Talislanta: Advantages & Disadvantages

Introduction

The advantages/disadvantages system is intended to replace the current rules for developing Tal characters in terms of giving them an ‘individual’ feel. As it stands at the moment, a player may alter the attributes of an archetype up to +/- 2 in order to deviate from the norm. I have found that this can be a little dissatisfying for the player, especially when most will go for the same bonuses/penalties, depending on what they choose.

Using this system, it’s possible to inject a little more individuality into an archetype. I am by no means suggesting that this be used as canon. Astute readers will notice that a lot of the ideas have been lifted from L5R anyway. Rather, it’s merely an alternative. Personally, I think there’s a strong argument for leaving things as they are. But hey, role-playing is about choices after all. Besides, if you want to stick with the +2/-2, it’s still possible under this system.

In terms of how it works, it’s pretty simple. In order to buy advantages, one must also take some disadvantages. No one starts with any of these abilities for free, unless it’s listed in an archetype of course. Thus, the number of points one accrues as disadvantages determines how many you get to spend upon improvements for your character.

In my game, I allow players to take up to 6 points of disadvantages. It should be noted that I tend to run a gritty, realistic game where bad things are really, well, bad. Other GMs may allow players to take more or less, depending on their point of view. Whatever view you hold. I hope this comes in useful.

James Cruickshank.

Physical Advantages

Ambidextrous (3 points) Your character may use both hands without penalty. Any character that does not invest in this advantage would normally be at a penalty of - 3.

Exceptional attribute (variable) You may increase a primary attribute above the normal starting level for your race. Increasing an attribute by +1 costs 2 development points up to a bonus of + 3. Increasing attributes above +3 is expensive and costs 3 development points per level.
Fast Healer (3 points) A character with this advantage recuperates much more quickly than others. The number of hitpoints recovered through natural healing is increased by two with this advantage. Also, the character gains + 1 to any rolls to stave of the cold hand of death when at negative hitpoints.
Good looking (2 points) People are attracted to you because of your looks and charm. Whenever the character makes a die roll involving persuasion where attractiveness is a factor, he/she gains + 1 on the action die roll. In the case where the character is conversing with a member of the opposite sex this bonus is increased to + 2
Large (2 points) You are big. You have a good five or six inches in height over the average members of your race, however this size increase isn’t just limited to height. You also weigh at least ten percent more than others of your kind, an increase in mass that you have learned to use to your advantage. In situations where size is a factor you receive a + 1 bonus to strength rolls. Examples include combat with heavy weapons, forcing a door, or rowing in a galley. 
Perfect Balance (2 points) You are very nimble and have a grace only rivalled by the Jaka. as such, you gain a + 1 bonus on all action table rolls involving balance. Examples of where this advantage comes into lay include climbing, falling, walking a tightrope, or riding an enraged equs.
Quick (2 points) You are just faster than other beings. When determining initiative, or diving for cover, your character receives + 1 on all speed rolls.
Tough (2 points per level) You are harder to kill than other characters. For each level you have in toughness you start play with an additional hitpoint. Thus, a character with Tough 3 would gain + 3 hitpoints at first level which, along with any CON modifiers, would be added to the starting hitpoints total.

Mental Advantages

Absolute Direction (2 points) The character very rarely gets lost. You always know where north is. Additionally, you gain + 2 on any die roll involving direction, mapping or finding your way out of a Thane Mausoleum 

Clear Thinker (2 points) It isn’t easy to trick you. When another character tries to confuse, befuddle or lie to you, they are at a - 3 interaction penalty.
Fearless (3 points) You understand death and it has no hold over you. When you face danger there I nothing to fear. You have accepted face and the concept of being harmed does not hold any threat. You automatically pass any fear tests.
Higher Purpose (2 points) You have dedicated yourself to a single goal, a single objective. Whenever you take a step towards achieving your higher purpose, you gain between 1-3 extra experience points at the end of the session.
Highly Skilled (3points) You have specialised in a particular aspect or use of a skill. As such, you begin the game with a +2 skill speciality. Note, this isn’t counted towards skill level when determining XP costs to improve one’s ability. Examples include sword (longsword), stealth (night time), swimming (fresh water), or weapon smith (Zandir blades).
Honeyed Voice (2 points) The sound of your voice is a joy to behold, you can vary its pitch with incredible ease, using it to your advantage. You have + 1 in all social interaction rolls which involve public speaking.
Iron Will (2, 4 or 6 points) You have an incredible strength of will which cannot easily be broken. For each rank in this advantage you gain + 1 versus all attempts to dominate, affect or otherwise control your mind.
Way of the Land (2 points) You know your home province like the back of your hand. You never get lost and you know all of the best travel routes, places to shelter, and so on. Characters may also purchase this advantage for other areas.
Mystical Advantages

Great Destiny (5 points) When this character was born, it may have been that the starts where aligned just right, or a birth mark was in just the right shape, but the fates smiled and a destiny was created for this child. The wheel of time moves this character slowly and surely towards this destiny. If the character takes damage that would kill him, he is reduced instead to a coma-like state and may be revived. However, fate will only protect a character in this way only once per session. The GM will decide what the great destiny is, but need never reveal it to the character. 
Innate Channeller (2 points per level) You have a knack for magic; it’s in your blood. You are able to manipulate magical energies with a much greater finesse than other magicians. For each rank you posses in this advantage you may reduce the casting time of any spellcasting roll by one
.
Innate Spellcaster (3 points) You have received the best education any mage can get and, as such, begin the game with a bonus of +1 to one mode of choice. This advantage may be taken multiple times. However, it may not be used to receive a bonus in a mode not normally available to the magician.
Forceful Magic (2 point per level) You are a veritable battery of magical energy. You have much greater reserves of essence to draw upon than other magicians. Consequently, you can back up each spell you cast with a tremendous amount of force. For each level taken in this advantage, your opponents suffer a -1 penalty to all willpower rolls when resisting the effects of any spell you cast.
Luck (3, 6, or 9 points) Fortuna watches over you and smiles. For every level of luck the character has, you may re-roll one die roll per session.
Magic Resistance (3 points per level) You are resistant to magical energies. Whenever you are targeted by a magical attack you gain + 1 per level in this advantage to any resistance roll.
Mage Sight (4 points) You are able to see the barely visible traces left behind whenever magic is used. With a successful PER toll, you will detect the presence of magic. Also, this roll is modified by the power of the spell.  In all cases, the ‘power level’ of the spell is added as a positive modifier to your action table roll.
Social Advantages

Allies (variable) You are connected. For every two points you spend you gain a single minor ally. if you spend four points you gain a single major ally. Minor allies are folks who can get you legal things like food, shelter, or even a small mount of money. A major ally can get you things that are slightly less easy to acquire-like fake travel papers in Aaman, an audience with the Sultan of Zandu, or a quick midnight ride out of Arim.
Blackmailer (variable) You have a bit of information or evidence that you can hold over someone’s head. Because of this information you can gain advantage over the guilty party. The cost of this advantage is usually equal t the half the level of the individual being blackmailed. Keep in mind that nobody likes to be blackmailed.
Resources (2 per level) The character’s resources level determines how much starting cash that they have and whether or not they have an income. Resources are also linked to status. If the character has at least level 2 resources he/she also gains a status rank of one. For each rank in this advantage the character multiplies his/her starting money by a factor of one. Furthermore, the character also has an income equal to 10 % his/her staring cash per month. Both the player and the GM should determine the nature of the character’s wealth at the start of play.

	Rank
	Benefit
	Description

	1
	x 1 money, 10 % income
	Better off, has a small amount of savings handled by Kasmirans.

	2
	x 2 money, 10 % income
	Middle class. Owns a small property.

	3
	x 3 money, 10 % income
	Well-off. Family owns a business and owns a reasonable property

	4
	x 4 money, 10 % income
	Wealthy, family may be rich merchants or lesser nobles.

	4
	x 5 money, 10 % income
	Rich. Family are Nobles, or hold some official office. Could also be renowned crafters or alchemists


Mentor (variable) You and your mentor have developed a bond which makes you inseparable. You would do anything to protect your mentor and he would do the same. The cost of mentor advantage depends upon his rank. Your mentor will not be able to accompany you upon journeys (he has other responsibilities after all), but he will assist you in other ways

	Cost
	Rank

	1
	apprentice

	3
	initiate

	5
	adept

	7
	master


Social Position (2 points per level) This advantage represent the standing of the character in the eyes of people around him/her. it includes any fame, glory or notoriety that the character might have. Note that wealth and status are often linked and characters gain a +1 to their wealth level for buying this advantage. For each level bought in this advantage the character gains +1 on social interaction rolls where status may be of an advantage. 0 status is equivalent to most characters, whereas 2 may be someone of minor importance, such as a wealthy merchant or low ranking Knight. Higher levels may be occupied by such people as high priests (3), lesser nobility (5) and rulers such as the Sultan of Zandu or the Wizard king of Cymril (10).
True Friendship (variable) True friendship is rare, especially in Talislanta. You and your NPC friend have gone through much together and would do anything for each other. Having such a friend is a great blessing, but it also demands great devotion and loyalty. The cost of true friend depends upon his influence and his devotion to you. 

	Cost
	Influence
	Cost
	Devotion

	1
	minor influence (an innkeeper, or a low level adventurer)
	1
	would go out of his way, but not really endanger self.

	3
	some influence (low ranking official, a known adventurer)
	3
	Would risk family and status to aid you, but would do so secretly.

	5
	Great influence ( a noble, a renowned hero, a high priest)
	5
	Would do absolutely anything for you.


Physical Disadvantages

Bad Health (2 points per level) A character with bad health figures out his/her base hitpoints as though his/ her CON was one lower per level of the disadvantage. Additionally, the character’s natural healing rate is reduced by one per level of the disadvantage.
Chemical Dependency (3 points) Your character is addicted. You have a chemical dependency upon some kind of common, but usually illegal, substance. You need to feed this addiction on regular intervals or you lose - 1 from all dice rolls per day that you don’t get a decent ‘fix’. Common examples include alcohol, kesh, euphorica, k’tallah, black lotus, tantalus and various thaumaturgic distillations.
Lame (2 points) You have a crippled leg. Unfortunately for you, this means that your balance is relatively poor. You are at - 1 on all action table rolls involving balance. Examples of where this disadvantage comes into lay include climbing, falling, walking a tightrope, or riding an enraged equs.
Missing Limb (4points) You are missing a hand or a foot. Any appropriate difficulty modifiers are raised by one level (such as from easy to average. Obviously there are some things that your character just may not be able to do. For instance, a character with only one hand cannot possibly fight with two weapon simultaneously.
Small (2 points) You are small, being a good five or six inches shorter than most people of your species. Furthermore, you also weigh at least ten percent less than others of your kind, a decrease in mass that can be both a hindrance and a benefit. In situations where size is a factor you receive a - 1 penalty to all strength rolls. Examples include combat with heavy weapons, forcing a door, or rowing in a galley. 
Ugly (3 points) You are unattractive. people shun you because of the way you look, or because of the aura that you project. All social interaction rolls that you make are at a penalty of -2.
Weakness (variable) You may reduce a primary attribute by one or more points in order to gain extra character development points. a bonus of 2 points is received for a reduction of one attribute point up to an attribute of - 3. If an attribute is reduced beyond -3, 3 character development points are gained per attribute point.
Mental Disadvantages

Brash (2 points) Characters with this disadvantage are hot-headed. They seek to avenge any slight upon their self-image or personal honour; they must make a challenging WIL roll to keep control.
Can’t Lie (3 points) A character with this disadvantage just can’t tell a good lie. Whenever he tries, he fails; the party listening doesn’t even need to make a roll.
Compulsion (2-4 points) You have an uncontrollable urge (drinking, gambling, whoring, and crime) that gets you into trouble. You must make a WIL roll every time you confront your compulsion to keep from losing control. The difficulty of this WIL roll is dependant upon the severity of the compulsion; this can be either an average, challenging, or hard roll (for 2, 3 and 4 character development points respectively).
Code of Honour (1 - 3 points) This character follows a code of honour, and will not break it lightly, if at all. The restrictive and rigid the code is, the higher its value. the character with the code of honour should almost never break its rules, no matter what the cause. Players whose characters ignore honour for the sake of convenience should be penalised for poor role-playing. The various types of codes are shown below:

	Rank
	Description

	1
	 The character does not lie or betray loved ones or friends, or anyone they respect. Everybody else, especially enemies, are fair game.

	2
	 More complex. The character always keeps his word and does best to fulfil promises he makes. He will not betray the trust of others once accepted it.

	3
	This person lives by a very strict set of rules that control most of his actions towards others. In addition to the above, he will not participate in any acts of betrayal such as ambushes, strike a helpless or unsuspecting foe, or cheat in any way.


Driven (3 points) This is the dark side of the higher purpose advantage.  a character who is driven has a single goal that he will sacrifice anything to achieve. He will turn his back on friends and family; even sacrifice himself to achieve his goal.
Frail Mind (2, 4, 6 points) You have no willpower whatsoever. All attempts to dominate or otherwise control your mind find it easy to break down your psychic defences. For each level purchased in this disadvantage you are at -1 to resist all mental domination attempts.
Gullible (3 points) You have a soft spot in your heart for sob stories. You believe almost anything that anyone tells you if they are convincing enough. The difficulty level to convince you of anything is reduce by one level (or + 2), whichever modifier most befits the situation.
Insensitive (2 points) The three most important things in your life are your wealth, your welfare and your health. You care little for the plights of others and you don’t often make any motions to keep it a secret. you must make a challenging WIL roll if you want to put yourself at risk for another.
Great Loss (2 points) You once knew true friendship that mattered greatly in your life, now its gone. You tend to have fits of melancholy whenever this is mentioned. You suffer a -1 penalty to all die rolls at such times, at least, unless you get a hold of yourself (a challenging WIL roll).
Meddler (2 points) You cannot resist getting into other people’s business. You always have an opinion and enjoy sharing it with others. You know what’s best for everyone and have no qualms telling them. Obviously, this can get you in a lot of trouble.
Phobia (2 or 4 points) Every time you encounter your phobia, you receive a die roll penalty equal to the number of points gained for taking this disadvantage. You may attempt to make a (challenging) will roll to avoid this penalty for a single action. Examples include; heights, open spaces, insects, blood being alone, dead things, fire, and darkness.
Soft Hearted (2 points) You have a profound respect for sentient life. Your conscience overcomes you whenever you are about to commit an act of inhumane cruelty. Whenever you try to take a sentient life you must pass a challenging WIL roll to deliver the killing blow or you can’t follow the action through.
Mystical Disadvantages

Cursed (4 points) A character with this disadvantage puts his fate into the hands of the GM. For some reason the character is now the recipient of a rather malign, supernatural curse. This could be the result of a an offence against some high power, the result of breaking open an ancient warded burial site, or a curse which has descended through the generations. Whatever its source, the curse should take the form of a hindrance which shall make the characters life unbearable at times.

Curses may manifest in a variety of different ways, sometimes take a form which seems in no way related to their origin. Examples include birthmarks which single out the character as the recipient of bad luck, having the evil eye which causes others to distrust you, inability to hold onto money, or fumbling at times of great need. Essentially, its up to the GM and the player to work out how the curse began and what form it takes in gameplay.
Haunted (3 points) You are haunted by the spirit of someone you, or your ancestors, are indebted and they are not happy with you. The spirit is distracting, insulting, and irritating. It is up to you to fulfil the criteria required to rid yourself of this irksome spirit. However, until that time occurs, al you can do is try to live with its incessant cries.
Magically Inept (3 points per level) You are incapable of both comprehending and resisting magic. For each level taken in this disadvantage your rolls to resist any spell are at -1. Additionally, for each level taken you are also at a -2 penalty when attempting to use, activate, or otherwise comprehend magical objects or treatises.
Unlucky (3 - 9 points) Any character with unlucky disadvantage will find himself the victim of the GMs whim. For every three points that the character ‘invests’, the GM may- once per session- command the re-roll of one die roll. It is possible to take both ‘luck’ and ‘unlucky ‘. In these instances, the GM may not command the re-roll of an action that the character has just re-rolled with the luck advantage.
Social Disadvantages

Bad Reputation (2 points) You’ve already earned yourself a bad reputation in the known lands of Talislanta. Whenever other characters see you they gain +2 on their die roll to recognise who you are. Furthermore, when recognised, you will often be treated with both contempt and distrust. You should choose one word to define your bad reputation.
Dark Secret (5 points) You are keeping a dark secret that could jeopardise both your own safety and that of those you care about. Dark secret should not be taken lightly. If a character’s secret should ever be revealed it would spell certain doom for the character as others would seek the characters demise at the very least. An enemy who gains knowledge of the secret will own your character’s life, holding the secret above your head with the very real threat of ruining the character’s life.
Dependant (variable) You have someone who is completely dependant upon you. Who it is (child, grandparent, etc.) is up to you, but they are helpless without you. 
Obligation (2 or 4 points) You owe someone a favour, and someday they are going to collect. An obligation is worth 2 points if it is a small favour, 4 points if it is very big. A small favour would include something that would not threaten your position, but would cause you inconvenience. A major favour would discredit and disgrace you if it ever came out.
Poverty (2 or 4 points) The character start with little or no goods worth mentioning. If the 2 point disadvantage is taken, the character is fairly poor, having only half their starting money and half their starting equipment. If the four-point version is taken the character begins play with no money or equipment to speak of.
Sworn Enemy (3 - 6 points) The character has a sworn enemy who desires their death. Having a sworn enemy is worth three points. If this is increased, so is the power level of the enemy. The enemy can show up at any time, at the GMs whim, and whilst he/she may be temporarily satisfied with ruining the character’s plans or reputation, their ultimate goal shall be to end the character’s life.
� In my game, we use initiative modifiers for casting spells: Defend (-3), attack (-5), Others (-7).
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