors, warrior priests, and witch hunters.

AAMANIAN WARRIOR-PRIEST

SIZE: 5'6"-6', 100-180 lbs.

PHYSICAL CHARACTERISTICS: Topaz skin, green eyes, all
facial and bodily hair removed.

ATTRIBUTES: WILL +3, STR +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, secondary magic, mounted combat,
metaphysical doctrines.

EQUIPMENT/POSSESSIONS: Black iron plate mail with helm
and shield (lacquered white), mace, heavy crossbow, cloak, Grey-
mane steed (fully caparisoned), leather-bound book ofspells, iron
holy symbol of Aa.
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WEALTH: d20 x 20 gold lumens (Aamanian Warrior-Priests are
paid by the Orthodoxist cult).

COMMENTS: The Warrior-Priests of Aaman are a stern lot, dedi-
cated to the preservation of the Orthodoxist cult and the elimina-
tion of pagan beliefs. They protect the temples of Aa the Omni-
scient (the cult's patron deity) and serve as commanders of the
Aamanian military. Some are engaged as witch hunters, roaming
the western lands in search of black magicians, witches and war-
locks (see AMMANIAN ARCHIMAGE).

AHAZU WARRIOR

SIZE: 6'8™-7'6", 160-260 Ibs.

PHYSICAL CHARACTERISTICS: Bright yellow skin with fiery
red markings, four arms, forked tongue, diabolical features.
ATTRIBUTES: STR +3, DEX +4, INT -1

HIT POINTS: 16

SPECIAL ABILITIES: Double attacks ( four arms).

SKILLS: Primary combat, stalking, scout or healer, hunting.
EQUIPMENT/POSSESSIONS: Loincloth, arm and leg wrap-
pings of animal hide, shoulder pouch, gwanga and matsu.
WEALTH: None

COMMENTS: The Ahazu are a strange and moody race, prone to
fits of shan-ya; literally, "battle madness™ (roll vs Will Rating any-
time an Ahazu participates in combat; a result of "Mishap™ means
the Ahazu goes info a killing frenzy, attacking everyone in sight for
d20 rounds). The Ahazu adhere to a secret warrior code which
prohibits them from attempting to escape if captured in battle (con-
sidered a grave humiliation). If taken in such a manner, an Ahazu
becomes the captor's slave for life; only if attacked by its master is
an Ahazu freed from this bond. Ahazu characters who are not part
of an Ahazu war clan will always be slaves, either to another player
character or NPC,

ARAQ WARRIOR

SIZE: 6'-6'6", 130-230 lbs.

PHYSICAL CHARACTERISTICS: Scaly light brown hide, dor-
sal membrane, snake-like features, claws, fangs.

ATTRIBUTES: STR +2, DEX +2, CON +7

HIT POINTS: 12

SPECIAL ABILITIES: Survive for up to six weeks without food or
water. Communicate with reptilian species. Hide affords protec-
tion equal to leather armor.

SKILLS: Primary combat, mounted combat (Duadir), tracking,
stalking.

EQUIPMENT/POSSESSIONS: Arm wrappings, boots, loinclout
and shield of land dragon hide, bone saw-edged dagger and
spear, mace, shoulder pouch, back pack, Duadir steed with bag-
gage.

WEALTH: None

COMMENTS: A sorcerous hybrid of sauran and man, Araq dis-
play the worst traits of both these races. They are warlike and
cruel, and have a taste for cannibalism. Araq shun all goods and
weapons produced by other peoples, considering such devices to
be tainted. They roam the wilderlands in small war-bands, preying
upon land dragons and cther humanoid species. Only through
conscious effort are Araq able to restrain their murderous impuls-
es (roll vs Will Rating or feel the urge to kill if angered).



ARDUA (BLUE) RIVER WARRIOR

SIZE: 5'6"-6', 80-120 Ibs.

PHYSICAL CHARACTERISTICS: Iridescent blue plumage,
sharp bird-like features, vestigal wings.

ATTRIBUTES: STR -1, DEX 45, CON -1, SPD +2

HIT POINTS: 12

SPECIAL ABILITIES: Gliding (up to twenty-five yards, wind per-
mitting), expertise with dart-thrower and crescent knife (+1 bonus
when employing either of these weapons),

SKILLS: Primary combat, navigator/pilot (barge-fort or other river
craft); plus weaponaer, artisan or artificer,
EQUIPMENT/POSSESSIONS: Viridian linen cloak and tunic,
sandals, two crescent knives, dart-thrower with quiver of ten darts,
stoppered gourd flask with vinesap, pouch.

WEALTH: d10 x 10 gold lumens in mixed coins

COMMENTS: Blue Ardua are the protectors of their race.
Though lacking in physical strength, they are swift and agile, and
use dart-throwers and crescent knives to good effect. Their warri-
ors patrol the Axis River in barge-forts, alert 1o signs of danger.
Characteristics common to the species include enhanced alert-
ness, impatience, and a loathing of inactivity.

ARDUA (GREEN) BOTANOMANCER

SIZE: 4'10°-5'2", 70-90 Ibs.

PHYSICAL CHARACTERISTICS: Iridescent green plumage,
sharp bird-like features, vestigial wings.

ATTRIBUTES: INT +3, STR -3, DEX +2, CON -3

HIT POINTS: 10

SPECIAL ABILITIES: Gliding (up to fifty yards, wind permitting),
knowledge of Viridian's spells (at second level; see COMMENTS).
SKILLS: Primary magic, horticulture, herb lore, inscribe spells,
magical mixtures.

EQUIPMENT/POSSESSIONS: Viridian linen cloak and tunic,
staff, scroll (basic spells only), 1-4 books on plants/herbs, pouches
(seeds, reed pen, inkwell), stoppered gourd flask (vinesap).
WEALTH: d20 x 10 gold lumens

COMMENTS: The Green Ardua botanomancers of Vardune are
members of a respected magical fraternity, which reveres as its in-
spiration the great Viridian; a fabled sorcerer of ancient times, who
is credited with the creation of the viridia plant and many other use-
ful hybrids. Upon attaining the second level of ability, members
must undergo an initiation rite (retrieve an enchanted medallion
from the "Green World", or Elemental Plane). Those who success-
fully complete this task are initiated into the fraternity, and taught
the great Viridian's three most potent spells. These incantations
are memorized, never written. Further, the initiate is made to take
an oath of secrecy never to reveal this information to any others.
Green Ardua are considerably less high- strung than their rela-
tives, the Blue Ardua.

ARDUA (GREEN) HORTICULTURIST

SIZE: 4'10"-5'2", 70-90 Ibs.

PHYSICAL CHARACTERISTICS: Iridescent green plumage,
sharp bird-like features, vestigal wings.

ATTRIBUTES: INT 43, STR -3, DEX +3, CON -3

HIT POINTS: 10

SPECIAL ABILITIES: Gliding (up to fifty yards, wind permit-ting.
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SKILLS: Magical training, combat training, horticulture, concoct
slixirs, herb lore, brewer/vintner alchemical training
EQUIPMENT/POSSESSIONS: Viridian linen cloak and tunic,
sandals, pouches (seeds, cuttings, wooden vials of pollen), cres-
cent knife, stoppered gourd flask (vinesap), alchemical apparatus.
WEALTH: d20 x 20 gold lumens in mixed coins and alchemical in-
gredients.

COMMENTS: Green Ardua are renowned for their knowledge of
plants and herbs. The eldest of their kind serve as sages and
scholars, instructing the younger Ardua in the lore of plants (see
GREEN ARDUA BOTANOMANCER).

ARIANE DRUAS (SEEKER)

SIZE: 5'8"-6'2", 100-180 Ibs.

PHYSICAL CHARACTERISTICS: Onyx-black skin, white hair,
silver-grey eyes, slender build

ATTRIBUTES: INT +2, WILL +2, PER +2

HIT POINTS: 12

SPECIAL ABILITIES: Immunity to Spells of Influence/Control,
commune with nature (see SKILLS: SPECIAL ABILITIES), night
vision.

SKILLS: Secondary combat, mounted combat, magical training,
cult rituals (faith healing only), tracking, herb lore, healer
EQUIPMENT/POSSESSIONS: Cloak, garments, boots and
headband of spinifax, spinifax pouch and shoulder pack, Ariane
bow with quiver of twenty Ariane arrows or staff, Silvermane steed,
tamar (see COMMENTS).

WEALTH: d10 x 3 gold lumens, plus twice this figure in silver
pieces.

COMMENTS: A Druas is a "seeker”; an Ariane who has chosen
to leave the Maze-City of Altan in order to explore distant lands.
They record their experiences on orbs of polished stone, called ta-
mar, which can be "read” by touch. Deeper meaning and insight
may be gained by communing with these devices, which retain a
portion of the spirit essences of their makers. (see ARIANE MYS-
TIC).

ARIANE MYSTIC

SIZE: 5'8"-6'2", 100-180 |bs.

PHYSICAL CHARACTERISTICS: Onyx-black skin, white hair,
silver-grey eyes, slender build, white circle sign on forehead
ATTRIBUTES: INT +2, WILL +4, PER +2

HIT POINTS: 12

SPECIAL ABILITIES: Immunity to Spells of Influence/Control,
commune with nature , night vision.

SKILLS: Primary magic, concoct elixirs, cult rituals (faith healing
and banish only), magical operations, metaphysical doctrines
(trans-ascendancy), enchant items, inscribe spells.
EQUIPMENT/POSSESSIONS: Spinifax cloak, boots, head-
band and garments, staff, tamar, spinifax shoulder pouch.
WEALTH: None (Ariane Mystics disdain gold.)

COMMENTS: All Ariane are joined in spirit as members of the
nature-oriented "cult” of Trans-ascendency. They are disinclined
towards displays of emotion, and refrain from viclence except as a
last recourse. Among their own people, they do not use names.
Ariane Mystics spend the greater part of their lives attempting to
master the Trans-ascendant arts (see ARIANE DRUAS).



ARIMITE KNIFE-FIGHTER

SIZE: 5'2"-6'2", 90-170 Ibs.

PHYSICAL CHARACTERISTICS: Swarthy complexion,
black hair, dark eyes, hatchet-like features.

ATTRIBUTES: DEX +3, CON +2, SPD +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Primary combat, mounted combat, mountain climbing,
hunting.

EQUIPMENT/POSSESSIONS: Fur vest, hide boots, sack-
cloth breeches, armbands and ear-rings of black iron, four throw-
ing knives (on belt), choice of two other weapons, pouch, black
iron flask of chakos.

WEALTH: d10 x 2 gold lumens in silver pieces.

COMMENTS: The Arimites are a dour and moody folk who find
no joy in song, dance or revelry. They drink heavily, favaring
chakos, a bitter and metallic-tasting liquor. Arimite knife-fighters
are nonetheless highly regarded for their skill and ferocity. Due
perhaps to the reputation of the Revenant Cult (g.v.), Arimites
are regarded in many lands as a race of cut-throats.

ARIMITE REVENANT (ASSASSIN)

SIZE: 5'2"-6'2", 90-170 Ibs.

PHYSICAL CHARACTERISTICS: Swarthy complexion,
black hair, dark eyes.

ATTRIBUTES: INT +1, PER +2, DEX +2, CON +2, SPD +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, assassinate, stealth, hide, tail-
ing, lock picking, concoct poisons.
EQUIPMENT/POSSESSIONS: Night-grey cloak, veil,
gloves and garments, pouch with 1-4 vials of poison (various
types), coin purse, choice of two weapons.

WEALTH: d20 x 10 gold lumens in mixed coins and other valua-
bles (received in payment for services).

COMMENTS: The Revenants are members of a secret society
which specializes in carrying out acts of vengeance for its cli-
ents. Any Arimite can obtain the services of the Revenants,
whose specialties range from delivering insults and threats to ar-
son, coercion, muggings and murder-for-hire. Revenant fees
range from as little as ten silver pieces to 100,000 gold lumens or
mare. The Cult is prevalent throughout Arim, and, to a lesser ex-
tent, Zandu.

BATREAN CONCUBINE (FEMALE)

SIZE: 4'6"-5'6"

PHYSICAL CHARACTERISTICS: Ivory-skinned, hair dyed
emerald green.

ATTRIBUTES: INT +4, CHA +4, WILL +2

HIT POINTS: 10

SPECIAL ABILITIES: Beguile by scent (resist vs Will Rating;
see COMMENTS).

SKILLS: Magic training, combat training, concoct elixirs, primi-
tive magical talents (fetishes only), dance, seduce, lip-reading.
EQUIPMENT/POSSESSIONS: Cloth robe, pouch (for
herbs, green dyes, etc.)

WEALTH: None (unless stolen from Batrean males)
COMMENTS: Batrean concubines are especially alluring, and
are in great demand as slaves, courtesans and mistresses. At
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least part of their appeal is due to their ability to emit a scent
which beguiles males of almost all humanoid species, making
them susceptible to suggestion. Batrean females have been
known to use their uncanny abilities to gain considerable in-
fluence, and even win their freedom.

BATREAN WARRIOR

SIZE: 7'-8', 250-350+ Ibs.

PHYSICAL CHARACTERISTICS: Dingy yellow skin, matted
green hair, sloping shoulders, muscular physique.
ATTRIBUTES: INT -4, PER -2, STR +6, SPD -2

HIT POINTS: 16

SPECIAL ABILITIES: Immune to Batrean females’ ability to
beguile.

SKILLS: Secondary combat, interrogate, torture, snares.
EQUIPMENT/POSSESSIONS: Loincloth, giant wooden
club, stone dagger, pouch.

WEALTH: d20 x 200 gold lumens (hidden in secret caches)
COMMENTS: Unlike their females, Batrean males are ugly,
huge and brutish. They make a living by selling their females to
foreign entrepreneurs. They are immune to the beguiling powers
of their mates, whom they zealously guard from the predators of
slavers and poachers. Batreans are favored in some lands for
use as eunuchs.

BEASTMAN PLAINS HUNTER

SIZE: 5'10"-6'2", 140-220 Ibs.

PHYSICAL CHARACTERISTICS: Body covered with bris-
tling brown fur, baestial features, fangs.

ATTRIBUTES: STR +2, DEX -2, SPD +1

HIT POINTS: 15

SPECIAL ABILITIES: Thick hide equal to leather armor,
claws and bite:d4, +1 combat bonus vs wounded opponents.
SKILLS: Secondary combat, mounted combat (Darkmane),
tracking (by scent), stalking, snares, hunting, torture.
EQUIPMENT/POSSESSIONS: Animal hide boots and loin-
cloth, pouch, Darkmane steed, long dagger and choice of second
weapon.

WEALTH: d20 x 5 gold lumens in mixed coins and stelen valua-
bles.

COMMENTS: Beastmen are vicious and bloodthirsty creatures
with the mannerisms of wolves or jackals. They hunt in packs,
and sometimes set cruel snares in the hope of trapping unwary
creatures. Skilled trackers, Beastmen will never quit a blood
trail. They will sometimes break off combat in order to feast on
fallen opponents, carrion, or other types of food (roll vs Will Rat-
ing or be unable to resist the urge to feed).

BLACK SAVANT

SIZE: 6'6™-6'10", 160-200 lbs.

PHYSICAL CHARACTERISTICS: Stoop-shouldered and
gaunt, cold black eyes.

ATTRIBUTES: INT +5, CHA -10 (see COMMENTS)

HIT POINTS: 14

SPECIAL ABILITIES: See invisible/astral presences.
SKILLS: Primary magic, metaphysical doctrines (diabolism), pi-
lot/navigator (Nefaratan galley only), inscribe spells, concoct po-
tions, create homunculi, enchant items, combat training.
EQUIPMENT/POSSESSIONS: Veiled head dress, cloak,
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robes and gloves of black satin, black iron and silver-bound spell
book, staff.

WEALTH: Unknown

COMMENTS: The Black Savants are greatly feared by other
folk. They avoid contact with outsiders, and communicate mainly
by means of arcane signs and gestures. Consequently, very
little is known of their isolated homeland, their culture or their mo-
tives. The esteemed sorcerer Korak stated that, despite their
foreboding appearence, the Black Savants posed no threat to
man, but were the avowed enemies of Demonkind. As to the
Black Savants' purported dealings with devils and other Under-
world entities, Korak was uncharacteristically silent. Others
have suggested that these strange folk originate not from the is-
land of Nefaratus, as is generally believed, but from the mysteri-
ous land of Khazad. It is perhaps of interest to note that the
Jaka of Yrmania claim that the Black Savants are not truly alive,
or at least, not in the usual sense.

BODOR MUSICIAN

SIZE: 5'-5'6", 180-240+ Ibs.

PHYSICAL CHARACTERISTICS: Amber skin, round-faced,
portly build.

ATTRIBUTES: INT +1, DEX 43, STR -1, PER +3

HIT POINTS: 10

SPECIAL ABILITIES: Bodorian sound-sight (see SKILLS:
SPECIAL ABILITIES).

SKILLS: Musicianship (any three instruments), diplomacy,
merchant/rader (selling services as musician).
EQUIPMENT/POSSESSIONS: Three musical instruments
(see COMMENTS), Bodor smock, blousy pantaloons, chain-loop
ear-rings and bracslets of lacquered metal, traveler's satchel.
WEALTH: d10 x 5 gold lumens plus as many silver pieces.
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COMMENTS: Bodor are consummate musicians. Their favorite
instruments include the tambour (tuned drums), glass flute, glass
bells, the intricate spiralhorn, and the four-man bellows-pipes.
Most travel in musical troupes, seldom staying in one place for
any great length of time. Bodor are naturally inquisitive, and are
perceptive to the emotions of other races.

CALLIDIAN CRYPTOMANCER

SIZE: 6'-6'7", 140-180 |bs.

PHYSICAL CHARACTERISTICS: Orange skin, large crani-
um, narrow build.

ATTRIBUTES: INT +4, PER +2, DEX -2, CON +1

HIT POINTS: 14

SPECIAL ABILITIES: Speak inTongues (see COMMENTS )
SKILLS: Secondary magic, arcane lore, cryptography, inscribe
spells, cartography, linguistics (unlimited), enchant items.
EQUIPMENT/POSSESSIONS: Starched headdress and
robes of yellow linen, leather-bound spellbook,magnifying crystal
(for examining scripts and symbols), 2-8 scrolls/reference works
(on ancient scripts, cryptology, symbology, etc.), pack or shoul-
der satchel, pouch with quill pens and inks.

WEALTH: d10 x 10 gold lumens in various currencies.
COMMENTS: The Callidians are a race of highly intelligent be-
ings whose ancestors were displaced by the Great Disaster.
They possess the ability to "speak in tongues”, i.e., to compre-
hend and converse in any language. Their natural abilities, com-
bined with an intense interest in the study of cryptography and
linguistics, has caused them to be much in demand as scribes,
translators, and cartographers (Callidians are experts at analyz-
ing almost any type of chart, map, or written work). The race is
said to be dying out, and only a few hundred Callidians remain on
the continent.




CHANA WARRIOR

SIZE: 5'107-6'4", 110-170 lbs.

PHYSICAL CHARACTERISTICS: Grey-green skin, cadaver-
ous features, teeth filed to points, lacquered hair.

ATTRIBUTES: STR +1, DEX +2

HIT POINTS: 10

SPECIAL ABILITIES: None

SKILLS: Secondary combat, tracking, hunting, camouflage, stalk-
ing.

EQUIPMENT/POSSESSIONS: Loincloth, spear or blowgun
with ten poison darts in pouch on belt, bone dagger, shoulder
pouch, trained wrist viper.

WEALTH: None

COMMENTS: The Chana are a dark and sinister race ruled by
superstition. They have an unreasoning fear of water, which they
believe is the domain of hostile elemental spirits. Ritual sacrifice
and cannibalism are common among the various Chana tribes.
They bear a long-standing hatred of the Manra tribes, whose lands
they covet, and the Nagra, whom they fear (see CHANA WITCH-
MAN/WITCHWOMAN).

CHANA WITCHMAN/WITCHWOMAN

SIZE: 5'10"-6'4", 100-160 Ibs.

PHYSICAL CHARACTERISTICS: Gray-green skin, cadaver-
ous features, teeth filed to points, lacquered hair.

ATTRIBUTES: INT +2, WILL +2, CON -3

HIT POINTS: 10

SPECIAL ABILITIES: None

SKILLS: Secondary magic, combat training, primitive magical tal-
ents, concoct poisons, camouflage, stalking, healer, inscribe
spells.

EQUIPMENT/POSSESSIONS: Loincloth, shrunken head fetish
(worn on cord around neck), pouch (herbs), 1-4 wooden vials of
kesh, 1-4 stone vials (poisons and/or magical pigments), spear or
blowgun with ten poison darts in pouch, ritual drum, scroll of spells
(animal hide with bone case), trained wrist viper.

WEALTH: None

COMMENTS: The Chana Witchtribes are practitioners of black
magic. They revere the forces of darkness, and despise those
who worship the gods of light and order. Both Witchmen and
Witchwomen are coveted as slaves by the Rajans (and to a lesser
extent, the Farad), who employ them as herbalists and occult ad-
visors (see CHANA WARRIOR).

CYMRILIAN MAGICIAN

SIZE: 6'-6'4", 120-160 Ibs.

PHYSICAL CHARACTERISTICS: Light green skin, nonde-
script features, slender build.

ATTRIBUTES: INT +83, STR -1, DEX -1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Primary magic, magical operations, concoct potions,
create homonculi, create automaton, arcane lore, enchant items,
inscribe spells.

EQUIPMENT/POSSESSIONS: High-collared cloak and robes
of green spinifax, leather and silver bound spell book, pouch, 1-4
amberglass vials (potions), staff.

WEALTH: d20 x 5 gold lumens in gold pentacles (Seven King-
doms currency; worth five gold lumens apiece)
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COMMENTS: The Cymrilians are an eccentric race who possess
an insatiable curiosity, particularly as regards magic. Most tend to
be soft-spoken and studious.

CYMRILIAN WARRIOR MAGE

SIZE: 6'-6'4", 120-170 lbs.

PHYSICAL CHARACTERISTICS: Light green skin, nonde-
script features, slender build.

ATTRIBUTES: INT +1, WILL +1, STR +1, SPD +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, secondary magic, navigator/pilot
(windship), arcane lore, inscribe spells.
EQUIPMENT/POSSESSIONS: Chain mail and helm (painted
with green or yellow laquer), longsword, dagger, cloak of green
spinifax, leather and silver bound spell book, pouch.

WEALTH: d20 x 3 gold lumens in gold pentacles (Seven King-
doms currency; worth five gold lumens apiece).

COMMENTS: Cymrilian Warrior Mages are trained in the arts of
magic and combat. They are primarily employed as pilots, naviga-
tors, and crewmen aboard Cymril's sizeable contingent of wind-
ships. Due to their limited magical training, Warrior Mages are
generally accorded lesser esteem than full-fledged magicians.

DANUVIAN SWORDSWOMAN

SIZE: 6'2"-6'6", 160-200 Ibs.

PHYSICAL CHARACTERISTICS: Bronze skinned, black
mane, strong features, face decorated with pigments.
ATTRIBUTES: STR +3, DEX +3, SPD +2

HIT POINTS: 14

SPECIAL ABILITIES: None

SKILLS: Primary combat, mounted combat (equs), command
ability; plus armorer, weaponer or beast trainer.
EQUIPMENT/POSSESSIONS: Black iron corselet and wrist
bracers, shoulder pouch, halberd, long sword, poignard (in sheath,
tied to leg), ear-rings, torc, equs steed.

WEALTH: d20 x 10 gold lumens.

COMMENTS: Danuvian Swordswomen are among the most skill-
ful warriors in Talislanta, and are much in demand as mercenaries.
Though Danuvian females can procreate only with males of their
own race, they actively seek males of other races, whom they pre-
fer as consorts. As such, there is a market for handsome male
slaves in the city of Danuvia.

DARKLING WARRIOR

SIZE: 4'-5', 90-130 Ibs.

PHYSICAL CHARACTERISTICS: Soot-grey to black skin, dis-
torted features, fangs, sinuous talil.

ATTRIBUTES: INT -4, WILL -4, PER +3, STR -2, DEX -2

HIT POINTS: 6

SPECIAL ABILITIES: Night vision, sense living creatures by
scent (range: 100 ft.), hide in darkness (-2 to detect), see poorly in
light.

SKILLS: Secondary combat, stalking, stealth, swipe, hide
EQUIPMENT/POSSESSIONS: Loincloth, pouch, spear, dagger
or sling with two dozen stones in shoulder pouch.

WEALTH: d6 x 2 gold lumens in mixed coins and/or miscellane-
ous baubles.

COMMENTS: Darklings are miserable creatures, sinister and



conniving in nature. Physically unimposing and prone to cowardly
actions, they are only marginally effective as warriors. The Ur
clans employ them as spies, thieves, and low class infantry, using
intimidation and fear tactics to keep the Darkling hordes in line.

DHUNA WITCHWOMAN/WARLOCK

SIZE: 5'-5'10", 90-130 Ibs.

PHYSICAL CHARACTERISTICS: Olive skin, black hair, en-
trancing features and form (female), dark and melodramatic ap-
pearance (male).

ATTRIBUTES: INT +2, CHA +6 (+1 for Warlocks), STR -1 (+1 for
Warlocks).

HIT POINTS: 14

SPECIAL ABILITIES: Dhuna Witchwomen can capture a man's
heart with a single kiss (roll vs WILL Rating to resist ).

SKILLS: Secondary magic, combat training, concoct elixirs, heal-
er, herb lore, tracking, snares, seduce, inscribe spells.
EQUIPMENT/POSSESSIONS: Long cloak, frock (or shirt and
breeches) of spun linen, animal hide boots, scroll (for spells; made
of animal hide), pouch (1-4 elixirs), staff or wand, Greymane steed.
WEALTH: d10 x 10 gold lumens in rare herbs and small, semi-
precious stones.

COMMENTS: The Dhuna are strange and mysterious by nature,
and are regarded with superstitious dread by the people of the
Western Lands. Practitioners of an ancient form of witchcraft, the
race has been persecuted by Aamanian Orthodoxists for several
centuries.

DJAFFIR MERCHANT/BANDIT

SIZE: 5'-6', 80-160 Ibs.

PHYSICAL CHARACTERISTICS: Dark brown skin, hair and
eyes, wiry build.

ATTRIBUTES: INT +3, DEX +1, CON +1

HIT POINTS: 14

SPECIAL ABILITIES: None

SKILLS: Secondary combat, mounted combat, merchantArader,
appraise treasure; beast trainer or caravan master.
EQUIPMENT/POSSESSIONS: Traditional leather mask, cloak,
robes and head dress of light linen cloth, boots of soft aht-ra’s hide,
curved dagger, horn short bow with quiver of twenty arrows, belt
and shoulder pouches, Aht-Ra steed with cocking utensils and
other baggage.

WEALTH: d20 x 5 gold lumens in coins (various denominations)
COMMENTS: The difference between a Djaffir Merchant and a
Djaffir Bandit is largely one of semantics, as far as some are con-
cerned. Despite such conceptions, few will argue with the quality
of Djaffir merchandise, which is typically very good. It is the cus-
tom of the Djaffir to wear fetish masks, which purportedly confer
protection from hostile magics. Others believe that the Djaffir wear
these masks simply to conceal their features. In any case, a Djaffir
will never remove his mask in public ( see DJAFFIR WIZARD).
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DJAFFIR WIZARD

SIZE: 5'-6', 80-160 Ibs.

PHYSICAL CHARACTERISTICS: Dark brown hair, skin and
eyes, wiry build.

ATTRIBUTES: INT +1, DEX +2, CON +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary magic, combat training, mounted combat,
concoct elixirs, primitive magical talents (Djaffir mask fetishes and
charms only), magical operations, healer.
EQUIPMENT/POSSESSIONS: Traditional leather mask, cloak,
robes and head dress of linen, boots of soft animal hide, curved
dagger, hide-bound spell bock, 1-4 amber crystal vials (elixirs),
belt and shoulder pouches, Aht-Ra steed with baggage.
WEALTH: d10 x 10 gold lumens in coin and/or herbs.
COMMENTS: Djaffir Wizards are well-regarded by their people,
who consult them as seers and mystics. Like all Djaffir, they are
superstitious, and tend to interpret events and occurrences as
omens (good, evil, or mysterious). The Djaffir wizards make fetish
masks of cured Aht-Ra leather, which protect the wearer from
magical spells of influence and control. All Djaffir wear these devic-
es,

DRACARTAN DESERT SCOUT

SIZE: 6'-7', 125-240 Ibs.

PHYSICAL CHARACTERISTICS: Jade-skinned humanoid
ATTRIBUTES: STR +2, CON +2, PER +2

HIT POINTS: 14

SPECIAL ABILITIES: None

SKILLS: Primary combat, mounted combat, tracking, scout,
EQUIPMENT/POSSESSIONS: Vest of red iron discs, red iron
torc and bracers, linen and chain mesh headdress, loinclout, long
sword with shoulder sheath, hurlant with quiver and twelve belts,
choice of third weapon.

WEALTH: d10 x 10 gold lumens in Dracartan pyramids (Caran-
theum's national currency).

COMMENTS: Dracartan Desert Scouts form the basis of Caran-
theum's powerful army. They patrol the borders of their desert
kingdom in parties of 10-20 individuals, guard Carantheum’s for-
tress cities, and serve as crewmen and warriors on the Dracartans'
great desert-spanning duneships.

DRACARTAN THAUMATURGE

SIZE: 6'-7", 120-220 Ibs.

PHYSICAL CHARACTERISTICS: Jade-skinned humanoid
ATTRIBUTES: INT +2, WILL +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Primary magic, thaumaturgic operations, enchant items,
engineer (one specialty only), alchemical training, concoct elixirs,
inscribe spells.

EQUIPMENT/POSSESSIONS: Thaumaturge's robes and cap,
cloak, caduceus, red iron torc and bracers, spell book.

WEALTH: d20 x 20 gold lumens in Dracartan pyramids (Caran-
theum's national currency).

COMMENTS: Dracartan Thaumaturges are guardians of the se-
cret process used to create quintessence, a magical substance
possessing fabulous properties. Most serve the government of
Carantheum as engineers, scholars and royal advisors.
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DRUKH HILLMAN/HILLWOMAN

SIZE: 5'2"-6', 80-160 lbs,

PHYSICAL CHARACTERISTICS: Skin and hair dyed purple,
bestial features, bright grey eyes, wiry build.

ATTRIBUTES: STR +1, DEX +3, CON +3

HIT POINTS: 14

SPECIAL ABILITIES: None

SKILLS: Secondary combat, mounted combat (equs), mountain
climbing, tracking, hunting, stalking, torture, snares; plus scout or
healer.

EQUIPMENT/POSSESSIONS: Head dress, vest, breeches
and boots of tundra beast's hide, stone war club, bone dagger,
pouch, Greymane steed (also dyed purple).

WEALTH: d8 x 5 gold lumens in ivory, hide and/or gold dust
COMMENTS: Drukhs are a race of so-called "sub-men"; violent
and cruel folk, who find enjoyment in capturing and torturing tres-
passers into their territories. They are the enemies of the Arimites,
who have tried for centuries to drive the Drukh tribes from the
wooded hills of Arim. In certain lands, Drukhs are in demand as
torturers.

DRUKH SHAMAN

SIZE: 5'2°-6', 80-160 Ibs.

PHYSICAL CHARACTERISTICS: Skin and hair dyed purple,
bestial features, bright grey eyes, wiry build.

ATTRIBUTES: DEX +2, CON +3, INT +1, PER +1

HIT POINTS: 14

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, musicianship (see COMMENTS),
cult rituals, primitive magical talents, inscribe spells, combat train-
ing, mounted combat (equs), mountain climbing.
EQUIPMENT/POSSESSIONS: Headdress, vest, breeches
and boots of tundra beast's or yaksha hide; stone war club, bone
dagger, pouch, scroll of spells (inscribed upon flayed hide or skin),
Greymane steed (also dyed purple), 1-4 wooden vials (magical
pigments and/or medicinal mixtures), bone flute.

WEALTH: d10 x 5 gold lumens in ivery, hide and/or gold dust
COMMENTS: Drukh Shamans revere Noman, dark ruler of the
Nightmare Dimension. In battle, they wield bone flutes, playing the
ancient Drukh "Song of Death”, which is purported to strike fear
into the hearts of their enemies (roll vs. Will Rating or victims fight
at a -1 penalty).

FARAD MERCHANT (Procurer, Monger, etc.)
SIZE: 5'8"-6'6", 100-200 Ibs.

PHYSICAL CHARACTERISTICS: Flint-grey skin, chiseled fea-
tures, dark and narrow eyes, males wear beard in twin braids,
ATTRIBUTES: INT +2, WILL +2, CHA -2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, merchant/trader, bribe, coerce, ap-
praise treasure, caravan master or navigator/pilot (merchant gal-
ley), appraise slaves.

EQUIPMENT/POSSESSIONS: Elaborate headdress, volumi-
nous robes, sashes trimmed with tassels, velvet boots (males);
trailing silk gown, necklacs of silver loops, rings on each finger (fe-
male), curved dagger (both sexes) and/or scimitar (male), coin
purse. ledger book (for business transactions).

WEALTH: d20 x 25 gold lumens in coin and/or precious stones
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COMMENTS: Farad merchants generally start out as Mongers
(sellers), then work their way up to Procurers (wholesale buyers)
and finally, Monopolists (owners of a large business concern, usu-
ally with a number of employees, slaves, agents, etc.). All are
widely known for their unscrupulous business dealings. Farad
merchants usually require contracts (of their own making) for all
but the most basic transactions. Generally speaking, a Farad will
do just about anything for money.

FARAD WIZARD

SIZE: 5'8"-6'6", 100-200 Ibs.

PHYSICAL CHARACTERISTICS: Flint-grey skin, chiseled fea-
tures, dark and narrow eyes

ATTRIBUTES: INT +2, WILL +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary magic, combat training, merchantArader, ad-
ministrator, bribe, coerce, inscribe spells, arcane lore, appraise
treasure, alchemical training, appraise slaves.
EQUIPMENT/POSSESSIONS: Head dress, voluminous robes
and cloak of colorful sateen; gold-bound spell book, coin purse,
pouch, ledger book (for business transactions), choice of one
weapon.

WEALTH: d20 x 100 gold lumens in coin, precious stones and
narcotic herbs.

COMMENTS: Farad Wizards study magic only to further their de-
sire for wealth and power. Many own sizable contingents of slave
laborers, which they employ in the harvesting of rare (narcotic and/
or magical) herbs from the perilous southern jungles of Faradun.
More than a few have made their fortunes by smuggling contra-
band to the eastern lands of Rajanistan and Quan.

FERRAN THIEF

SIZE: 3'6"-4'4"

PHYSICAL CHARACTERISTICS: Coarse brown fur, rodent-
like features, hairless tail

ATTRIBUTES: INT +2, STR -3, DEX +8, CON +2, SPD +4

HIT POINTS: 4

SPECIAL ABILITIES: Emit foul odor (three times per day; vic-
tims resist vs Constitution or nauseated for 1-4 rounds).

SKILLS: Secondary combat, pick pockets, swipe, appraise treas-
ure, stealth, stalking, tracking (by scent).
EQUIPMENT/POSSESSIONS: Loincloth, pouch, scavenged
bits of clothing and gear, dagger.

WEALTH: d10 x 3 gold lumens in mixed coin and miscellaneous
baubles.

COMMENTS: Ferrans are inveterate thieves and scavengers
who usually hunt in packs of 4-16 individuals. Sly and crafty, they
avoid direct conflict whenever possible, preferring instead to rely
on stealth, speed and the element of surprise. Their scent is con-
sidered offensive by most other races (particularly Jaka, who pos-
sess a keen sense of smell).
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GAO SEA ROGUE

SIZE: 5'47-6'2", 100-200 |bs.

PHYSICAL CHARACTERISTICS: Various:; racially mixed
ATTRIBUTES: INT +1, CHA 43, DEX +2

HIT POINTS: 12

SPECIAL ABILITIES: Possible, according to ancestry.

SKILLS: Secondary Combat (or Secondary Magic), navigator/
pilot (choice of craft), appraise treasure, plus any five thieving tal-
ents.

EQUIPMENT/POSSESSIONS: Variety of colorful garments,
usually of a mixed sort; choice of two weapons (dueling swords are
a favorite), silver ear-ring and other jewelry.

WEALTH: d20 x 5 gold lumens in coin and/or plunder of various
sorts.

COMMENTS: The Gao are the descendants of criminals and out-
casts incarcerated on the isle of Gao-Din, once a penal colony of
the ancient Phaedran dynasty. Pirates by trade, the Gao are nota-
ble for their swashbuckling "thieves' code of honor,” a well as their
love of gold and plunder. Their rivals are the Mangar, fierce cor-
sairs from the Far Seas.

GNOMEKIN CRYSTALOMANCER

SIZE: 2'10"-3'6", 60-100 Ibs.

PHYSICAL CHARACTERISTICS: Nut-brown skin, soft black
mane, large green eyes, childlike features.

ATTRIBUTES: INT +2, CHA +2, DEX +4, CON +6

HIT POINTS: 16

SPECIAL ABILITIES: Natural climbing ability, extreme durabili-
ty, night vision, +2 combat bonus vs large (7'+) opponents.
SKILLS: Secondary Magic, agriculturist (crystal grower), artificer,
appraise treasure (crystals and gemstones; see COMMENTS),
enchant items.

EQUIPMENT/POSSESSIONS: Cloak, loincloth, pouch with 2-
20 crystals, amber cusps (to protect eyes above ground)
WEALTH: d10 x 20 gold lumens in crystals.

COMMENTS: Gnomekin Crystalomancers are experts at grow-
ing, polishing, cutting and appraising all types of crystals and gem-
stones. Those who live in the subterranean city of Durne typically
serve as overseers of a crystal garden or crystal-selling concern,
Others travel abroad; buying, selling or prospecting for fine crys-
tals and gemstones (see GNOMEKIN WARRIOR ).

GNOMEKIN WARRIOR

SIZE: 2'10"-3'6", 60-100 Ibs.

PHYSICAL CHARACTERISTICS: Nut-brown skin, soft black
mane, large green eyes, childlike features.

ATTRIBUTES: STR +2, CHA +1, DEX +4, CON +6

HIT POINTS: 16

SPECIAL ABILITIES: Natural climbing ability, extreme durabili-
ty, night vision, +2 combat bonus vs large (7'+) opponents.
SKILLS: Primary combat, plus weponer, armorer, or artificer .
EQUIPMENT/POSSESSIONS: Scale armor, crystal short
sword, sling with pouch of twenty stones, 1-4 pottery vials of
stenchroot sap and/or brown mold, amber cusps (to protect eyes
above ground).

WEALTH: d10 x 10 gold lumans in crystals and/or mixed coins.
COMMENTS: Gnomekin are friendly and industrious folk who live
in underground cavern-cities, and travel far and wide by means of
a network of subterranean trails known as the Underground High-
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size, and can survive falls of up to forty feet without apparent harm.

Gnomekin can see clearly in darkness, but must wear colored
cusps to protect their eyes when above ground. Their enemies in-
clude the race of Darklings, rivals for the regions which lie below
the surface of Talislanta, and the reptilian Satada.

GNORL RHABDOMANCER

SIZE: 3-4', 60-80 Ibs.

PHYSICAL CHARACTERISTICS: Wizened features, dark
brown skin, glowing eyes deep-set beneath a furrowed brow,
squat physique.

ATTRIBUTES: INT+2, WIL+2, PER+1, STR-2, DEX+1

HIT POINTS: 10

SPECIAL ABILITIES: Night vision, commune with spirits (see
COMMENTS).

SKILLS: Secondary magic, inscribe spells, magical operations,
concoct madicinal mixturas, primitive magical talents, healer, herb
lore, arcane lore.

EQUIPMENT/POSSESSIONS: Wardrobe comprised of odd
and colorful garments (turbans, sashes, beads, bangles, scarves,
etc.), walking stick or staff, leather-bound spell book, pouch or
satchel (with 1-3 medicinal mixtures, 1-3 cunces of incense for
producing magical fumes, 2-8 drams of dried herbs, quill pen and
vial of ink.)

WEALTH: d10 x 6 gold lumens.

COMMENTS: Gnorls are a race of strange, gnarled humanoids
believed to be related to Gnomekin, or possibly Weirdlings; no one
is quite sure. They live in underground nooks, typically built into
the side of a hillock, and situated in uncivilized woodland regions.
The race of gnorls is skilled in an ancient form of witcheraft known
as rhabdomancy; the "art of divining secrets”. Gnorls collect se-
crets, which they gather by various means, including communing
with spiritforms (Gnorls can contact spiritforms without the need of
summoning spells, using only magical fumes). Somae searn a living
by selling, buying, and trading secrets; others as healers, who offer
their services in exchange for secret knowledge. Like Gnomekin,
the Gnorls prefer to travel via the subterranean roads known as the
Underground Highway. Unlike their relatives, however, Gnorls are
not overly sensitive to light.

GREEN MAN SYMBIONT

SIZE: 3-3'6", 40-50 Ibs.

PHYSICAL CHARACTERISTICS: Mossy green skin and hair,
bright yellow eyas.

ATTRIBUTES: INT +4, STR -4, DEX +4, SPD +3

HIT POINTS: 4

SPECIAL ABILITIES: Speak with plants, influence plants (see
COMMENTS).

SKILLS: Snares, camouflage, herb lore, healer.
EQUIPMENT/POSSESSIONS: D'oko (living plant; provides
food and shelter), loincloth of woven mosses.

WEALTH: None

COMMENTS: Green Men are the gentlest of the Talislantan rac-
es. They will use their abilities to avoid capture and harassment,
but are incapable of doing harm to other living things, regardless of
the provocation. Their submissiveness and special abilities cause
them to be much in demand as slaves, and the race has suffered
greatly at the hands of such folk as thelmrians, and to a lesser ex-
tent, the Farad and Rajans. Escaped Green Men slaves some-



tent, the Farad and Rajans. Escaped Green Men slaves some-
times settle in woodland regions, particularly Vardune of the Sev-
en Kingdoms, where they are welcomed for their horticultural tal-
ents.

GRYPH WARRIOR

SIZE: 6'107-7°2", 220-280 lbs., wingspan 24+ ft.

PHYSICAL CHARACTERISTICS: Brilliant red and orange
plumage, hawk-like visage, wings, lean and muscular physique
ATTRIBUTES:PER +4, STR +3, DEX +2, SPD +8 (airborne; av-
erage on land).

HIT POINTS: 16

SPECIAL ABILITIES: Flight, superior vision (see precise details
at ranges of up to one mile), talons do d4 damage.

SKILLS: Primary combat, hunting, scout (airborne); plus healer/
herb lore, artificer, or weaponer.

EQUIPMENT/POSSESSIONS: Loincloth and bracers of exo-
morph's hide, shoulder pouch, duar, heavy crossbow with quiver of
twenty quarrels.

WEALTH: d20 x 5 gold lumens in small, semi-precious stones
COMMENTS: Gryphs are aggressive protectors of their territo-
ries, and their friends. They are uncomfortable in enclosed spac-
s, and cannot survive for long in captivity. The Gryphs are great
friends of the Ariane of Tamaranth, and are enemies of the Stryx,
Beastmen, and Ur Clans.

HADJIN NOBLE

SIZE: 6'-6'6", 140-180 Ibs.

PHYSICAL CHARACTERISTICS: Light green skin and hair,
plain features, narrow build.

ATTRIBUTES: All average

HIT POINTS: 10

SPECIAL ABILITIES: None

SKILLS: Administrator, arcane lore, antiquarian.
EQUIPMENT/POSSESSIONS: Layered robes, distinctive
headwear, long gloves, scented fan, money purse, Silvermane-
drawn carriage, small estate.

WEALTH: dé x 1000 gold lumens (plus an inheritance of ten times
this figure in property and other valuables).

COMMENTS: Born into great wealth, the Hadjin consider them-
selves superior to common folk. They are in the habit of waving
themselves with scented fans when in the presence of outsiders,
whom they deem odious and coarse. The Hadjin maintain their
lofty standard of living by allowing adventurers to explore the mon-
olithic tombs of their wealthy ancestors, a privilege which does not
come cheaply. They shun hard work of any sort.

HARAKIN WARRIOR

SIZE: 6'-6'6", 140-220 Ibs.

PHYSICAL CHARACTERISTICS: Grey skin, hard features,
lean and rugged.

ATTRIBUTES: STR +3, DEX +2, CON +5

HIT POINTS: 16

SPECIAL ABILITIES: None

SKILLS: Primary combat, mounted combat (dractyl), hunting,
mountain climbing, tracking.

EQUIPMENT/POSSESSIONS: Loincloth, cowl, high boots and
thick gauntlets of reptile hide, fur cloak, jang, khu, and tarak or krin
(with quiver plus ten black iron bolts), shoulder pouch,dractyl steed
with saddlebags and harness.
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WEALTH: None

COMMENTS: The Harakin are a grim race who view life as a con-
stant struggle for survival. They care nothing for the ways of civil-
ized people, which they consider useless. Raised in the hostile en-
vironment of Harak, they are able to endure great hardships. Both
the males and females are warriors, and of necassity, survivalists.
Small bands of Harakin have been known to travel as far south as
the Volcanic Hills and eastern Wilderlands regions, though such
occurences are considered quite rare.

ICE GIANT WARRIOR

SIZE: 10'-12', 1200-2000 Ibs.

PHYSICAL CHARACTERISTICS: Body composed of animate
ice, clawed hands and feet, spiky visage

ATTRIBUTES: INT -4, STR +9, DEX -4, SPD -6

HIT POINTS: 24

SPECIAL ABILITIES: Emanate piercing cold (10 ft. radius; see
COMMENTS), natural armor (as per plate mail)

SKILLS: Primary combat

EQUIPMENT/POSSESSIONS: Giant ice club studded with 2-
12 uncut blue diamonds 4-24 carats each).

WEALTH: As per blue diamonds in club.

COMMENTS: Ice Giants are savage and bestial creatures who
subsist on the frozen carcasses of their victims. They emanate ex-
treme cold sufficient to slow the reactions of most living creatures
(-2 Combat Rating while in the presence of an Ice Giant, unless im-
mune to cold). lce Giants cannot survive in warm, or even temper-
ate, climes. Their ruler, whom some call the Ice King, is reputed by
certain scholars to be a demon of exceptional power.

IMRIAN SLAVER

SIZE: 6'-6'6", 200-280+ Ibs.

PHYSICAL CHARACTERISTICS: Yellow-green scaly hide,
webbed hands and feet, sharp fangs, body coated with slime
ATTRIBUTES: STR +4, DEX -4, SPD + (in water; -2 on land).
HIT POINTS: 16

SPECIAL ABILITIES: Amphibious; hide equal to leather armor,
claws do 1-4 damage.

SKILLS: Secondary combat, hunting, stalking, snares, waylay,
camouflage; pilot/navigator (coracle) or beast trainer (kra), ap-
praise slaves.

EQUIPMENT/POSSESSIONS: Loincloth of kra's hide, neck-
lace of brass rings (Imrian coins), capture-pole, oc (barbed bolas)
with shoulder case or throwing net, shoulder pouch, waterskin
filled with brine, necklace of brass rings (Imrian coinage).
WEALTH: d10 x 5 gold lumens, plus half this figure in Imrian
brass rings.

COMMENTS: The Imrians are a cruel and domineering race who
view themselves as superior beings. They prey on many primitive
peoples, including the Green Men, Ahazu, Moorg-Wan, Sawila,
Batreans, and even the Chana. The thin coat of slime which covers
their bodies enables them to survive out of water for extended peri-
ods of time (up to one week, or about half this in hot, dry climates).
Most races find Imrians to be repulsive.



ISPASIAN MERCANTILIST

SIZE: 5'10"-6'4", 100-180 |bs.

PHYSICAL CHARACTERISTICS: Lemon-yellow skin, expres-
sionless features, slender build.

ATTRIBUTES: INT +3, WILL +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Merchantfrader, litigator, diplomacy, linguistics, ap-
praise slaves, appraise treasure, bribe.
EQUIPMENT/POSSESSIONS: Gold or silver tiara, 2-8 sets of
fine silkcloth robes, small villa or estate in Ispasia (inherited from
ancestors), 2-8 slaves (various races).

WEALTH: d20 x 1000 gold lumens in various currencies and in-
vestments, plus property (worth an additional 5,000-10,000 gold
lumens).

COMMENTS: The Ispasians are a mercantile people who were
subjugated by the Quan in the early days of the Quan Empire.
They are highly intelligent and well-educated, attributes generally
lacking in their masters, the Quan, who have long employed Ispa-
sian agents in the management of the Empire's finances. The
most powerful of these individuals deal in vast sums of money,
goods, and commadities, covertly investing in foreign interests and
international markets. The Ispasians are believed to secretly have
clients in such far-distant lands as Faradun, Rajanistan, Imria, and
Kasmir of the Seven Kingdoms, among others. Ispasians bear a
wall-deserved reputation as ruthless and calculating businessmen
(and businesswomen).

JAKA BEASTMASTER

SIZE: 5'8™-6', 120-180 Ibs.

PHYSICAL CHARACTERISTICS: Black fur, silver-grey mane,
features a cross between wolf and panther.

ATTRIBUTES: PER +4,CHA +4, DEX +3, SPD +3

HIT POINTS: 12

SPECIAL ABILITIES: Land on feet (falls up to thirty feet), natural
"stealth” ability, night vision, sixth sense.

SKILLS: Secondary combat, mounted combat, beastlore, track-
ing (by scent), snares, hunting, stalking.
EQUIPMENT/POSSESSIONS: Vest, loincloth and boots of tun-
dra beast hide, luck talisman (worn on thong around neck), back-
pack, pouches, wrist bracers, short bow with quiver of twenty ar-
rows, long sword, knife, rope, Greymane steed, nighthawk or other
animal (see COMMENTS).

WEALTH: d20 x 10 gold lumens in skins, hides and mixed coins
COMMENTS: Jaka are suspicious by nature, a trait that is per-
haps attributable to their uncannily acute senses. They have a su-
perstitious dread of magic, and wear talismans to protect them-
selves from "the evil eye” (these devices bestow a bonus of +1 on
all resistance rolls vs Spells of Black Magic, but work only for their
Jaka makers). Jaka often keep one or more wild beasts as com-
panions, utilizing the beast lore skills of their ancestors to call,
communicate with, and befriend these creatures.

JAKA MANHUNTER

SIZE: 5'8"-6', 120-180 Ibs.

PHYSICAL CHARACTERISTICS: Black fur, silver-grey mane,
features a cross between wolf and panther.

ATTRIBUTES: STR+1, PER +5, DEX +3, SPD +3

HIT POINTS: 12
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SPECIAL ABILITIES: Land on feet (falls up to thirty fest), natural
"stealth” ability, night vision, sixth sense.

SKILLS: Primary combat, ambush, camoflage, tracking (by
scent), snares, hunting, stalking.

EQUIPMENT/POSSESSIONS: Vest, loincloth and boots of tun-
dra beast hide, luck talisman (worn on thong around neck), back-
pack, pouches, wrist bracers, short bow with quiver of twenty ar-
rows, long sword, knife, rope, Greymane steed.

WEALTH: d20 x 10 gold lumens.

COMMENTS: Jaka manhunters are bounty hunters of exception-
al skill. They usually work alone or in pairs, tracking down and
capturing escaped felons and other undesirables for pay, Some
few are known to work as professional assassins (see JAKA
BEASTMASTER).

JHANGARAN MARSH-HUNTER

SIZE: 57"-6'7", 100-200 lbs.

PHYSICAL CHARACTERISTICS: Marbled brown and sepia
skin, elliptical cranium, angular build, hairless

ATTRIBUTES: PER +2, DEX +2, CON +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, tracking, stalking, hunting, snares,
herb lore, camouflage.

EQUIPMENT/POSSESSIONS: Green cloth arm and leg wrap-
pings, loincloth, shoulder pouch, dagger, two javelins, spool of
cord for snares, twa large sacks (for scintilla), marsh strider steed
or small river skiff, flask of liquor.

WEALTH: d20 x 5 gold lumens in mixed coins and/or scintilla
COMMENTS: Jhangaran Marsh-Hunters make a living by captur-
ing wild beasts (such as marsh striders) and hunting for caches of
scintilla (water raknid's eggs). Like all Jhangarans, they are ignor-
ant and superstitious, and have a weakness for alcohol, which
renders them mad and unpredictable.

JHANGARAN MERCENARY

SIZE: 5'7"-6'7", 100-200 Ibs.

PHYSICAL CHARACTERISTICS: As per Marsh-Hunter
ATTRIBUTES: STR +1, DEX +1, CON +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, mounted combat (marsh strider),
tracking, stalking, camouflage, hids, traps, snares, interrcgate.
EQUIPMENT/POSSESSIONS: Yellow cloth arm and leg wrap-
pings, loincloth, backpack, cloak of yellow linen, choice of two
weapons, marsh strider steed, flask of liquor.

WEALTH: d10 x 5 gold lumens in mixed coin.

COMMENTS: Jhangaran Mercenaries are notable for their lack
of discretion concerning the type of work they will take on. When
gainful employment is scarce, many work as brigands, scouts or
bounty hunters (see JHANGARAN MARSH-HUNTER).

JHANGARAN MUD-MINER

SIZE: 5'7"-6'7", 100-200 lbs.

PHYSICAL CHARACTERISTICS: As per Marsh-Hunter.
ATTRIBUTES: STR +1, DEX +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, engineer or laborer (mud-mining),



merchant/trader.

EQUIPMENT/POSSESSIONS: Grey cloth arm and leg wrap-
pings, loincloth, shoulder pouch, dagger, choice of second weap-
on, dredging net, flask of liquor.

WEALTH: d20 x 5 gold lumens in amber, gold, and small sap-
phires.

COMMENTS: Jhangaran Mud-Miners make their living by dredg-
ing the swamps of Jhangara for amber, gold and sapphires. They
despise the Jhangaran Marsh Hunters, and vice versa (see JHAN-
GARAN MARSH-HUNTER).

JHANGARAN OUTCAST

SIZE: 5'7"-6'7", 100-200 lbs.

PHYSICAL CHARACTERISTICS: As per Marsh-Hunter, possi-
ble signs of disease/disability.

ATTRIBUTES: CHA -20 (with regard to non-outcast Jhanga-
rans).

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: As per former status (see COMMENTS)
EQUIPMENT/POSSESSIONS: Red cloth arm and leg wrap-
pings, sack, shoulder pouch, loincloth.

WEALTH: d20 x 10 gold lumens in mixed coins and other offer-
ings.

COMMENTS: Jhangaran Outcasts are greatly feared by their
people, who believe that they bear with them the stigma of doom.
A Jhangaran who is so much as touched by one of "the cursed
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ones” is immediately branded an Outcast. The Jhangarans will not
dare to harm an Qutcast, believing that such an action will bring
down unlimited grief upon themselves and their families.

KANG TRACKER

SIZE: 6'-6'8", 120-220 Ibs.

PHYSICAL CHARACTERISTICS: Crimson skin,
tures, white eyes, long black hair (worn in queue).
ATTRIBUTES: PER +2, STR +2, CON +3

HIT POINTS: 15

SPECIAL ABILITIES: None

SKILLS: Secondary combat, mounted combat, tracking, beast
trainer, stalking.

EQUIPMENT/POSSESSIONS: Strider hide armor, gauntlets
and high boots, cloak, light crossbow with quiver and twelve quar-
rels, dagger, pouch, tarkus tracking beast with black iron chain and
muzzle, feedbag.

WEALTH: d20 x 10 gold lumens (the Kang are well-paid mercen-
aries of the Quan).

COMMENTS: Kang trackers are renowned less for their skill
{their hunting beasts do most of the tracking) than for their tenacity
and merciless efficiency. They are employed as scouts, border
troops, and to hunt down criminals, dissidents and escaped
slaves. The majority of Kang found in the Western Lands are de-
serters or rebels who have fled the Quan Empire, though some
may be loyalists sent to track down fugitives who have escaped
from the Empire.

hard fea-




KANG WARRIOR

SIZE: 6'-6'8", 120-220 Ibs.

PHYSICAL CHARACTERISTICS: Crimson skin, hard features,
white eyes, long black hair (worn in queue).

ATTRIBUTES: STR +3, DEX +2, CON +2

HIT POINTS: 15

SPECIAL ABILITIES: None

SKILLS: Primary combat, mounted combat, weaponless combat,
command ability.

EQUIPMENT/POSSESSIONS: Black iron plate mail, gauntlets
and helm, cloak, twin dragen-pommael long daggers, broadsword,
choice of third weapon, Greymane steed.

WEALTH: d20 x 10 gold lumens (the Kang are well-paid mercen-
aries of the Quan).

COMMENTS: The Kang are a warlike people, born to combat.
Individuals with +4 or better Strength and +1 or better Intelligence
qualify as elite dragon troops (double WEALTH for elite troops).

KASMIR MONEYLENDER

SIZE: 4'6"-5', 70-110 Ibs.

PHYSICAL CHARACTERISTICS: Mahogany brown skin,
chriveled features, hunched posture

ATTRIBUTES: INT +2, WILL +2, DEX +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, merchant/trader (selling services as
money lender), administrator, artificer (locks and trap mecha-
nisms), lock picking, traps.

EQUIPMENT/POSSESSIONS: Hooded robe, cloak, curl-toed
boots, coin purses (concealed), heavy brass keyring (affixed to
belt via chain), Kasmir spring-knife (with pouch of six blades), Kas-
mir blade-staff, locksmith's tools.

WEALTH: d20 x 200 gold lumens (hidden in vaults).
COMMENTS: The Kasmir are highly suspicious, and live in win-
dowless towers. Fearing theft, they carry hidden weapons and
place all their valuables under lock and key. Their money lenders
are shrewd, and will eagerly finance ventures which afford a
chance for profit, provided adequate guarantees of payment are
made in advance. The Kasmir are skilled at fashioning the most
elaborate multiple locks and trap mechanisms, which they use to
safekeep their treasure hordes or export to other lands; coinciden-
tally, Kasmir who moonlight as thieves are not unknown.

KASMIR WIZARD

SIZE: 4'6"-5', 70-110 Ibs.
PHYSICAL CHARACTERISTICS:
shriveled features, hunched posture.
ATTRIBUTES: INT +3, WILL +1, DEX +3

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, administrator, artificer (locks and trap
mechanisms), lock-picking, traps, engineer, combat training.
EQUIFMENT/POSSESSIONS: Hooded robe, cloak, curl-toed
boots, coin purses (concealed), heavy brass keyring (affixed to
belt via chain), Kasmir spring-knife (with pouch of six blades) or
Kasmir blade-staff, locksmith's tools, locking iron-boundf spellbook
(see COMMENTS).

WEALTH: d20 x 100 gold lumens (locked away in various strong-
boxes, vaults, etc.).

Mahogany brown skin,
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COMMENTS: Kasmir Wizards are renowned as the most skilled
trapsmiths on the continent. All know at least two of Shaladin’s fa-
mous spells ( described in THE TALISLANTA SORCERER'S
GUIDE). Like all Kasmir, they are highly suspicious, shrewd and
miserly (see KASMIR MONEY-LENDER).

KHARAKHAN GIANT

SIZE: 10-15', 1000-1200+ lbs.

PHYSICAL CHARACTERISTICS: Massive physique, dusky
grey -black skin, savage countenance.

EXCEPTIONAL ATTRIBUTES: INT -4, WILL +6, PER +3, STR
+8, DEX -6, CON +9, SPD -6

HIT POINTS: 18

SPECIAL ABILITIES: Skin as per leather armor, fist: d8 + STR,
use of giant-sized weapons (double normal damage), able to de-
tect the scent of men (range: about 50 ft.).

SKILLS: Primary combat, mounted combat (ogriphant, behe-
moth, or Kharakhan War Wagon); plus armorer, weaponer, or arti-
ficer.

EQUIPMENT/POSSESSIONS: Leather harness, pack, 1-4
pouches, loincloth, black iron shield, choice of two (giant-sized)
weapons, ogriphant steed (high level characters may own a behe-
moth steed).

WEALTH: Neglible (1-10 gold lumens).

COMMENTS: The Kharakhan are a race of giants whose ances-
tors are believed to hail back to the Forgotten Age. Though relia-
ble information is not available, the Kharakhan are thought to have
reverted to a primitive and savage existence following The Great
Disaster, during which their territories were reduced to a vast
wasteland. The race is now all but extinct, there being perhaps
only a few hundred Kharakhan still remaining on the continent.
Kharakhan speak an ancient and obscure dialect of common Talis-
lan. Their great size beings is both an advantage and a disadvan-
tage (a fact which Kharakhan player characters would do well to
keep in mind).

MANDALAN MYSTIC WARRIOR

SIZE: 5'8"-6'2"

PHYSICAL CHARACTERISTICS: Golden skin, almond-
shaped eyes, placid features, shaven head (males) or long golden
top-knot (females).

ATTRIBUTES: INT +2, PER +2, CHA +1, DEX +2, SPD+2

HIT POINTS: 10

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, Secondary Combat (Mandaquan,
capture/restrain weapons only), stealth, acrobatics, traps, lock-
picking, snares, evasion, elude,

EQUIPMENT/POSSESSIONS: Robe of Mandalan silkcloth,
sandals, Mystic Warrior costume concealed in pouch or pocket,
any two capture weapons, lock picks, 25' of strong silkcord
WEALTH: None (Mandalans are slaves of the Quan).
COMMENTS: Mystic Warriors most often lead double lives, serv-
ing the Quan by day and engaging in covert activities by night.
Those who operate in this fashion must keep their true identity a
sacret. Occasionally, a small group of Mystic Warriors will retreat
1o the hills or countryside, establishing small pockets of resistance
within the Empire see MANDALAN SAVANT).



MANDALAN SAVANT

SIZE: 5'6"-6', 90-170 Ibs.

PHYSICAL CHARACTERISTICS: Golden skin, almond-
shaped eyes, placid features, shaven head.

ATTRIBUTES: INT +2, PER +3

HIT POINTS: 10

SPECIAL ABILITIES: None

SKILLS: Secondary magic and inscribe spells (or secondary com-
bat; see COMMENTS), horticulture, herb lore, plus any three
scholarly pursuits and/or trades and crafts.
EQUIPMENT/POSSESSIONS: Silk cloth robe, sandals, 2-8
scrolls (spells or other writings), shoulder pouch.

WEALTH: None (Mandalans are slaves of the Quan)
COMMENTS: Mandalans are passive and peaceful by nature,
traits which allowed their race to be easily subjugated by the Quan.
Those who study magic do so only for the love of knowledge;
those with secondary combat skills are practitioners of Manda-
quan, a defense-oriented style of martial arts. There is more to the
Mandalans, however, than meets the eye (see MANDALAN MYS-
TIC WARRIOR,.

MANGAR CORSAIR

SIZE: 5'8"-6'4", 130-230+ Ibs.

PHYSICAL CHARACTERISTICS: Dark brown skin, shaven
head, narrow eyes, sea dragon tattooes on chest, arms, and/or
back.

ATTRIBUTES: PER +1, STR +2, DEX +1, CON +2, CHA -2

HIT POINTS: 14

SPECIAL ABILITIES: None

SKILLS: Secondary combat, navigator/pilot (carrack), appraise
treasure, waylay, gambling (ska-wae), interrogate, torture
EQUIPMENT/POSSESSIONS: High boots, blousy pantaloons,
brass armbands, ear-ring, curved daggers and ska-wae dice (with
hide pouch), cutlass or scimitar.

WEALTH: d10 x 10 gold lumens in mixed coins, gemstones and
plunder.

COMMENTS: The Mangar are vicious cut-throats, prone to vio-
lence and murder. They are enamored of ska-wae, a dangerous
game played with curved daggers and dice. Mangar have a great
hatred for their rivals, the Sea Rogues of Gae-Din.

MANRA SHAPE-CHANGER

SIZE: 5-6', 90-170 |bs.

PHYSICAL CHARACTERISTICS: Golden skin, almond-
shaped ayes, brown hair, slender build.

ATTRIBUTES: PER +2, DEX +2, CON +6

HIT POINTS: 12

SPECIAL ABILITIES: Shape-change (see Chapter Three: Skills:
SPECIAL ABILITIES).

SKILLS: Secondary combat, tracking, stalking; plus snares and
scout or herb lore and healer

EQUIPMENT/POSSESSIONS: Abbreviated garments of
coarse cloth, pouch, t'sai and stone club.

WEALTH: d8 x 10 gold lumens in rare herbs, semi-precious
stones and/or bits of gold.

COMMENTS: The Manra are a peaceful people who prefer to
avoid contact with civilization. They mark the Kang, and especially
the Chana Witchmen, as enemies, and actively defend their lands
against invasion by these warlike races. Conversely, they
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regard the Nagra with considerably less ill will, primarily due to
their mutual hatred of the Chana. With their shape-changing abili-
ties, the Manra are well-adapted to survival in their hostile environ-
ment .

MARUK DUNG MERCHANT

SIZE: 5'4"-6'2", 80-200 Ibs.

PHYSICAL CHARACTERISTICS: Pale complexion, sunken
eyes, limp brown hair

ATTRIBUTES: CHA -2 (see COMMENTS)

HIT POINTS: 10

SPECIAL ABILITIES: None

SKILLS: Secondary combat, merchant/trader; caravan driver, ad-
ministrator or laborer

EQUIPMENT/POSSESSIONS: Sackcloth garments, cord for
belt, pouch, staff or cudgel, land lizard-drawn dung wagon
WEALTH: d6 x 5 copper pieces

COMMENTS: The Maruk suffer from an ancient curse, which has
brought ill fortune down upon their heads. They are widely regard-
ed by other folk as harbingers of sorrow and gleom. In order to eat,
Maruk will accept almost any type of employment cffered to them,
no matter how lowly or demeaning the job may seem to be. For
this reason, they are often taken advantage of by other, more fortu-
nate peoples, such as the Hadjin.

MIRIN ALCHEMIST

SIZE: 5'8"-6'6", 110-210 lbs.

PHYSICAL CHARACTERISTICS: Blue skin, fine white hair
ATTRIBUTES: INT +3, CON +2

HIT POINTS: 12

SPECIAL ABILITIES: Immunity to cold, melding (see CO-
MENTS)

SKILLS: Alchemical training, all "concoct” skills, combat training,
artificer, weaponer / armorer or healer
EQUIPMENT/POSSESSIONS: Garments, robe and head
dress of frostwere's hide, alchemical apparatus, 1-4 potions and 1-
4 powders in amber crystal vials, choice of one weapon

WEALTH: d20 x 100 gold lumens in L'Haan adamants {Mirin coin,
worth twenty gold lumens apiece)

COMMENTS: To the Mirin, the practice of Alchemy is considered
to be a "joining of the mind and spirit with the forces of nature”. Mi-
rin Alchemists are normally employed by the Royal Government of
L'Haan, which treats them with great respect and honor. Like all
Mirin, they are most comfortable in frigid climes. Mirin can survive
in temperate ragions, but tend to lose their blue coloration, and
their immuntity to cold, after a few weeks of exposure to warmer
weather. Both effects are reversible. It is the custom amongst the
Mirin to undertake a ritual "bonding of spirits™ with a chosen mate
or close friend. The procedure, known as "melding”, creates a type
of innate psychic link between the two individuals. While melded
individuals cannot actually communicate via this ability, each will
instinctivaly know if the other is in danger, or in great distress.



MIRIN TUNDRA SCOUT

SIZE: 5'8"-6'6", 110-210 Ibs.

PHYSICAL CHARACTERISTICS: Blue skin, fine white hair.
ATTRIBUTES: STR +1, DEX +2, CON +2

HIT POINTS: 14

SPECIAL ABILITIES: Immunity to cold, melding.

SKILLS: Primary combat, tracking, scout, mountain climbing.
EQUIPMENT/POSSESSIONS: Partial plate and chain mail,
helm and shield of adamant, +1 adamant sword, choice of two ad-
ditional weapons, shoulder and belt pouch, cape of frostwere's
hide, Snowmane steed.

WEALTH: d10 x 20 geld lumens in L'Haan adamants (Mirin coin,
worth twenty gold lumens apiece).

COMMENTS: Mirin Scouts form the basis of L'Haan's army,
which is reckoned among the best-trained and equipped forces on
the continent. Units of ten to twenty Tundra Scouts guard the most
remote border regions, keeping watch over the movements of the
Ice Giants of Narandu and the Harakin tribes of Harak (see MIRIN
ALCHEMIST).

MIRIN WHITE WITCH/WARLOCK

SIZE: 5'8"-6'6", 110-210 Ibs.

PHYSICAL CHARACTERISTICS: Blue skin, fine white hair.
ATTRIBUTES: INT +3, CHA +2, CON -1

HIT POINTS: 12

SPECIAL ABILITIES: Immunity to cold, melding.

SKILLS: Primary magic, concoct potions, magical operations, cult
rituals, enchant items, inscribe spells.
EQUIPMENT/POSSESSIONS: Cloak and garments of frost-
were's hide, adamant-bound spell book, adamant wand with blue
diamond headpiece.

WEALTH: None (priests and priestesses of Borean do not accept
gold for their services).

COMMENTS: Mirin White Witches and Warlocks serve as priests
and priestesses of Borean, God of the North Wind (see MIRIN AL-
CHEMIST).

MOGROTH AMBER TRADER

SIZE: 7'6"-8'2", 450-650 Ibs.

PHYSICAL CHARACTERISTICS: Body covered with thick,
buff-colored fur, sloth-like features.

ATTRIBUTES: INT -3, STR +6, DEX +2, CON +86, SPD -4

HIT POINTS: 20

SPECIAL ABILITIES: Hide protects against biting insects/
parasites, expert tree-climbers.

SKILLS: Secondary combat, merchant/trader, herb lore.
EQUIPMENT/POSSESSIONS: Loincloth, pouch (mung berries
and leaves), shoulder pouch (1-4 pounds of amber fragments, club
or cudgel, dredging net.

WEALTH: d20 x 20 gold lumens in amber and quaga (violet
pearls).

COMMENTS: Mogroth Amber Traders rarely venture beyond the
borders of Taz, Vardune, or Jhangara. Somewhat slow and dull-
witted, they are sometimes taken advantage of by crafty entre-
preneurs from Faradun and Kasmir. Placid by nature, Mogroth
generally abhor violence, but can become extremely dangerous if
driven to anger.
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MONAD SERVITOR

SIZE: 7-7 ' 67, 500-700+ |bs.

PHYSICAL CHARACTERISTICS: Striated black and white
skin, tiny cranium, immense torso and limbs.

ATTRIBUTES: WILL -6, STR +8, DEX -6, CON +9, SPD -3.

HIT POINTS: 22

SPECIAL ABILITIES: None

SKILLS: None (see COMMENTS)
EQUIPMENT/POSSESSIONS: Negligible (loincloth and san-
dals).

WEALTH: Minimal (1-10 gold lumens, unless a slave; see COM-
MENTS).

COMMENTS: Monads are a race of sorcerous hybrids created in
ancient times by the magicians of Phandril. Bred strictly for size
and strength, these huge creatures possess no skills per se. They
follow instructions well, however, and are tireless and loyal work-
ers. Monads are monosexual beings, who reproduce by a process
similar to cell division. Despite appearances, the race does not
lack for intelligence. They are mute, but communicate both in
common sign language and a complex variation of sign which they
devised. Most Monads were sold into slavery following The Great
Disaster. Those who were not work primarily as unskilled laborers;
monads are gentle by nature, and prefer to abstain from violent
professions. If forced to defend itself, a Monad will generally seek
to use its great bulk to knock down and/or restrain an attacker,

MONDRE KHAN WARRIOR

SIZE: 6-6' 6™, 160-250+ |bs.

PHYSICAL CHARACTERISTICS: Mane of coarse black hair,
bestial features, shaggy forearms/forelegs, claws, leathery brown
skin.

ATTRIBUTES: INT -1, CHA -2, STR +3, DEX +3, CON +2

HIT POINTS: 14

SPECIAL ABILITIES: Claws can be used as weapons (d4 dam-
age) and fo climb sheer rock surfaces, walled fortifications, etc.
SKILLS: Secondary combat, assassinate, waylay, scout, stalking,
ambush, evasion, camouflage; weaponless combat and sabotage.

EQUIPMENT/POSSESSIONS: Combination leather-partial
plate armor (protection: 3 points); rasp, caltrops, and 2-8 blade
stars ; hide loinclout, pouch, rope and small grapnel, tinder box.
WEALTH: d10 x 2 gold lumens in semi-precious stones, gold dust
or ivory.

COMMENTS: The Mondre Khan are a savage race of half-men
wha live in the wooded hills and mountains of eastern Quan. They
are the avowed enemies of the Quan Empire, whose forces the
Mondre Khan have successfully resisted for centuries. The Kang
consider them to be akin to animals, and in fact, the Mondre Khan
often exhibit the ferocity and cunning of wild beasts. They are in-
telligent enough to make metal weapons and armor, however, and
are experts in the art of covert warfare. Like all half-men, the Mon-
dre Khan are held in low regard by many Talislantan peoples.
Some Talislantan scholars theorize that the species is gradually
devolving back to its animalistic origins with each passing genera-
tion.



MUD PEOPLE (Moorg-Wan) SHAMAN

SIZE: 6'-6'4", 300-460+ Ibs.

PHYSICAL CHARACTERISTICS: Loose-fitting brown skin,
four legs, heavy tail, toad-like features, webbed hands and feet.
ATTRIBUTES: STR +4, DEX -4, SPD +2 (in water or mud; -2 on
dry land).

HIT POINTS: 18

SPECIAL ABILITIES: Amphibious; claws and tail are 8-point
weapons (can use tail simultaneouly vs opponents attacking from
behind), skin equal to leather armor; -5 to trip, knock off balance,
force back, etc.

SKILLS: Secondary combat, magical training, cult rituals.
EQUIPMENT/POSSESSIONS: Thorn dagger, sack with cord
(slung over back).

WEALTH: d20 x 10 gold lumens in amber and quaga (violet
pearls).

COMMENTS: Mud People Shamans know nothing of spell cast-
ing. Their limited powers are derived from their reverence of
Moorg, the Mud God. Like all Moorg- Wan (literally, "spawn of
Moorg"), they are belligerant and agressive by nature. The Mud
People are the traditional enemies of the Ahazu, and despise the
Imrians, who sometimes raid Moorg-Wan settlements for slaves.

MUD PEOPLE (Moorg-Wan) SWAMP-WARRIOR
SIZE: 6'-6'4", 300-460+ lbs.

PHYSICAL CHARACTERISTICS: Loose-fitting brown skin,
four legs, heavy tail, toad-like features, webbed hands and feet
ATTRIBUTES: INT -2, STR +4, DEX -3, SPD +2 (in water or
mud; 2 on dry land).

HIT POINTS: 18

SPECIAL ABILITIES: Amphibious; claws and tail are 8-point
weapons (can use tail simultaneouly vs opponents attacking from
behind), skin equal to leather armor; -5 to trip, knock off balance,
force back, etc.

SKILLS: Primary combat, weaponless combat, engineer (mud-
mining only), weaponer or healer.

EQUIPMENT/POSSESSIONS: Thorn dagger, bwan, sack with
cord (slung over back)

WEALTH: d10 x 10 gold lumens in amber and quaga (violet
pearls).

COMMENTS: The Mud People are aggressive and warlike in na-
ture. The Ahazu are their sworn enemies, and conflicts between
the two races are common (see MUD PEOPLE SHAMAN).

MUSE ESTHESIAN

SIZE: 5'6"-6', 80-140 Ibs.

PHYSICAL CHARACTERISTICS: Skin/hair colored either pas-
tel turquoise, violet, rose, aquamarine; delicate features, butterfly-
like wings.

ATTRIBUTES: INT +3, WILL -4, PER +3, CHA +4, STR -3, DEX
+3, CON -4.

HIT POINTS: 10

SPECIAL ABILITIES: Natural Telempath, limited flight {two min-
utes per level, before needing to rest for twice as long).

SKILLS: Secondary magic (natural talent), art, musicianship, arti-
ficer, herb lore.

EQUIPMENT/POSSESSIONS: Gossamer robe, one or more
musical instruments, loom (for weaving gossamer), pouch (pig-
ments, blossoms, nectar, etc.).
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WEALTH: None (Muses care nothing for riches)

COMMENTS: Muses are nymph-like creatures, slender and frail
in appearence, with colorful butterfly wings. Thay can use their
wings to remain airborne for only two minutes per level of ability,
then must rest for at least twice as long before again taking to the
air. Muses love music and art, but are averse to toil; hence, they
create only as the mood suits them. Their wares are treasured
throughout the Seven Kingdoms and beyond. Muses are able to
use their empathic abilities to influence other sentient creatures,
which they do by projecting emotions and mental images (roll vs
Will Rating to resist). This talent is used to good effect in the pro-
tection of their sylvan settlements.

NAGRA SHAMAN

SIZE: 5'2°-6', 80-160 Ibs.

PHYSICAL CHARACTERISTICS: Mottled grey-green skin, eb-
ony eyes, peaked skull, black fangs.

ATTRIBUTES: INT +1, PER +3, DEX +1, CON +2

HIT POINTS: 14

SPECIAL ABILITIES: Spirit tracking.

SKILLS: Secondary Magic, combat training, tracking, hunting,
stalking, inscribe spells, primitive magical talents, concoct poisons,
herb lore, healer.

EQUIPMENT/POSSESSIONS: Loincloth and cape of winged
ape's hide, pouches (shoulder and belt), scroll of spells (exo-
morph's hide), 1-4 vials (magical pigments, mixtures, etc.), ankle
and wrist bands of woven fibers, spirit jar , exomorph or tarkus-
fang earrings, blowgun with pouch of twenty poison darts, bone
long knife.

WEALTH: d20 x 6 gold lumens in semi-precious stones.
COMMENTS: Nagra Shamans are the spiritual advisors of their
race. All know the Spell of Summoning, which they use to com-
mune with spiritforms and pseudo-demons of various sorts. Like all
Nagra, they shun mounts and conveyances, and are tireless run-
ners (see NAGRA SPIRIT TRACKER,).

NAGRA SPIRIT TRACKER

SIZE: 5'2"-6", 80-160 |bs,

PHYSICAL CHARACTERISTICS: Mottled grey-green skin, eb-
ony eyes, peaked skull, black fangs

ATTRIBUTES: PER +4, STR +2 , DEX +2, CON +5

HIT POINTS: 14

SPECIAL ABILITIES: Spirit tracking (see SKILLS: SPECIAL
ABILITIES).

SKILLS: Secondary combat, tracking, hunting, stalking, snares,
camouflage, mountain climbing, concoct poisens, plus scout or
healer/herb lore.

EQUIPMENT/POSSESSIONS: Loincloth and cape of winged
ape's hide, pouch, exomorph or tarkus-fang ear-rings, ankle and
wrist bands of woven plant fibers, blowgun with packet of twenty
poison darts, bone long knife.

WEALTH: d10 x 6 gold lumens in semi-precious stones.
COMMENTS: The Nagra shun beasts and conveyance, prefer-
ring instead to travel on foot. They are practically tireless runners
who can cover distances of up to thirty miles a day with ease.
Though fierce and aggressive by nature, they are valued as scouts
and guides. Few appreciate their taste for serpents, which the Na-
gra eat uncooked and alive. The Nagra bear an undying hatred of
the Witchmen and Witchwomen of Chana.



NA-KU CANNIBAL

SIZE: 6'-6'2", 160-200 Ibs.

PHYSICAL CHARACTERISTICS: Oily indigo blue skin, yellow
eyes, skull-like visage, serpentine tail, hunched torso.
ATTRIBUTES: INT -2, WILL -2, DEX +2

HIT POINTS: 10

SPECIAL ABILITIES: Tail may be used to grasp.

SKILLS: Secondary combat, hunting, stalking, tracking, camou-
flage.

EQUIPMENT/POSSESSIONS: Loincloth of animal hide or skin,
bow with quiver of twelve venomwood arrows, bone dagger or
spear, pouch.

WEALTH: None

COMMENTS: The Na-Ku are evil creatures who prey on other
humanoids, whom they capture and eat alive. Superstitious and
ignorant by nature, they are in awe of magic, and serve their witch-
doctors without question. Not surprisingly, they are shunned by
most intelligent creatures.

NA-KU WITCHDOCTOR

SIZE: 6'-6'2", 160-180 lbs.

PHYSICAL CHARACTERISTICS: Qily indigo blue skin, yellow
eyes, skull-like visage, serpentine tail, hunched torso.
ATTRIBUTES: INT +1, WILL +1, PER +2

HIT POINTS: 10

SPECIAL ABILITIES: Tail may be used to grasp.

SKILLS: Secondary magic, primitive magical talents, combat
training.

EQUIPMENT/POSSESSIONS: Loincloth of humanoid skin,
necklace of bones, ritual bone flute and drum, scroll of spells
(made of skin), bone dagger or bow with quiver of ten venomwood
arrows,

WEALTH: d20 x 20 gold lumens in uncut black diamonds.
COMMENTS: Na-Ku Witchdoctars revere Aberon, Lord of De-
monkind. They serve the Na-Ku's king, a horrible and obese crea-
ture rumored to be half-demon (see NA-KU CANNIBAL).

OCEANIAN SEA NOMAD

SIZE: 5'-6', 100-200 Ibs.

PHYSICAL CHARACTERISTICS: Olive green skin, sea green
hair.

ATTRIBUTES: WILL +2, STR +1, DEX +2, CON +3

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Primary combat, navigator/pilot (Zaratan), hunting
(aquatic), plus one additional trade/craft,
EQUIPMENT/POSSESSIONS: Vest of irridescent scales, loin-
cloth of rainbow kra's hide, necklace of colored shells, lacquered
tortaise shell shield, blowfish helm, pouch, bone dagger, flange-
bow with quiver and two dozen quill bolts, barbed spear or kra-
bone sword, Zaratan steed.

WEALTH: d10 x 10 gold lumens in radiants {Oceanian currency;
Sea Demon's scales).

COMMENTS: The Oceanians are the inhabitants of the Floating
City of Oceanus, which rides the waters of the Azure Ocean. They
are a superastitious folk, who dare not so much as set foot upon
solid land, fearing that to do so will activate an ancient curse
placed upon their people by a terrible hag named Jezem. Conse-
quently, the Sea Nomads have adapted well to their watery
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environs, and are excellent swimmers, divers and seamen. Some
few of the Oceanian tribes continue to ply the open seas, operating
as nomadic hunters and gatherers and trading with the folk of the
Floating City.

ORGOVIAN TRADER

SIZE: 5'4"-6', 90-160 Ibs.

PHYSICAL CHARACTERISTICS: Dusky-orange skin, narrow
protruding chin, squinty eyes, lean build.

ATTRIBUTES: INT +2, PER +2, DEX +3, CON +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, mounted combat, barter.
EQUIPMENT/POSSESSIONS: Loper steed, leather vest/boots,
loincloth, brown felt headdress, 10-20 iron armbands; prod-hook
and star-thrower, with a dozen"shooting stars”, pouches/bundles/
sacks.

WEALTH: d10 x 50 gold lumens in barter goods (ivory, bolts of
cloth, metal tools/weapons, pottery, salt/spices, efc.).
COMMENTS: The Orgovians are a nomadic people who fled
from their homeland (in the area of what is now the Kharakhan
Wastes) in order to avoid being decimated by The Great Disaster.
They now roam the Wilderlands of Zaran and surrounding regions,
making their living as traders. Orgovians will not accept coin for
their wares, but deal exclusively in barter; an old habit, adopted by
their ancestors following the devaluation of the Orgovian yatma (a
lead coin deemed worthless after the dissolution of the old King-
dom of Orgovia; hence the origin of the popular phrase, "not worth
a lead yatma®). The Orgovians have few reservations about who
they deal with, provided they are offered fair value for their wares.
They despise bandits and cheats, and routinely kill such individu-
als in order to trade their scalps and possessions for useful gocds.

PARTHENIAN SEA TRADER

SIZE: 6'8"-7", 180-220 Ibs.

PHYSICAL CHARACTERISTICS: Glossy bronze skin (features
appear as if cast in bronze), angular frame, lacquered hair (gold or
copper-colored).

ATTRIBUTES: INT +2, PER +1, CON +2

HIT POINTS: 14

SPECIAL ABILITIES: Eyes function equally well in daylight or
darkness.

SKILLS: Secondary combat, merchant/trader, appraise slaves,
appraise treasure, navigator/pilot (Parthenian trireme).
EQUIPMENT/POSSESSIONS: Shimmering yellow cloak, vest
of boiled sea dragon's hide, lacquered iron arm and wrist braces,
scimitar, sea chest, trident.

WEALTH: d20 x 100 gold lumens (in five-pound ingots stored in
sea chest, or in coins of various denominations).

COMMENTS: The Parthenians are a race of xenophobes, who
prefer to avoid contact with other peoples. They may sometimes
be encountered on the high seas, sailing in great triremes with
prows fashioned in the likeness of a giant idol. Parthenians speak
a language which some scholars believe is an ancient form of Ta-
lislan. Though they seldom exhibit overtly hostile behavior, the
Parthenians are not known for personal warmth. Their history,
customs, and beliefs are largely unknown to other Talislantans.



PHANTASIAN ASTROMANCER

SIZE: 6'8"-7'2", 120-180 Ibs.

PHYSICAL CHARACTERISTICS: Pale skin, amber colored
hair, narrow build.

ATTRIBUTES: INT +3, PER +4

HIT POINTS: 12

SPECIAL ABILITIES: Detect magic by sight (range: 5 ft.; re-
quires full concentration).

SKILLS: Primary Magic, alchemical training, artificer or enginesr
(windships, levitationals), inscribe spells, magical operations
(Phantasian distillate, magical pigments), Astrology, navigater/
pilot (windship).

EQUIPMENT/POSSESSIONS: Long robe, conical cap (deco-
rated with star-signs), necklace of colored crystals, spell book, sky
chart (scroll, with ivery case), pouch (magical pigments, ink sticks,
etc.)

WEALTH: d20 x 10 gold lumens in mixed coins

COMMENTS: The Phantasians are race of intelligent beings
who hail from Cabal Magicus, the home of their ancent ancestors,
which floats high above the Isle of Phantas. Phantasian Astro-
mancers serve as advisors and administrators, assigning Phanta-
sian Dream Merchants to various locales, checking up on windship
maintenance, inventories, gross receipts, etc. They use their ex-
pertise in Astrology to determine the most favorable flight sched-
ules and routes for the Phantasians' ancient fleet of windships (see
PHANTASIAN DREAM MERCHANT).

PHANTASIAN DREAM MERCHANT

SIZE: 6'8™-7'2", 120-180 lbs.

PHYSICAL CHARACTERISTICS: Pale skin, amber-colored
hair, narrow build.

ATTRIBUTES: INT +2, WILL -1, PER +4

HIT POINTS: 12

SPECIAL ABILITIES: Detect magic by sight (range: 5 ft.; re-
quires full concentration).

SKILLS: Secondary magic, concoct powders, concoct slixirs,
concoct potions, create dream essence, navigator/pilot (windship),
alchemical training, inscribe spells.
EQUIPMENT/POSSESSIONS: Long robe, conical cap, neck-
lace of colored crystals, spell book, sky chart (scroll, with ivory
case), 2-8 amber crystal vials of dream essence (various types).
WEALTH: d10 x 2 gold lumens in mixed coins.

COMMENTS: Once among the most skilled practitioners of mag-
ic, the Phantasians have forgotten much of the fabled knowledge
possessed by their ancient ancestors. They earn a poor living by
selling dream essence, a costly product deemed too extravagant
by most Talislantans. Some Phantasians still own windships,
though most of these are old and in need of repair.

PHANTASIAN GUARDIAN

SIZE: 6 '8"-7", 160-200 Ibs.

PHYSICAL CHARACTERISTICS: Pale skin, amber-colored
hair, narrow build.

ATTRIBUTES: INT +1, PER +2, STR +1, DEX +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, secondary magic, inscribe spells,
navigator/pilot (windship or windrigger).

37

EQUIPMENT/POSSESSIONS: Ceremonial armor (light scale
mail and partial plate), ceremonial longsword, cloak, pack, scroll of
spells (in metal tube).

WEALTH: d10 x 6 gold lumens (half this, if a mercenary)
COMMENTS: The Phantasian Guardians are members of an
elite military order which has protected the floating fortress of Ca-
bal Magicus for untold generations. Most continue to serve in this
capacity, though the decline in Phantas® fortunes has compelled
some to leave the island in search of work as mercenaries. The
Wizard King of Cymril maintains a contingent of Phantasian Guar-
dians for his personal windship, as do certain private concerns in
both Cymril and the Independent City State of Hadj (see PHANTA-
SIAN DREAM MERCHANT).

PHARESIAN PEDDLER

SIZE: 6-6'4", 120-160 Ibs.

PHYSICAL CHARACTERISTICS: Skin and hair dyed with
bright iridescent colors, slender build.

ATTRIBUTES: INT +2, PER 42, DEX +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, merchant/trader, appraise treasure,
concoct glixirs, enchant items, concoct medicinal mixtures, con-
coct powders.

EQUIPMENT/POSSESSIONS: Patchwork cloak and robes of
bright colors, wand or staff, satchel (filled with salves, medicants,
charms, curiosities, etc.).

WEALTH: d20 x 5 gold lumens in coins, medicants, mixtures,
eic.

COMMENTS: Pharesian Peddlers are eccentric individuals who
travel throughout the Seven Kingdoms and beyond, hawking vari-
ous medicinal mixtures, curios, and minor magical adjuncts. They
are a most persistent lot, and are regarded as public nuisances in
many places. Technically, all Pharesians are citizens of Cymril,
though few profess any allegiance to the Seven Kingdoms.

QUAN NOBLE

SIZE: 5'-6', 180-280+ lbs.

PHYSICAL CHARACTERISTICS: Pale skin, bloated and cor-
pulent physique, unhealthy appearance

ATTRIBUTES: STR -3, DEX -3, CON -3

HIT POINTS: 8

SPECIAL ABILITIES: None

SKILLS: Administrator.

EQUIPMENT/POSSESSIONS: Rich apparel (robes, slippers,
etc.), costly jewelry of all sorts, a palatial estate with 20-40+
slaves, male and/or female harem of 20+ consoris from various
lands, makeup case (males and females).

WEALTH: d20 x 5000 gold lumens in Quan emperors (worth 100
gold lumens apiece) and other valuables.

COMMENTS: Once a barbarian people, the Quan have grown
rich at the expense of the people subjected long ago by their an-
cestors. They wield supreme power and influence, and are attend-
ed by hosts of fawning servitors and slaves. Among these per-
varse and degenerate folk, obesity is considered a sign of
success, and ostentatious displays of wealth are much in vogue.



RAHASTRAN WIZARD

SIZE: 5'8™-6'4", 130-190 |bs.

PHYSICAL CHARACTERISTICS: Dark complexion, black hair,
bright blue eyes, angular frame.

ATTRIBUTES: INT +3, WILL -2, PER +4

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Primary magic, magical operations, concoct powders,
concoct elixirs, enchant items, combat training, herb lore, inscribe
spells.

EQUIPMENT/POSSESSIONS: Long coat, breeches, cloak and
cap of blue fustian, belt and bandolier pouches, 2-8 amber crystal
vials (elixirs), zodar deck with ivory case (inlaid with serpentine),
amethyst pendant, traveler's satchel, Greymane steed.

WEALTH: d10 x 4 gold lumens, plus a like quantity of silver piec-
es.

COMMENTS: Rahastran Wizards are wanderers, who trust to the
luck of the zodar. To these individuals, life is an intricate game of
chance. Moody and introspective, the Rahastrans ascribe sentient
virtues to their cards, which they claim can be used to predict the
future. They tend to be loners, and earn a living by gambling.

RAJAN ASSASSIN (TORQUAR)

SIZE: 5'4"-6'4", 100-200 Ibs.

PHYSICAL CHARACTERISTICS: Dark brown skin, black hair,
blood-red eyes.

ATTRIBUTES: STR +1, DEX +2, SPD +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, assassinate, concoct poisons, hide,
tracking, tail, stalk, torture, interrogate.
EQUIPMENT/POSSESSIONS: Veiled headdress, cloak, loose-
fitting garments cinched at wrists and ankles with silken cords
(used for strangling), pouch (with 2-8 vials of poison and/or toxic
powders), da-khar, two daggers.

WEALTH: d20 x 10 gold lumens (Rajan Assassins are paid by the
Necromancers of the Black Mystic cult).

COMMENTS: The Rajans are a race of fanatic cultists who hail
from the Desert Kingdom of Rajanistan. Rajan Assassins are the
loyal servants of the Black Mystic cult, which exports terrorism and
subterfuge throughout the eastern lands. Certain of their number
serve as torturers, inquisitors or personal bodyguards of the Kha-
dun (ruler of Rajanistan) and his Necromancer priests.

RAJAN DESERT WARRIOR

SIZE: 5'4"-6'4", 100-200 |bs.

PHYSICAL CHARACTERISTICS: Dark brown skin, black hair,
blood-red eyes (sse COMMENTS)

ATTRIBUTES: INT -2, PER +2

HIT POINTS: 12

SPECIAL ABILITIES: None,

SKILLS: Secondary combat, mounted combat (aht-ra, land lizard,
or aqus), scout.

EQUIPMENT/POSSESSIONS: Cloak, veiled turban, partial
plate armor of black iron, shield, scimitar, dagger or horn short bow
with quiver of twenty arrows, pouch, and aht-ra, land lizard or
Greymane steed.

WEALTH: d10 x 5 silver pieces.
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COMMENTS: Tribes related to the Rajans include the Aramut
and Zagir (both similar to the Rajans in appearence, though some-
what shorter in stature), the Shadinn (g.v.} and the Virds (g.v.). All
are fanatics, who obey orders without question (see RAJAN AS-
SASSIN).

RAJAN NECROMANCER

SIZE: 5'47-6'4", 100-200 Ibs.

PHYSICAL CHARACTERISTICS: Dark brown skin, black hair,
blood-red eyes.

ATTRIBUTES: INT +2, WILL +3, STR -1, CON -2

HIT POINTS: 10

SPECIAL ABILITIES: Ability to manifest a third eye (at level 12)
capable of seeing invisible/astral presences (range: 100 ft.).
SKILLS: Primary magic, cult rituals, concoct paisons, concoct
elixirs, enchant items, metaphysical doctrines (spirit realm), primi-
tive magical talents (masks only), inscribe spells.
EQUIPMENT/POSSESSIONS: Grey cloak, robes, head dress,
gloves; black iron death mask, ornate belt, staff with death's head,
spellbook bound in kaliya hide, 2-8 amberglass vials in pockets of
cloak (toxic powders, elixirs, etc.)

WEALTH: d20 x 200 gold lumens in coins, gems and cther valua-
bles.

COMMENTS: Rajan Necromancers serve as cult priests and
priestesses of the grim entity known as death. Like all Rajans,
they are fanatically loyal to the Khadun, spiritual leader of the
Black Mystic cult (see RAJAN ASSASSIN).

RAJAN WIZARD (TORQUAR)

SIZE: 5'67-6'"6", 130-230+ lbs.

PHYSICAL CHARACTERISTICS: Dark brown skin, black hair,
blood-red eyes, horns protruding from chin and forehead
ATTRIBUTES: INT +1, WILL +1, DEX +3, SPD +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, Secondary Combat, inscribe spells,
concoct poisons, concoct powders, enchant items, torture, interro-
gate, administrator.

EQUIPMENT/POSSESSIONS: Cloak, headdress, garments,
gloves and mask of black strider’s or kaliya's hide; iron-bound spell
book, da-khar, two daggers, pouch (with 2-8 vials of poiscen, pow-
ders, etc.), various devices used for torture.

WEALTH: d20 x 25 gold lumens (Torquar Wizards are paid by
the Black Mystic Cult).

COMMENTS: Torquar Wizards serve as underlings of the Rajan
Necromancers, and as administrators of the Black Mystic Cult's
hosts of Torquar Assassins. They are experts in the arts of torture
and interrogation, and are sadistic even by Rajan standards. Like
all Rajans, they are fanatic members of the Black Mystic Cuilt.

RAKNID WARRIOR

SIZE: 6'-6'8", 200-300 Ibs.

PHYSICAL CHARACTERISTICS: Body encased in chitenous
exoskeleton, segmented tail, insectoid features (water raknids
have gills and webbed claws).

ATTRIBUTES: INT (see COMMENTS), STR +4, DEX +2, CON
+6.

HIT POINTS: 14

SPECIAL ABILITIES: Leap (up to twenty feet), sting causes par-



alysis (duration: ten minutes), water raknids are amphibious, claws
are 6-point weapons, exoskeleton as per chain mail, immune to
magical influence or control.

SKILLS: Primary combat (natural ability).
EQUIPMENT/POSSESSIONS: None

WEALTH: None

COMMENTS: Raknids share an evil hive-mentality, and are sub-
ject to the telepathic commands of their hive's queen. Instinctively,
they Kill to help preserve and propagate their insidious species.

RASMIRIN WITCH/WARLOCK

SIZE: 5'8"-6'6", 110-210 Ibs.

PHYSICAL CHARACTERISTICS: Blue skin, fine white hair,
features decorated with Rasmirin cult markings.

ATTRIBUTES: INT +2, STR +1, DEX +1, CON +1

HIT POINTS: 12

SPECIAL ABILITIES: Immunity to cold.

SKILLS: Secondary magic, secondary combat, cult rituals, in-
scribe spells.

EQUIPMENT/POSSESSIONS: Cloak of frostwere's hide, com-
bination hide and partial chainmail armor (protection: 2 points),
hide boots, mail gauntlets, iron-shod staff (damage: d10), dagger,
pouch, scroll of spells.

WEALTH: 10 x 50 gold lumens in small blue diamonds, ivory,
and/or hides.

COMMENTS: The Rasmirin are practitioners of black witchcraft,
consigned to dwell upon the Outcast Isles by their enemies, the Mi-
rin of L'Haan. They are anarchists, who revere the quasi-elemental
entity called Aberon, ruler of Talislantan demons. All Rasmirin are
disciples of this strange cult, and receive training both in the black
arts and in combat techniques. The appearance of Rasmirin on
the Talislantan continent is considered something of a rarity, but is
not unknown; agents of the Rasmirin have, in the past, sought to
obtain aid from such diverse sources as the Farad, the Quan, and
even the Rajans.

ROGUE MAGICIAN

SIZE: Varies according to parentage (see COMMENTS)
PHYSICAL CHARACTERISTICS: Varies according to parent-
age.

ATTRIBUTES: Varies; average is INT +1, PER +2, DEX +2,
CHA -2

HIT POINTS: Average is 12

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, Secondary Combat, inscribe spells,
any three thieving talents. Languages vary according to back-
ground (see COMMENTS).

EQUIPMENT/POSSESSIONS: Costume (style is as per coun-
try of origin), choice of two weapons, pouch, shoulder bag, steed
{common; type determined by country of origin or background),
spell book.

WEALTH: d10 x 10 gold lumens in coins.

COMMENTS: Rogue Magicians are spell casters who have
turned to a life of crime, become adventurers, or dropped out of so-
ciety. Most are of mixed-blood (choose any two: Rahastran, Zan-
dir, Sarista, Farad, Djaffir, Cymrilian, Kasmir, Mandalan, Batrean
Concubine, Sawila, Phantasian, Gao-Dinian, Danuvian).
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SARISTA ROGUE

SIZE: 5'-6', 80-180 Ibs.

PHYSICAL CHARACTERISTICS: Olive complexion, green
eyes, black hair, males wear neatly trimmed mustaches and
beards.

ATTRIBUTES: CHA +2, DEX +4

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, magical training, legerdemain, any
two additional performing talents, any five thieving talents (except
ASSASSINATE).

EQUIPMENT/POSSESSIONS: Colorful cloak, sash, beret,
flamboyant garments, high boots of soft animal hide, pouch
(thieves' tools), dueling sword, dagger, Greymane mount.
WEALTH: d10 x 5 gold lumens, plus half this figure in silver and
copper pieces.

COMMENTS: The Sarista are a gypsy people, highly animated
and emotional in nature. Educated from childhood in the traditions
of their ancestors, Sarista are expert thieves, performers and con-
artists. Accordingly, they are regarded with some suspicion by
other folk, and seldom stay in cne place for long.

SATADA WARRIOR

SIZE: 7-7 1/2, 300+ lbs.

PHYSICAL CHARACTERISTICS: scaly hide, forked tongue,
long (7°) tail.

EXCEPTIONAL ATTRIBUTES: INT +1, PER +2, STR +4, DEX
+2, SPD 42

HIT POINTS: 16

SPECIAL ABILITIES: Hide is as per leather armor, Bite: d4,
claws: dd, tail: d6 (may use tail to simultaneously defend from rear
assault), cold does double damage.

SKILLS: Primary combat, mountain climbing, plus weaponer or
artificer.

EQUIPMENT/POSSESSIONS: Loincloth, pack, capture-bow,
dagger, choice of additional weapon.

WEALTH: 4 x d6 gold lumens in mixed coins, semi-precious
stones, efc.

COMMENTS: Satada are a race of reptilian predators found in
hot and arid regions from Kasmir and Sindar of the Seven King-
doms to the Red Desert and the Greylands of Quan; it is widely be-
lisved that Satada traverse the length and breadth of the continent
by means of a network of subterranean tunnels, known as the Un-
derground Highway. They are intelligent, and converse in an an-
cient variation of the Sauran tongue. Satada recognize no other
creatures as kin, and bear an ancient hatred for all other intelligent
lifeforms. They feed on warm and cold-blooded creatures of most
sorts, including men. Satada are known for their use of the cap-
ture-bow, a heavy (30+ Ibs.) and unwieldy weapon resembling an
oversized crossbow. The weapon fires a barbed, iron-tipped bolt
similar to a harpoen: a rotating spindle wound with a hundred feet
of stout whipcord allows the wielder to "reel-in" the unfortunate vic-
tim. Satada use the capture-bow to good effect against avians,
and to unhorse riders.



SAURAN DRAGON PRIESTESS

SIZE: 6'4"-7", 300-400 |bs.

PHYSICAL CHARACTERISTICS: Scaly rust-brown hide, reptil-
ian features, fangs and claws, heavy tail.

ATTRIBUTES: STR +3, DEX -2, CON +4, SPD -1

HIT POINTS: 16

SPECIAL ABILITIES: Hide equal to leather armor, immunity to
poisonffire, convaerse with all reptile species, can use tail to strike
opponents if attacked from behind or in front (damage: d8).
SKILLS: Secondary combat, healer, artificer (dragon icons).
EQUIPMENT/POSSESSIONS: Ritual vestments (made from
strips of dragon hide, bone, and red iron, all stamped with the
Dragon Cult icon), necklace and armbands of hammered red iron
discs, ceremonial dagger, pouch (slung over shoulder on cord),
dragon icon (red iron alloy, affixed to an iron staff), crude metal-
working tools.

WEALTH: d20 x 10 gold lumens in small, uncut firegems.
COMMENTS: Sauran Dragon Cultists revere Satha, the giant
dragon-goddess whom the Saurans believe is the mother of their
race. Priestesses of the Cult possess no true magical abilities, but
have some talent for healing and for the making of cult icons.

SAURAN DRAGON RIDER

SIZE: 6'6"-7", 350-450 Ibs.

PHYSICAL CHARACTERISTICS: Scaly rust-brown hide, reptil-
ian features, fangs and claws, heavy tail.

ATTRIBUTES: INT -2, STR +5, DEX -2, CON +4, SPD -2

HIT POINTS: 16

SPECIAL ABILITIES: Hide equal to leather armor, immunity to
poisonfire, converse with all reptile species, can use tail to strike
opponents if attacked from behind or in front (damage: d8).
SKILLS: Primary combat, mounted combat ({land dragon and land
lizard/mangonel lizard); plus armorer, weaponer, engineer (siege/
fortifications or city/settlement) or artificer.
EQUIPMENT/POSSESSIONS: Animal hide loinclout, necklace
and/or armbands of hammered red iron discs, Sauran war axe,
war whip, dagger, pouch (slung over shoulder on cord), dragon
icon (red iron alloy, worn on cord around neck).

WEALTH: d20 x 10 gold lumens in small, uncut firegems.
COMMENTS: The Saurans are aggressive and warlike, though
not all are the enamies of men. Cold makes them sluggish (-2
Combat Rating), but they are unaffected by heat, lending credence
to the theory that Saurans are descended from the race of drag-
ons. About ten percent of the Sauran population possesses the
ability to change the color of their hide, like chameleons.

SAURUD WARRIOR

SIZE: 7'6"-8', 500-700 |bs.

PHYSICAL CHARACTERISTICS: As per Sauran, but more
massive and brutish.

ATTRIBUTES: INT -6, STR +7, DEX -4, CON +5, SPD -4

HIT POINTS: 20

SPECIAL ABILITIES: Hide equal to chain mail, immunity to poi-
son/fire, converse with all reptile species, can use tail to strike op-
ponents if attacked from behind or in front {damage: d10).
SKILLS: Primary combat.

EQUIPMENT/POSSESSIONS: Loincloth, red iron or copper al-
loy armbands, giant stone war club.
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WEALTH: d10 x 4 gold lumens in mixed coins and/or small, uncut
firegems.

COMMENTS: Sauruds are huge, brutish and lacking in intelli-
gence. Cold renders them immobile (resist vs Constitution Rat-
ing), though they are unaffected by heat and flame. Sauruds are
quite rare, the species possibly being on the verge of extinction. Of
those who survive, many dwell among the Sauran clans. A small
number may be found in the Wilderlands and other regions, where
they are in great demand as bodyguards and sentinels.

SAWILA WHITE WITCH/WARLOCK

SIZE: 5'47-6', 80-140 Ibs.

PHYSICAL CHARACTERISTICS: Albino, slightly built, plumes
decorating head and neck.

ATTRIBUTES: INT +3, PER +2, CHA +8, CON -2

HIT POINTS: 12

SPECIAL ABILITIES: Spell-weaving.

SKILLS: Secondary magic, cult rituals (faith healing and banish
only; see COMMENTS), primitive magical talents (fetishes only),
song, dance, seduce,

EQUIPMENT/POSSESSIONS: Costume of colorful feathers,
combs made of irridescent sea dragon's scales, fans made of
feathers.

WEALTH: d6 x 3 gold lumens in pearls.

COMMENTS: The Sawila are inhabitants of the island of Fahn,
which is located in the Far Seas. They have a cult revolving
around the worship of Arial, Goddess of the South Wind. Sawila
are able to weave magics through subtle means (such as their tra-
ditional songs and dances) but are most effective when working in
concert with others of their race. They tend to be unagressive, but
will use their spall-weaving abilities in defense of their settlements.
The Sawila have long been victimized by the Imrians and Mangar,
who covet the exotic-looking Sawila females as slaves and con-
sorts, respectively. If taken from their ancestral homeland, Sawila
become even more passive, and will almost never attempt to es-
cape their captors.

SHADINN EXECUTIONER

SIZE: 6'8™-7'4", 300-450+ Ibs.

PHYSICAL CHARACTERISTICS: Dark brown skin, horns,
black hair, blood-red eyes, clawed hands and feet.

ATTRIBUTES: STR +5, DEX -2, CON +2

HIT POINTS: 14

SPECIAL ABILITIES: None.

SKILLS: Primary combat, torture, interrogate.
EQUIPMENT/POSSESSIONS: Black headdress, loincloth, ex-
ecutioner's axe, black partial plate or scale mail (usually worn only
in battle), choice of two other weapans.

WEALTH: d10 x 10 gold lumens.

COMMENTS: Shadinn are veritable giants, massively built and
very powerful. Their executioners are trained as warriors, and also
sarve as elite guards (or land lizard cavalry) in the armies of the
Rajans. Shadinn despise the Yitek, their enemies from ancient
times. Some scholars have theorized that the Shadinn were creat-
ed by the ancient Quaranians, and are a sorcerous hybrid of man
and Kharakhan Giant.
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SINDARAN COLLECTOR

SIZE: 7-7'4", 180-220 |bs.

PHYSICAL CHARACTERISTICS: Rough sandy-hued skin,
narrow eyes, ridge of six horn-like protrusions running along crest
of skull, bony chin spur, emaciated appearance.

ATTRIBUTES: INT +8, WILL +4, STR -1

HIT POINTS: 10

SPECIAL ABILITIES: Dual-encephalon .

SKILLS: Alchemical training, any four scholarly pursuits (one
side of brain), secondary combat and any two trades or crafts (sec-
ond side of brain).

EQUIPMENT/POSSESSIONS: Silk loincloth (or kaftan, for fe-
males), arm and leg bracers, cape, bandolier pouches (with 2-12
amber glass vials of toxic powder), silver blowtube, silver ear-rings
and necklace, trivarian (see COMMENTS), collection(scrolls, curi-
os, antiques, or some other category of collectibles), alchemical
apparatus, flask of skoryx (Sindaran liquor).

WEALTH: d20 x 100 gold lumens in mixed coins and collectibles.

COMMENTS: The Sindarans, with their two-sided brains, are a
race possessed of extraordinary intellectual capabilities. They are
ambidextrous, can concentrate on two different subjects simulta-
neocusly, and can avert the need for sleep by resting one side of the
brain at a time. Despite their exceptional intelligence, Sindarans
are inexplicably unable to master the art of magic. The more obsti-
nate sorts occasionally try anyway, often with disasterous results;
such individuals are called "Sindra”, a respectiul

erm meaning "demented one”. Similarly, severe mental disorders
can also occur if a Sindaran suffers damage to the ridge of bony
protrusions, which runs along the crest of the skull. Compulsive

and eccentric behavior is especially common among Sindarans,
particularly as regards their obsession with collecting things (such
as antique artifacts, books, scrolls, curios, etc.). They are likewise
fascinated with the study of Alchemy, and are practically adicted to
trivarian, a complex game which is largely incomprehensible to
non-Sindarans.

STRYX NECROMANCER

SIZE: 5'10"-6'2", 140-180 Ibs., wingspan 20"

PHYSICAL CHARACTERISTICS: Grey and black feathers,
leathery wings, horns, vulture-like features, clawed appendages.
ATTRIBUTES: INT +2, PER +3, STR -1, SPD +5 (airborne; -1 on
the ground).

HIT POINTS: 10

SPECIAL ABILITIES: Flight, superior night vision, detect carrion
by scent (range: 5 miles).

SKILLS: Secondary magic, concoct poisons, cult rituals, primitive
magical talents, combat training, inscribe spells.
EQUIPMENT/POSSESSIONS: Animal hide leincloth, black iron
bracers, scroll of spells (animal hide with bone case), bone or iron
dagger.

WEALTH: d20 x 10 gold lumens in mixed coins, gemstones and
miscellaneous baubles.

COMMENTS: Stryx are a race of avian humanoids resembilin-
ghorned, vulture-like demons. They revere Taryx, the "scavenger
of souls”, a creature purported to be a minion of the entity known
as Death. Stryx Necromancers call themselves the servants of
Taryx, and perform grisly sacrificial rituals in honor of their morbid
patron. The Taryx cult has adherents throughout Urag.
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STRYX WARRIOR

SIZE: 5'107-6'2", 140-180 Ibs., wingspan: 20+ ft.

PHYSICAL CHARACTERISTICS: Grey and black feathers,
leathery wings, vulture-like features, clawed appendages, horns.
ATTRIBUTES: PER +3, STR +1, DEX -2, SPD +6 (airborne; -1
on the ground).

HIT POINTS: 10

SPECIAL ABILITIES: Flight, superior night vision, detect carrion
by scent (range: 5 miles).

SKILLS: Primary combat, scout (airborne), hunting, interrogate,
torture, coerce.

EQUIPMENT/POSSESSIONS: Animal hide loincloth, black iron
bracers, necklace of uncut semi-precious stones, dagger, pole-
hook, pouch.

WEALTH: d10 x 5 gold lumens in mixed coins, small gemstones
COMMENTS: Stryx are vile entities who feed on carrion, and
creatures weaker than themselves. They are the erstwhile allies of
the Ur clans, who employ them as airborne troops and reconnais-
sance. Talislantan scholars have surmised that the race is a hy-
brid of morde, pseudo-demon, and man.

SUNRA AQUAMANCER

SIZE: 5'10"-6'4", 120-180 lbs.

PHYSICAL CHARACTERISTICS: Skin covered with fine sil-
very scales, smooth features, deep blue eyes.

ATTRIBUTES: INT +3, WILL +1, PER +2, SPD +4 (underwater;
otherwise average).

HIT POINTS: 10

SPECIAL ABILITIES: Semi-aquatic (can breathe underwater
for up to twenty-four hours).

SKILLS: Primary Magic, magical operations, concoct potions,
cartography, healer, navigator/pilot (navigation only, in most cas-
es).

EQUIPMENT/POSSESSIONS: Cloak and leincloth of Manda-
lan silkcloth, boots of rainbow kra's hide, silk headband, astrolabe,
quill pen and crystal vial of sepia ink.

WEALTH: None (the Sunra are slaves of the Quan Empire)
COMMENTS: The Sunra are an advanced, semi-aquatic race
conquered by the Quan. They live within the coral city of Isalis,
and serve the Quan as pilots, mariners and fishermen. The Sunra
are unsurpassed as navigators, and are among the few Talislan-
tans who do not fear to sail the open sea. Their Aquamancers are
commoenly found aboard the Sunra's magnificent Dragon Barques,
where they serve as navigators, healers, and readers of omens
and signs. Sunra can survive out of water for indefinate periods
without apparent discomfort.

SUNRA MARINER

SIZE: 5'10™-6'4", 120-180 Ibs.

PHYSICAL CHARACTERISTICS: Skin covered with fine sil-
very scales, smooth features, deep blue eyes.

ATTRIBUTES: INT +3, PER +2, CHA -2, SPD +4 (underwater;
otherwise average).

HIT POINTS: 10

SPECIAL ABILITIES: Semi-aquatic (can breathe underwater for
up to twenty-four hours).

SKILLS: Secondary combat, navigator/pilot (dragon barque), car-
tography.

EQUIPMENT/POSSESSIONS: Cloak and tunic of Mandalan
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silkcloth, boots of rainbow kra's hide, spear, dagger, astrolabe, sea
chart (scroll, with kra scrimshaw case), quill pen and crystal vial of
sapia ink.

WEALTH: None (Sunra are slaves of the Quan)

COMMENTS: The Sunra are the descendants of an ancient race
of seafarers, who once spanned the oceans, hunting for sea drag-
ons. They are arguably the most skillful sailors and navigators in
the known world (see SUNRA AQUAMANCERS ).

TANASIAN WIZARD

SIZE: 6'-6'4", 140-160 Ibs.

PHYSICAL CHARACTERISTICS: Light green hair and skin,
plain features, narrow build.

ATTRIBUTES: INT +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, Secondary Combat, arcane lore, in-
scribe spells, magical operations.
EQUIPMENT/POSSESSIONS: High collared cloak and robes
of green spinifax, leather-bound spell book, longsword, chainmail,
cloak and gauntlets.

WEALTH: d20 x 10 gold lumens in gold pentacles (Seven King-
doms currency).

COMMENTS: Tanasians are members of the former ruling class
of Cymril, and tend to be haughty and distant by nature. Most pre-
fer to dwell in secluded woodland regions, far from the influence of
the current rulers of Cymril. It is widely known that the Tanasians
favor a return to the old days, when they were the rulers of their
own nation.

THAECIAN ENCHANTER

SIZE: 6'-6'6", 100-160 Ibs,

PHYSICAL CHARACTERISTICS: Silvery skin, deep blue hair,
distinctive features, slender physique.

ATTRIBUTES: INT +3, CHA +3, PER +3

HIT POINTS: 10

SPECIAL ABILITIES: None

SKILLS: Secondary magic, magical operations, concoct pations,
artificer, brewer/vintner (Thaecian nectar), enchant items, inscribe
spells.

EQUIPMENT/POSSESSIONS: Diaphanous gossamer robes,
gossamer purse and shoulder pouch, silver bound spell book, 1-4
amber crystal vials (potions) and spheres (Thaecian orbs), flask of
Thaecian nectar.

WEALTH: d20 x 100 gold lumens in mixed coins andfor gem-
stones.

COMMENTS: Thaecians are devout pleasure-seekers who shun
hard work in favor of more pleasant pastimes. They are enamored
of magic, and are partial to Thaecian nectar, a drink noted for its
exotic flavor and exhilarating properties.

THIASIAN PERFORMER

SIZE: 5'-6', 80-170 Ibs.

PHYSICAL CHARACTERISTICS: Violet skin, black hair, lithe
and slender physique, attractive/handsome features.
ATTRIBUTES: STR +1, DEX +5, SPD +3

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Dance, acrobatics, plus any two additional performing



talents and any three thieving talents.
EQUIPMENT/POSSESSIONS: Costume of colored silkcloth,
plus any four of the following "props:" throwing knives, juggler's
pins, makeup kit, spare costume of choice, thespian’s mask, lock-
picks, pet quaal or feather dractyl.

WEALTH: d10 x 4 gold lumens (unless a slave; then, no money)
COMMENTS: Thiasians are perhaps the most colorful and extro-
verted of the Talislantan races, reveling in song, dance, and merry-
making. They are renowned as performers of exceptional skill,
and can be found across the continent. Most Thiasians are slaves
(taken from their home on Eros Isle) or the descendants of slaves.
They may sometimes be found in the company of Bodor musicians
and other entertainers, or in the homes of wealthy Talislantans,
who favor Thiasians as consorts.

THRALL WARRIOR

SIZE: 6'8", 300 Ibs. (male); 6'4", 200 Ibs. (female)

PHYSICAL CHARACTERISTICS: Hairless, devoid of pigment,
body covered with colorful tattoos, muscular build.

ATTRIBUTES: INT -3, WILL +2, STR +4, DEX +2, CON +4, SPD
+1.

HIT POINTS: 16

SPECIAL ABILITIES: Immunity to fear, inability to comprehend
magic.

SKILLS: Primary combat, mounted combat, weaponless combat.
EQUIPMENT/POSSESSIONS: Loincloth, sandals, dagger,
greatsword with shoulder sheath, garde (parrying armor), mango-
nel lizard or Greymane steed.

WEALTH: d20 x 5 gold lumens in mixed coins.

COMMENTS: The Thralls are a race created by sorcerous hy-
bridization. Bred for combat, they excel as warriors, but possess
little aptitude for any other profession. Except for differences in
sex, all Thralls look exactly alike. To compensate for this, Thralls
decorate their bodies from head to foot with elaborate and highly
individualistic tattoos. Most work as mercenary warriors.

UR CLAN SHAMAN

SIZE: 7'-8', 500-600+ lbs.

PHYSICAL CHARACTERISTICS: Yellow-grey hide, black
eyes/white pupils, bestial features, shaven head.

ATTRIBUTES: INT -1, WILL +4, STR +4, DEX -3, CON +5

HIT POINTS: 16

SPECIAL ABILITIES: Night vision, read emotions (range: 20 ft.).
SKILLS: Secondary combat, magic training, primitive magical tal-
ents (fetishes only), healer.

EQUIPMENT/POSSESSIONS: Yaksha hide cloak, loincloth
and boots, bone dagger, necklace of claws and fangs, shoulder
and belt pouch, three-eyed idol icon (stone).

WEALTH: d20 x 10 gold lumens in mixed coins and gemstones
COMMENTS: The Ur are a cruel and domineering race set on
conquest of the western lands. They are the masters of the Dark-
ling race, and allies of the Stryx. Ur possess the ability to read
strong emotions (hate, fear, love, etc.), which they use to their ad-
vantage whenever possible. Their Shamans are inept spell casters
whose limited powers may be derived through their reverence of
the mysterious stone idols found scattered across the land of

Urag.
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UR WARLORD

SIZE: 7'-8', 500-600+ Ibs.

PHYSICAL CHARACTERISTICS: Yellow-grey hide, black
syes/white pupils, bestial features, hair worn in double or triple top-
knots.

ATTRIBUTES: INT -2, STR +6, DEX -2, CON +6, SPD -2

HIT POINTS: 20

SPECIAL ABILITIES: Night vision, read emotions (range: 20 ft.;
see COMMENTS).

SKILLS: Primary combat, mounted combat (ogriphant), com-
mand ability or engineer (siege and fortifications).
EQUIPMENT/POSSESSIONS: Spiked black iron plate armor,
bracers and armbands; yaksha hide loincloth, cloak and boots,
necklaces of fangs and claws, yaksha-paw club, stone axe and/or
dagger, pouch,

WEALTH: dé x 100 gold lumens in mixed coins, gemstonas and/
or plunder from raids.

COMMENTS: The Ur Warlords are in charge of the armies of the
Urclans, which range far and wide across the blasted terrain of
Urag. They vary in rank from the lowliest of sub-commanders to
the three rulers of Urag, the rival Ur Kings (see UR SHAMAN )

VAJRA ENGINEER

SIZE: 4'8"-5'4", 140-200 Ibs.

PHYSICAL CHARACTERISTICS: Body covered with overlap-
ping, orange-brown plates, squat, heavy-limbed.

ATTRIBUTES: STR +3, CON +4, SPD -2

HIT POINTS: 16

SPECIAL ABILITIES: Plated skin is equal to chainmail armor,
burrow in ground (one foot per round).

SKILLS: Secondary combat, engineer (minesfortifications, siege
engines and one specialty of choice), geography.
EQUIPMENT/POSSESSIONS: Loincloth, wide belt (for tools),
iron spear, shoulder pack.

WEALTH: None (Vajra are slaves of the Quan).

COMMENTS: The Vajra are a humorless race of subterraneans
conquered long ago by the Quan. They are industrious creatures,
capable of burrowing through the ground like moles. The race of
Vajra have a well-deserved\ reputation as skilled stone-workers
and subterranean engineers. They hate the Quan, and serve them
only out of concern for the survival of their offspring.

VIRD INFANTRYMAN

SIZE: 5'-6', 90-160 Ibs.

PHYSICAL CHARACTERISTICS: Dusky-black skin (lined and
creased), sparse black hair, deep-set eyes (blood-red in color),
clawed hands and feet.

ATTRIBUTES: INT -2, PER +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat.
EQUIPMENT/POSSESSIONS: Cloak, veiled turban,
and shield of land lizard's hide, scimitar, dagger , pouch.
WEALTH: d4 x 5 silver pieces.

COMMENTS: The Virds are a mongrel race, descended from
survivors of the Great Disaster. They are employed as light infan-
try by the Rajans, who consider them expendable. Like all subjects
of the Rajans, they are fanatics, who obey orders without question.

armor



XAMBRIAN WIZARD HUNTER

SIZE: 5'6™-6'2", 100-180 lbs.

PHYSICAL CHARACTERISTICS: Deathly white skin, raven
hair, dark violet eyes, hard features.

ATTRIBUTES: INT +1, WILL +1, PER +2, CHA -4

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, secondary magic (see COM-
MENTS), tracking, stalking, stealth, interrogate, traps, snares, ail-
ing, hide, concoct powders.

EQUIPMENT/POSSESSIONS: Vest, tight breeches and boots
of black strider's hide, gauntlets of fine silver chain mesh, cloak,
Greymane (or ontra) steed, large shoulder pouch, twin daggers,
choice of second weapon, scroll of spells (animal hide) and bone
case.

WEALTH: d10 x 20 gold lumens

COMMENTS: Xambrians bear a vendetta against the descen-
dants of a race of ancient black magicians, who enslaved and
eventually exterminated most of their ancestors during the latter
part of the Forgotten Age. They employ magics primarily as coun-
terspells vs wizards, whom many Xambrians hunt for gold. Chaot-
ic and unpredictable, they are regarded with suspicion in many
lands.

XANADASIAN SAVANT

SIZE: 5'10"-6'2", 130-170 Ibs.

PHYSICAL CHARACTERISTICS: Golden skin, almond-
shaped eyes, white hair, slender build,

ATTRIBUTES: INT +2, WILL +4, PER +3

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary magic, inscribe spells, Talislantan history,
Talislantan culture, linguistics, plus any three scholarly pursuits
and/or trades and crafts.

EQUIPMENT/POSSESSIONS: Silver and black robes, cloak
and cap (decorated with arcane symbols), large leather-bound
tome, amberglass inkwell, quill pens, amberglassl scrying sphere,
scrolls (spells).

WEALTH: None (Xanadasian scholars value knowledge, not
gold).

COMMENTS: The Savants of Xanadas are recluses, who dwell
in the Temple of the Seven Moons high atop Mt. Mandu. There,
the Savants gaze into crystal spheres, recording events of note in
massive leather-bound tomes. Those who visit the temple seeking
knowledge and enlightenment are treated with hospitality; individu-
als who come seeking personal gain may find the Savants to be
less than personable hosts.

YASSAN TECHNOMANCER

SIZE: 5'-6', 120-220 Ibs.

PHYSICAL CHARACTERISTICS: Metallic grey skin, "flat" fea-
tures, squat physique, six-fingered hands.

ATTRIBUTES: INT +2, PER +2, DEX +10 (see COMMENTS)
HIT POINTS: 14

SPECIAL ABILITIES: Exceptional manual dexterity (physical
dexterity is only averaga).

SKILLS: Technomancy, engineer, artificer, artisan, combat train-
ing.

EQUIPMENT/POSSESSIONS: Hooded yellow tunic (with
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utility pouches) and breeches, heavy leather boots, gloves, pouch-
es; black iron strong box for technomancer’s tools and elemental
actuator

WEALTH: d20 x 100 gold lumens (most stored in Dracartan or
Kasmir vaults).

COMMENTS: The Yassan are a nomadic people displaced dur-
ing the aftermath of The Great Disaster. They are skilled in Tech-
nomancy, a branch of the occult sciences that is practically un-
known to Talislantans of the New Age. Yassan are able to repair,
assemble, disassemble, or modify just about anything that has
working pans, including the most complex windship levitationals
and essence accumulators. Their fees are high but their speed
and skill are unsurpassed. Yassan are in great demand in civilized
regions, where their clans (extended family businesses) are in-
volved in maintenance, engineering, and construction.

YITEK TOMB-ROBBER

SIZE: 5'6"-6'4"

PHYSICAL CHARACTERISTICS: Brown skin and hair, angular
features, lean build.

ATTRIBUTES: INT +2, CHA -4 (see COMMENTS), PER +3,
DEX +2

HIT POINTS: 12

SPECIAL ABILITIES: See well in darkness.

SKILLS: Secondary combat, mounted combat (aht-ra), lock pick-
ing, traps, stealth, antiquarian, merchant/Arader .
EQUIPMENT/POSSESSIONS: Veiled headdress, cape, loose-
fitting garments of woven gauze; pouch and shoulder sack,
thieves' tools, dagger, scimitar, batra or tatra steed.

WEALTH: d20 x 10 gold lumens in various coins and/or curios.
COMMENTS: The nature of the Yitek’s profession causes many
paople to avoid prolonged or unnecessary contact with these no-
madic folk. The Djaffir mark them as friends, for both share a com-
mon hatred for the Farad. The Djaffir also seem to have an appre-
ciation of the Yitek's morbid sense of humor, which others often
find somewhat distasteful,

YRMANIAN WILDMAN/WILDWOMAN

SIZE: 5'6"-6'2", 130-230 |bs.

PHYSICAL CHARACTERISTICS: Light brown skin, bestial fea-
tures, simian build, hair worn in numerous braids.

ATTRIBUTES: INT -6, WILL +6, PER -4, STR +2, CON +4

HIT POINTS: 14

SPECIAL ABILITIES: None

SKILLS: Secondary combat (due to mental instability), tracking,
hunting, mountain climbing, herb lore (as pentains to skullcap only;
sea COMMENTS).

EQUIPMENT/POSSESSIONS: Animal hide loincloth, arm and
leg wrappings, pouch (slung over shoulder on cord), r'ruh.
WEALTH: d10 x 10 gold lumens in semi-precious stones.
COMMENTS: The Yrmanians are a race of sub-men who may be
related to the Drukhs of Arim. They are primative, and possess no
knowledge of metalurgy. Most have been rendered unstable, if
not actually insane, from ritual use of the drug, skullcap (roll vs In-
telligence Rating anytime an Yrmanian or group of Yrmanians
must make a decision of any sort; failure indicates a totally irration-
al response, of the Gamemaster's choice). Yrmanian Shamans
may or may not possess any magical abilities (if so, add the Primi-
tive Magical Talents and Healer skill).



ZA BANDIT

SIZE: 5'6"-6', 90-190 Ibs.

PHYSICAL CHARACTERISTICS: Wrinkled yellow-green skin,
deep-set eyes, shaved skull, males wear mustache in long braids.
ATTRIBUTES: INT -1, WILL -1, STR +2, CON +4

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, mounted combat, tracking, stalking,
scout, camouflage, appaise treasure.
EQUIPMENT/POSSESSIONS: Loincloth, head bank, necklace
of hammered black iron discs, armbands, horn short bow with
quiver of twenty barbed arrows, Za broadsword dagger, Greymane
steed (mane and tail braided).

WEALTH: d10 x 5 gold lumens in mixed coins and plunder.
COMMENTS: Za are fierce and cruel, seldom taking prisoners in
their raids (except Za slavers; see below). It is their custom to
drink the blood of valorous opponents from skull cups in the belief
that this will bestow upon them an additional measure of courage
and strangth. Clans who have lost their leader sometimes hire out
as mercenaries, often in Faradun. A small number of the clans en-
gage in slave-trading, raiding small villages, outposts, and cara-
vans,

ZANDIR CHARLATAN

SIZE: 5'6"-6', 100-180 Ibs.

PHYSICAL CHARACTERISTICS: Topaz skin (enhanced with
colored pigments), black hair, green eyes.

ATTRIBUTES: INT +2, WILL -2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary magic, legerdemain, oratory, concoct elixirs,
concoct powders, magical operations, combat training, any two
thieving talents (except ASSASSINATE).
EQUIPMENT/POSSESSIONS: Cape of silken brocade, velvet
blouse and trousers, curl-toed boots, hair confined in silver bands,
leather-bound spell book, pouch (with 1-4 elixirs), choice of one
weaapon.

WEALTH: d20 x 5 gold lumens in Zandir crescents.
COMMENTS: Zandir Charlatans are regarded as seers of the
Paradoxist cult by their people, and so are much admired in Zan-
du. Elsewhere, they are considered to be on a par with mounte-
banks, frauds and other con-artists. Like all Zandir, they are amor-
ous and hot-blooded, and have a great dislike for the Orthodoxists
of Aaman, their traditional enemies.
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ZANDIR SWORDSMAGE

SIZE: 5'6"-6'2", 100-200 Ibs.

PHYSICAL CHARACTERISTICS: Topaz skin (enhanced with
colored pigments), black hair, steel-gray eyes.

ATTRIBUTES: INT +1, DEX +2, SPD +2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, Secondary Combat.
EQUIPMENT/POSSESSIONS: Velveteen cloak, leather shirt
and breeches, high-top boots, sash, gloves, dusling sword, dag-
ger.

WEALTH: d20 x 10 gold lumens.

COMMENTS: Zandir Swordsmages are members of a class of
professional duslists, known in Zandu as the Certaments. They
earn a living by dueling for wagers, or by hiring out as bodyguards
for wealthy Zandir nobles. The Sultan of Zandu has a personal ret-
inue of some forty expert Swordsmages at his beck and call.

ZANDIR SWORDSMAN/SWORDSWOMAN

SIZE: 5'%6"-6'2", 100-190 Ibs.

PHYSICAL CHARACTERISTICS: Topaz skin (enhanced with
colored pigments), black hair, green eyes

ATTRIBUTES: WILL -2, STR +1, DEX +2, SPD +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Primary combat, Zandir blademanship, mounted com-
bat.

EQUIPMENT/POSSESSIONS: Dueling sword, dagger, suit of
fine black iron chain mail, cloak, knee-high boots, wineskin, Grey-
mane steed.

WEALTH: d20 x 10 gold lumens (if in the service of the Sultan;
half this if mercenary)

COMMENTS: Zandir Swordsmen and Swordswomen are consid-
ered unmatched in the use of dueling sword. Like all Zandir, they
are amorous and prone to frivolous behavior, and so are not al-
ways well-regarded as mercenaries (see ZANDIR CHARLATAN).
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CHAPTER THREE: SKILLS

COMMON SKILLS
Additional language
Barter

Conveyance
Cooking

Haggling

Literacy

Riding

Signal

Swimming

COMBAT SKILLS
Primary combat
Secondary combat
Combat training
Archery

Anttillerist

Command

Kanquan
Mandaquan
Mounted combat
Tazian combat
Weaponless Combat

MAGICAL/ALCHEMICAL
SKILLS

Primary magic
Secondary magic

Magic training
Alchemical operations
Alchemical training
Concoct elixirs

Concoct poisons
Concoct potions
Construct automaton
Create dream essence
Create homonculous
Create simulacrum

Cult rituals

Enchant items

inscribe spells

Magical operations
Primitive magical talents
Sorcerous Hybridization
Technomancy
Thaumaturgic operations

LIST OF SKILLS

PERFORMING TALENTS
Acting
Acrobatics

Art

Dance
Knife-throwing
Legerdemain
Musicianship
Qratory

Sideshow Talents

Song

SCHOLARLY PURSUITS
Antiquarian lore
Arcane lore

Astrology

Cartography
Cryptography
Diplomacy

Geography
Horticulture

Linguistics
Metaphysical doctrines
Talislantan culture
Talislantan history

THIEVING TALENTS
Appraise slaves
Appraise treasure
Assassinate

Bribe

Coerce

Con

Counterfeiting
Espionage
Forgery
Gambling

Hide

Interrogate
Lip-reading
Lock picking
Pick pockets
Sabotage
Seduce
Stealth

Street Fighting
Streetwise
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Swipe
Tailing
Torture
Traps
Underworld

Waylay

TRADES AND CRAFTS
Administrator
Agriculturist
Armorer
Arificer

Artisan

Beast handler
Brewer/vintner
Caravan master
Engineer
Healer

Laborer

Litigant
Merchantftrader
Navigator/pilot
Weaponer

WILDERNESS SKILLS
Ambush

Beast lore
Camouflage

Herb lore
Hunting/Fishing
Identify flora and fauna
Mountain climbing
Scout

Snares

Stalking

Tracking

Wilderness survival

SPECIAL ABILITIES
Bodorian sound-sight
Commune with nature
Dual-encephalon
Influence plants

Natural Telempath
Shape-change

Sixth Sense
Spell-weaving
Spirit-tracking



Background

The following is a list of possible backgrounds for characters in
the TALISLANTA game. Players should review the list of
chaices and pick one which best suits the type of character that
they have chosen to play.

Under the description of each background is a list of the types of
Common Skills which characters of a particular back grocund may
have acquired during the early part of their (pre-game) careers,
Each player is allowed to pick up to three Comon Skills related to
his or her background.

CITY-DWELLER: Individuals of this background were raised in
a city or other relatively large and civilized settlement. They are
familiar with the ways of civilized peoples, including their cus-
toms, laws, and mores. Individuals who do not hail from this
background can easily become lost or disoriented in any large or
unfamiliar city. Conversely, city-dwellers are often woefully un-
suited to survival in uncivilized locales.

Choice of Additional Skills: Up to three of the following:
any Common Skill, Streetwise, Laborer, MerchantArader, Admin-
istrator.

VILLAGER: Individuals of this background will have been
raised in a small village or other relatively primitive settlement,
typically with a population of under 5,000 . They will have knowl-
edge of the customs of their native people, including familiarity
with local laws, traditions and the village's main source of liveli-
hood (agricultural, fishing, mining, warfare, etc.). Outsiders tend
to stand out in close-knit communities of this sort, where, for the
most part,everyone knows each other.

Choice of Additiona Skills: Up to three of the following:
any Common Skill, Agriculturist, Hunting/Fishing, Identify Flora/
Fauna, Healer.

NOMAD: Individuals of this background will have been raised
among a nomadic tribe or clan. They will have knowledge of their
people's customs, including familiarity with tribal laws and be-
liefs, the migratory habits of herd animals, and so forth. Nomads
tend to find cities too confining , and village life too sedentary, for
their tastes. City and village dwsllers often regard individuals of
this background as barbarians.

Choice of aditional Skills: Up to three of the following: any
Common Skill, Wilderness Survival, Identify Flora/ Fauna, Hunt-
ing/Fishing, Beast Handler.

QUTCAST: Individuals of this background have either fled or
been driven from their native land, or have chosen to live outside
of the law. As such, outcasts have no culture except as pertains
to those of their own kind, and are generally shunned by other
peoples

Choice of Additional Skills: Up to three Common Skills.
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Common Skills

Beginning characters may choose to be proficient in any three
common skills related to their background. Additional common
skills may be acquired later as extra-curricular skills.

Cost to Acquire: two experience points per skill,

A list of Common Skills follows:

ADDITIONAL LANGUAGE: Fluency in a language other than
one's native tongue. See CHAPTER SIX for a list of the languag-
es spoken in Talislanta.

BARTER: Ability to obtain a fair value in any exchange of goods
which does not involve the use of currency. Without this skill, in-
dividuals may expect to suffer a loss of 10-40 percent on any
barter transaction.

CONVEYANCE: Ability to operate a single type of simple land
or waterborne conveyance, such as a car, wagon, raft, canoe,
small skiff or punt, etc.

COOKING: The ability to prepare food in such a way as to en-
sure that it will be edible and reasonably good-tasting. Individu-
als without this skill will not be able to make such a claim.

HAGGLING: Ability to obtain fair value when purchasing or sell-
ing goods, typically from a merchant, shap owner, stc. Without
this skill, individuals may expect to suffer a loss of 10-40 percent
on any transaction involving currency.

LITERACY: Ability to read and write a language. Note that an
individual may be conversant in a given tongue but unable to read
or write the language, or vice versa

RIDING: Ability to control one type of steed under normal (non-
combat) conditions.

SIGNAL: Ability to communicate by means of smoke signals,

drums, reflective crystals, etc.

SWIMMING: Ability to keep afloat and maneuver unassisted in
the water.



Combat Skills

The following is a list of Combat Skills available to characters in
the TALISLANTA game.

Cost to acquire: 10 experience points, except as noted.

PRIMARY COMBAT: Full-time training in the art of weapon
and/or weaponless combat. Individuals with this skill receive one
attack per round (plus one attack per every five levels of ability
gained), may be proficient in three weapons, and may gain profi-
ciency in one new weapon per level. Combat Rating automatical-
ly improves by +1 per level.

Cost to Acquire: 50 experience points,

Note: Wild beasts and monsters possess natural abilities similar
in effect to the Primary Combat skill, though weapon use may or
may not be possible for such creatures. Those with two or more
types of natural weaponry (claw, bite, sting, horns, tail, etc.) re-
ceive a like number of attacks per round. Creatures in this cate-
gory do not gain additional attacks at high levels, however,

SECONDARY COMBAT: Part-time training in the art of weap-
on and/or weaponless combat. Individuals with this skill receive
one attack per round (plus one attack per every seven levels of
ability gained), may be proficient in two weapons, and may gain
proficiency in one new weapon per every two levels. Combat Rat-
ing improves by +1 per every two levels of ability gained.

Cost to Acquire: 25 experience points.

ARCHERY: Proficiency in the use of the short bow, Oceanian
flange-bow, crossbow, or any single type of hand-held, device-
propelled missile weapon. Individuals with this skill do not suffer
the standard -5 penalty when firing at targets which are beyond
the "effective range” for the weapon being employed (up to the
listed maximum range for that weapon).

Cost to Acquire: 10 experience points.

ARTILLERIST: Proficiency in the use of the catapult, ballista,
fire-thrower, siege-hurlant, or any single type of large, device-
propelled missile weapon. Benefits are as per the Archery skill

{(when firing upon stationary targets only; range penalties still ap-
ply vs moving targets).

Cost to Acquire: 10 experience points.

COMBAT TRAINING: Basic proficiency with one type of
weapon or one style of weaponless combat. This skill improves
an individual's Combat Rating by +1. Thereafter, Combat Rating
improves by +1 per every four levels of ability gained. If an indi-
vidual wishes to gain proficiency in an additional weapon or fight-
ing style, this skill must be taken again. Individuals with this skill
receive only one attack per round, regardless of level.

Cost to Acquire: 15 experience points.

COMMAND: Ability to organize, coordinate and direct groups of
trained combatants (up to ten per level of ability; this number in-
creases exponentially if the individual in command is able to give
orders directly to a group of subcommanders) or noncombatants
(2-5 per level of ability, at best). Individuals with this skill who are
employed in any branch of the military may qualify for promotion
in rank, as follows:
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Sergeant: level 3
Lieutenant: level 5

Captain: level 7
Commander: level 9+

Cost to Acquire: 20 experience points.

KANQUAN: Proficiency in the vicious Kang style of weapon-
less combat. Basic moves include hand thrust, kick, double
leaping-kick (employed vs two opponents at close range), head-
butt (employed vs a grappling opponent), throw, and various dis-
abling blows. Kanquan emphasizes offense and attack at the ex-
pense of defense.

MANDAQUAN: Proficiency in the Mandalan art of weaponless,
defensive combat. The basic principle of mandaquan is passive
resistance; avoiding harm by using intricate series of maneuvers
to dodge or elude attacks. Mandaquan can be used vs any type
of attack, including missile weapons, magical bolts, wild beasts,
etc. There is no way to use mandaquan for offensive purposes.

MOUNTED COMBAT: Ability to fight at normal proficiency
while mounted. Individuals without this skill incur the standard -5
non-proficiency penalty when attempting to fight from the back of
a steed of any sort.

Cost to Acquire: 10 experience points.

TAZIAN COMBAT: Proficiency in the Thrall art of hand-to-
hand combat, a complex mixture of fighting styles utilizing the
garde (parry/attack armor, extending from shoulder to wrist).
Basic moves include the garde-parry; the garde-thrust or shoul-
der-smash (both do d6 +STR damage; the latter attack is useful
for battering down doors as well as foes), grapple (used to re-
strain an opponent) and body slam (d6 +STR damage; used to
subdue). Individuals with a Strength Rating lower than +3 cannot
learn Tazian combat.

WEAPONLESS COMBAT: Proficiency in the basics of self-
defense, employing the Talislantan equivalent of either boxing or
wrestling. Boxers are able to use their fists to block blows or
punches, or as weapons (d4 + STR damage in the latter case; ei-
ther maneuver counts as one "attack™). Wrestlers may attempt
to take down, restrain, or apply a choke hold (or other hold in-
tended to cause pain or damage) to their opponent, avoid an at-
tempt to take down or grapple, or escape from an opponent's hold
{any maneuver counts as one "attack™).

Cost to Acquire: 5 experience points.

ZANDIR BLADESMANSHIP: Proficiency in the swashbuck-
ling style of swordsmanship first made popular by the ancient
Phaedrans, and later adopted by the Zandir; subsequently, the
style spread to the Sarista and, by diverse routes, the rogues of
Gao-Din. Zandir bladesmanship places a premium on flamboyant
attacks and flourishes, utilizing either a dueling sword or sabre,
The style confers a +1 advantage to Combat Rating when either
of these weapons is employed.



Magical/Alchemical Skills

The following is a list of Magical/Alchemical Skills available to
characters in the TALISLANTA game.

Cost to acquire: 10 experience points, except as noted.

PRIMARY MAGIC: Primary training in the magical arts. Indi-
viduals with this skill can cast spells from memory (two spells per
day at first level, plus one additional spell per every level of abili-
ty gained), read Archaen (Talislantan magical script; see Chapter
Six: Languages), and cast spells from written reference works.
Magic Rating automatically improves by +1 per level.

Cost to Acquire: 100 experience points.

SECONDARY MAGIC: Secondary training in the magical arts.
Individuals with this skill can cast spells from memory (two spells
per day at first level, plus one additional spell per every two lev-
els of ability gained), read Archaen (Talislantan magical script;
see Chapter Six: Languages), and cast spells from written refer-
ence works. Magic Rating automatically improves by +1 per eve-
ry two levels gained.

Cost to Acquire: 50 experience points.

MAGIC TRAINING: Tutelage in the magical arts. Individuals
with this skill can decipher magical scripts (roll vs Intelligence
Rating) and may attempt to cast spells from written works. This
skill improves an individual's Magic Rating by +1. Thereafter,
Magic Rating improves by +1 per every four levels gained.

Cost to Acquire: 25 experience points.

ALCHEMICAL TRAINING: Knowledge of alchemical lore and
practices. Individuals with this skill will know how to read alchem-
ical ciphers, prepare and preserve ingredients, identify mixtures
by test, and utilize alchemical apparatus.

Modifier: INT.

Cost to Acquire: 25 experience points.

ALCHEMICAL OPERATIONS: Ability to create various use-
ful mixtures and substances. Time required to complete each op-
eration is two weeks. Ingredients are as specified.

Modifier: INT.

Types include:

1) Adamant: Ten carats of powdered blue diamond and one
pound of silver. A forge and metal worker's tools are required to
undertake the operation, which yields a one-pound ingot of +1 ad-
amant. To create +2 adamant, twenty carats of powdered blue
diamond must be used instead of ten; +3 adamant requires thirty
carats, and +4 adamant requires forty carats, per pound of metal.
Due to cost considerations, adamant rated above +1 is exceed-
ingly rare, and almost unknown outside of L'Haan; only Mirin al-
chemists know the secret of forging adamant.

2) Amberglow: Seven ounces of powdered amber, fourteen
ounces of clear water, and one carat of powdered black diamond.
Amberglow is a magical liquid used in the making of non-metallic
enchanted items of all sorts, replacing magical quicksilver in all
such operations (as per the skill, Enchant ltems).

3) Alchahest: Five drams of vitriol and one dram of powdered
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contrary vine. Talislantan alchahest is a powerful acid, each
one-pint dose being sufficient to dissolve up to one cubic foot of
any non-magical substance. The substance is usually contained
in vials of dense amber crystal. A direct hit with a full dose of al-
chahest will do forty points of damage to any living creature.

4) Black Adamant: Ten carats of powdered black diamond
and one pound of silver. A forge and metal worker's tools are re-
quired to undertake the operation, which yields a one-pound ingot
of +1 black adamant. To create +2 black adamant, twenty carats
of powdered black diamond must be used instead of ten. +3
black adamant requires thirty carats, and +4 black adamant re-
quires forty carats per pound of metal. Black adamant is ex-
tremely costly to produce, and so is quite rare. Only the Black
Savants of Nefaratus know the secret of forging this magical
metal.

5) Homunculyte: One dram each of seven different powdered
herbs, seven different animal ingredients, seven carats each of
powdered diamond, jade and violet pearl (quaga), plus seven
ounces of quicksilver. Homonculyte is employed in the making of
homunculi, the types of ingredients chosen determining the ho-
munculous’ physical and mental attributes (see Magical Opera-
tions: Create Homunculus).

6) Quicksilver: Seven ounces of powdered silver, the juice of
seven full-grown contrary vine plants, and one carat of powdered
black diamond. Quicksilver is a magically animate liquid metal
used in the making of enchanted weapons and the delicate silver
matrices employed in the creation of simulacrums (see Enchant
ltems, Magical Operations).

7) Vitriol: Seven drams of powdered mung-berries, the juice of
seven full-grown yellow stickler plants, and a dram each of pow-
dered sulphur and red iron. Talislantan vitricl is a powerful adhe-
sive which can be used to bond organic or inorganic materials of
any sort (except quicksilver; vitriol can only be contained in vials
lined with this magically animate metal). Vitriol hardens in one
minute, creating an unbreakable bond. Only alchahest will serve
tfo dissolve this glassine substance. The operation yields ten
drams of vitriol, sufficient to cover up to two square feet of area.

CONCOCT ELIXIRS: Ability to concoct various useful fluid
mixtures. Time required to mix and prepare is one hour. Ingre-
dients per single, one-pint dose are as indicated.,

Modifier: INT.

Types include:

1) Aphrodesiac Elixir: Two drams each of powdered tantal-
us, winged ape's horn and rainbow lotus. Promotes feelings of
desire.

2) Depilatory Elixir; Twelve drams of powdered bald nettle.
Removes hair on contact. In wide use among the Orthodoxists of
Aaman.

3) Healing Elixir: Four drams each of powdered amber and
balmroot. Heals ten points of damage per dose.



4) Medicinal Purge: Four drams of powdered ogront dung and
three drams of powdered cleric's cowl. Rids the body of parasitic
organisms within an hour,

5) Polson Antidote: Seven drams of powdered cleric's cowl.
Reverses the effects of any poison or toxin (provided the anti-
dote is delivered in time).

6) Soporific Elixir: Seven drams of powdered morphius blos-
som. Causes the drinker to fall into a deep slumber lasting from
two to twelve hours. Unless an antidote is employed, it will not be
possible to awaken the sleeper while the soporific remains in ef-
fect.

CONCOCT MEDICINAL MIXTURES: The ability to concoct
tonics, serums, balms, ocintments, salves and various other med-
icants. Such mixtures are generally useful only as pertains to a
single, specified malady: fever, itch, nausea, insomnia, depres-
sion, minor wounds (maximum healing capability: d4 points),
burns, etc. Ingredients will vary according to locale, folk beliefs,
and custorts, Medicinal mixtures are effective only about 75 per-
cent of the time, this owing to the generally dubious talents of Ta-
lislantan healers; in fact, some may have no effect at all, or may
do more harm than good.

Modifier: INT.

CONCOCT POISONS: Ability to concoct various toxic pow-
ders and venoms. Powders may be contained in fragile capsules
and propelled by the use of a blowtube (area of effect: five foot
radius) or added to food or drink. Venoms are usually used to
coat blades or other sharp objects. Time r