FUMBLES CHART

- TRIAL CATASTROPHES

-10 to -14: Unfortunate but not
directly dangerous (dropping a wea-
pon)

-15t0-19: Ridiculous. Implies
the loss of a few Hit Points (falling
off a wall. 1d10 damage)

-20 10 -24: Potentially dange-
rous, Implies a Sefious wound (1o
himself or to an ally)

-25 to -29: Very dangerous.
May imply a Critical wound (impa-
ling-on his ovwn weapon)

-30 and less: Suicidal. The failure
implies lethal consequences (falling
from a great height, 10d10 damage)

ROGUE CATASTROPHES

-i0 to -14: Gauche but not
directly dangerous (alerting a guard)
-15to-1%:  Minor consequences
(discovering the alarm system just
a little too late)

-20 to -24: Important conse-
quences (such as losing all one’s
wealth on a bet)

-85 to -29:  Major consequences

KNOWLEDGE CATASTROPHES

-10to -14:  Ridiculous (your
interlocutor thinks he is dealing with
an idiot)

-15to -1%  Ludicrous (the plant
supposed to heal is in fact a power-
ful laxative)

-20 to -24: Eﬂ'.lul.u{the }:llﬂntsl.p-
posed to heal is in fact mildly toodic)
-25to -29: Grave (The doctor
knows that to heal from [ever, one

must take a lot of very cold baths).

-30 and less: Absurd. The fallure
implies that the character has
become mad (at the discretion of
the EG)

COURTLY CATASTROPHES

-10 to -i4: Unrefined. The fai-

lure is not dangerous (the chara::-

ter proves to all that he is
unrefined peasant) 3
-15to -1%:  Vulgar, The failu

totally ridiculous (the fast talking
does not work and the interlocu-
tor thinks he is being made fun of)
-20 to -24:  Up to a duel. The fai-

-25 to -29:  Unforgivable. The

failure implies extremely serious
‘consequences (mistaking the king

for a servant)

-30 and less: Historical. The fai-
luge implies permanent conse-
quences (the Causes a war

. of which he is.the fist victim)
i

OCCULT CATASTROPHES

-10 to -14: Ridiculous. The fai-
lure causes an putcome that is the
exact opposite of what was hoped
{mistaking a Jornist for an Obscu-
rantist)

-15to-1%: Pathetic. The result
is dangerous but non-lethal (the
Dancer wounds itself)

20 to -24: Terrible. The failure

" is wery dangerous (to mistake a

Smuggler for a beggar)
-2%:  Disastrous. The fai-

implies critical consequences

I"’*'[ﬁf&]senntepmducesﬂnﬂpusuf

Discord)
-50 and less: Cataclysmic (invo-
mngamghneuﬁwnfam

(drinking poison by mistake) lure is dangerous (all who witness. .
-30 and less: Lethal. The plot is will ignore the characterexceptfor ~
unveiled and considered as treason.  one person who will call forafist
bImdduel} i i, - B
ASCENDANCY FUMBLE
Negative SM Cnnseqﬁehm

I _ﬁg.‘r'. b
Ridiculous. The failure implies an absurd, but not dangerous, outcome. The empathic bond is

-10 to -14
broken off for 5 minutes, and the Dancer does not answer.

-15 to -19 Pathetic. The failure is dangerous but non-lethal.
Jornist: loss of the Dancer’s trust. Its Ascendancy bonus becomes negative (+ 5 becdffies %) for
24 hours. Eclipsist: independence of the Dancer. [t tries to fmiﬂhummdﬂmnm
back. Obscurantist: the Dancer is terrified. It is unable to perform a magical effect for 24

-20 to -24 Terrible. Tmmﬂmhvﬂﬁurwnmmdhmmmﬁmmaqmmmﬂmﬂmﬂ{ﬂmﬁﬁsdﬂm}
is successfully cast onto ﬂ:u:-'ii'ler target (the EG's choice).

-25 to -29 Catastrophic. The failure has very serious consequences. Another spell, of equal threshold, is
successfully cast but its obedience is chosen by the EG. _

-30 and less Cataclysmic. The consequences are dreadiul. An Obscurantist is victim of a pﬂrﬂnma fit: he is

and that he must hide to survive, He

persuaded that the whole world has a grudge against h
oo much from his Dancer, who

protects himself by any means necessary. A Jornist has d
dies of exhaustion (of course, the mage feels his Dancer’s pain).

EXAMPLES OF MAGICAL ARTS FUMBLES

Negative SM Consequences

10 to -14 Ridiculous. The failure implies an detrimental but safe outcome. The Enncor&ﬁ'lmes Inspira-
tion for the next 5 minutes. Tune: soundless instrument. Shape: paralyzed hands. Vista: Pigment
fades away and looses power. Scansion: structure of time thickens and H.'IE Concordist is unable
to alter it for the next hour.

Pathetic. The failure is perilous but not lethal. Tune: Concordist'breaks his ment.
unable to shape matter for the next 24 hours. Vista: all Pigments are useless for the next 24 hours,
Scansion: objects and w& around the Scander move at random speed for the next hour.

Terrible. The faflureis and leads to serious consequences. Tune: the Attuned exe-

cutes another opus of equivalent Threshold and Instrument (EGs choice). Shape: unwanted

effect in opus (the complete opposite or unexpected effect). Vista: the Painter executes another

b opus of the same Season and Threshold (EG's choice). Scansion: the Scander executes another
' opus of similar Threshold (EG's choice).

Catastrophic. The failure has extremely important consequences. The effects of the opus are aimed
towards another target (EG's choice). Tune: the Attuned executes another opus of the same Thre-
shold but of different Instrument (EG's choice). Shape: the Shaper execuies another opus of equi-
valent Threshold on the same matter (EG’s choice). Vista: the Painter executes another opus of
equivalent Threshold but of a different Season (EG's choice). Scansion: the eﬂeﬂs of the opus
are aimed toward a new target (EG's choice).

i
-15to -19

-20 to -24

=30 and less

the cittern -:-push the Attuned also executes a Discardunt opus of same Thres| s
Shape: targeted martter Is chaotic; its shape, size, density, weight, texture chan
hour. The target finally disintegrates and the Shaper is trapped within it [whﬂever the size of the
matter) for the next 5 hours, Vista: damned by the Muses; the use of Vista becomes disordered
for a whole week and the Painter has to roll 2d10 instead of 1d10. Scansion: time is frozen. Time
slows down so much that the Scander feels it has stopped for one hour. The latter mowves 100 times
slower than he normally does (he needs 45 minutes fora 30 second walk). Time s thie Scan-
der. who disappears from the physical world of Harmundia for the nfxt Shours® i e




Cquipment and costs

All prices are given in gold pieces (GP). The Keshite gold
piece is acknowledged for its low gold content relative
its high amount of lead. One gold piece is equivalent to
a day of minimal board and lodging. It contains 0.07 oz.
of gold and can be divided into 11 “scraps” (also ironi-
cally called leads) that are only used by commoners.

The prices below refer to scraps when they use deci-
mals. Do not forget that eleven scraps make 1 GP; so 3.11
GF is actually 4 GP.

You find this monetary system too complicated? Grear!
That is exactly what most Keshite merchants wanted
when they created it...

A FEW SALARIES

The following prices are average examples; they can vary
from ten to one hundred times depending on the object’s
rarity, accessibility. Keshite traders usually deal with
large amounts of money, whereas some minor nobles
see only a few gold pieces a year.

Wiages for workers are not always paid in gold. Appren-
tices, for example, are only paid board and lodging,
Faying in kind has nothing surprising to it. Certain
prices are only listed to give an idea of how much money
that kind of person can have on a day-to-day basis.

Per day (apprentice,/average individual /master)

Agricultural worker, peasant ... L3
specialized craftsman .........oninnnnd {317
Craftsman, CouNTTY ..o rrmmveoeccceecicnemmnsmrmmnnsnnnn | /2 /3
T T 171 F TR ] ——e VP VL
L LT L 1 | R I O I § ¥ ).
Merchant (peddler)........icnrcerrrsrnnin 2/5/7
Merchant (head of a rading company) ...........7/15/50
IOBIE. oot sere s 12/25/60
Burealrat ......coveervevnes FUS—— P
Carter — - T
Cook R— T
Scholar RO Y L. T
Guard e 1 f243
Sergeant 28T
L] 1170 < O— Iﬂ.-" 20/40
%1 1] J— .......1;’6,’2[}
Magician So—Y ) Y o
CONSTRUCTIONS

Real estate is rarely for sale. A house is often the only
possession a person or family has. The following prices
are the building costs.

Sale/building
Castle

= Basic keep with a palisade or town-house......30,000

= Double ramparts and many

watch-towers or manor .........ciicnn
* Huge castle with quadruple

ramparts or ducal residence........1,000000 and more

250,000

BoOTh, WOPKSROP ...ooovevvvcevr et ssiisssnasssssssssssneas 1,000
shed ... 250
Pitand 18 ft. hlgh rampart {per _t,fard] e 500
[T e B T ———— veeerernn 2, 500
Barm coovervnnninssnnnns o b1
Peasant house....... SR 1
Mill . oeeenee 1,700
Pallsadf, 5* Ft hlgh {per‘ j,u'ard] e 100
Liturgical rﬂnple . never for sale
Wartch-tower .. rranens 1,500
& Renting

For a town house. the monthly rent is equal to the tenth
of the building cost. The rent also depends on the neigh-
borhood where the house is built. Houses in the bad parts
of Lorgol are free, whereas houses in a fashionable neigh-
borhood of the Keshite capiral can be worth ten times
these prices.

TRANSPORT

Transport costs do not include the required escorts
without which owners would refuse to travel through
dangerous regions. Transport costs can vary depending
on the region’s risk factor. Travel conditions also affect
the cost of ransport. For someone who is part of the
transport organization (helping our as a guard, as an
accountant, etc.), transport costs can be divided by 10
For a luxurious cabin though, the cost can be multiplied
by 10.

Per day, per person or per 200 Ibs. of goods:

YR 1T0] o SO—— S
Fluvial ransport ... i 10
Road TranSPOTTcrnuerrrrrnisssssssssmmsseassessesssessssssrossmidibpasisnsnee 12

RAW MATERIALS

These are the wholesale prices obrained by pmducm:
middlemen can multiply these prices by 5.

Wheat, per ton .......cessssiivpsisiiunibismerssersrsrssss 4+
Wood, per 10 cubic ft. ...t 30
Coal, per ton ., L350
Exotic spices, per pm-:h {l] !}35 OZ. } rrireresrenssd D
Rare materials {onyxium, Wyvern ss:alfs,

Dancer's bones, Shﬂﬁ:ﬂ. pe1' pinch

(0L035 oz.).... 1250 or more
Marble {hlﬂﬂi] Pfr l,r'E ton .. SRR = i |
[ron or, Per toM. e e 700
COPPET OT€, PET LON corrvecvivtvisssssnsssassmnsramssmrsrsners s 30

(€73 1 IV TE T ol | OO —— 500
1T (LTS O ——



SERVICES

<& Corruption

The following prices can very much vary depending on
the place, the status of the victim and of the criminal,
A peasant risks death for poaching in Urgamand, whe-
reas a lord thar kills and rapes his peasants will only fall
into discredit.

For an unimportant act
Minor official {militia man) ...
Senior official. medium hlfral'fh_}' [ntf u:er': .................. 7

Higher official. of good position

(commanding officer)......oovmwcrmeemrrrinnrrinn 30

For a serious act
Minor official (militia man) SO | |

Senior official, medium hierarchy (officer) .... 200
Higher official, of good position

(commanding officer) .......... i 1, 500
AT THE TAVERN
Lodging, per night
Stable...0.2 (free for customers that eat at the tavern)
DOrmitory . . 1
SEPATALE TOOM ...eoooeemcemsemsremsenssrnrssnss - 3
Separate room, high quality................. 6
Board (one daily meal)
Loaf of bread ... U 1
Low quality S DO
Average quality mE':ll w:tl'l SOME WINE oo 3
Abundant meal, open bar, several courses...............5
Feast, banquet ... 20 and more

Dried rations (one week). ... B

Beverages
Beer, per tankard .. 0.2
Local aleohol
* Per bottle...civiis Y.
8 Per Blass. s 03
Strong alcohol
¢ Per bottle .25
o Pt glass..n 04
Vintage wine
* Per bottle......... . |
* Per glass .. |
Famous vintage wine
o Per bottle..cccrccncnsnnn 30

<& Various services
Bath
* In a watering hole ... free
* HOL in @ room.. sl 3
Barber ... 0.7
Horse care {ruhhmg i duwn oat, etc. ‘} .............. 0. 1,-"rla}r

VARIOUS ILLEGALITIES

(no guaranty of success)

Assassin, ordinary contract ..., 40
Assassin, important person

and/or protected ..., 50 and more
SPY. Per day oz 28
Forged documents..... i, 25
Informer, per CONSUlEATION s 3
Prostitute, bad part of town ... 4

Prostitute, COMPerent. ..
Prostitute, medusa courtesan

of the Widowlands 400
Thief, simple contract .. vt .12
Several thieves, mtrlcate mn'rra-:t ....................... Eﬂfthlff

MEDICAL CARE

First aid for @ wound ..........ooeeveees i sssssssssssssssssns |
DOCtor for @ diSEase ... cesssss s s snssssssssssnsnsne
Long and difficult operation ..., 15

TRAVELING OUTHT

ASITONADE o 15
Camp-bed.........ooii e 1.5
ClOth SACK covvvrreressrsr s s ssssssssssnsasis 1
COMIPASS o s sssssssssssssssssnssssnssssssassssnsssssssas |6
Cram FH:I'FIS UL
Drﬁsmg-caﬁe {Wﬂﬂdeu mml:r hmrbrush suap',i ....... 1.5
Field-glass ..o |
First aid equipment

(bandages, alcohol, needle, suture thread...)............ 3
Flask, wooden (3 pints) ..o, 0.5
Goatskin, 2 gallons...........cconcnneens 0.7
T T e A 5
Kitchen equipment. .. 5
Lantern, ordinary .. 1.5
Lantern, dark............coeerernnns S
Leather backpack oo 1.2
LI ) OO 1.3
Mosquiro net ... 0.7
ROPE, 15 Pt cesssneen I
Staff..... RO 0.5
Tent, 2 persons.......... 3.2
Tent, 8 persons ... SO O RSO OOSTOTSONY
Tent (pavilion, up o EID permns,

requires 2 mules or 4 carriers) 20
Traveling-rug........ 0.7
LTS 3
ANIMALS
| TSRO I
Chicken...... 0.5
Cow e 32
DIOE ot 1.5

Domestic snake from the Widowlands ..o 65 j



i

Exotic singing-birds.........ovvnenne B0
Goat... TSI ¢
Hunnng d-l:rg ...................................................................... 12
PRE 25
Plough-ox .o 35
SHEEP ... s B E

N
Watch dog ...

THE SCHOLAR’S DELIGHT

Big sheet of parchment (ideal for a map'} ..................... 1
Ik (0.5 PING) e s 2.2
IKAPOL .o ceitssssssmssssssms s esmmsenrerere e s sp s s 2.3
Notebook TSRO |

Paper BooK . 35
Papyrus, 10 sheets .
Parchment, per sheet........... Y
Quill-pen, 10 feathers................... O 1
Sedl and sealing wax w3

THE CROOK’S AMUSEMENTS

Garrore .. 1B
Glazier's dlamnnd ................... o3
Grappling-hook...rnnnns eeeeeneeee 3
Latch-key ... - .. G
Pepper (1 oz. } fn::r wutch d:::gs el 3
Playing cards ..coeercrernrrenrercrnesciene |
Playing cards, marked .......oorrvvvvvrenie 3

Six-sided dice, a pair
Six-sided loaded dice, a pair i,

Thieve's picks Iﬂ' '
WVRISTIE oo e smssssssmsr e 0.4
JEWELRY £

Bare pattern with no gemstones
Base metal (copper, bronze or iron)/Precious metal
(silver, gnld}fﬂare materials f".l'-{',rvern scales, onyxium)

Belt buckle... 3 A50/5,000
Earrings, a ]:ralr ............. 11002000
Bracelet ....oooovvevevivenenns ronened 5723074000
Broach ..o e LB 25074300
Mecklace.......ion, e 500, 10,000
CrOWI ovvernisemsireserssrens e 53,500/55,000
Diadem...vvrvrerienn, 202,300 /40,000
Mask 5/2.600/45,000
Medallion ..o LB /2504, 500
L 11 11 | ST 1.5/120/2,500
12 5 1 O ——— 5/3,500/60,000
Semi-precious stones (big enﬂugh for a _]mrei]

Agate ﬂtseye cereaeans . 18
AQUAMABTINE 111rsirressresissssssssassssmssssasssmmsssmssssssrrserssssivssases 15
Amethyst....cviv R |
BloodStone ..o L5

A0 | (O SR |

LT 1 T DU S 10
[ L1 1| 15
Jade.......covesimsnerensenrerresrrrrerss s 35
L1 O 25
Lapis A2l oo 20
Malachite .ooveenvrrrrrrenn wd
Moonstone . 25
R T LT3 T F— 17
LTI T T — cervrees 18
LV T ————— .6
Precious stones [hlg Ennugh for a JEW'EI]
Diamond... . 280
Emerald ........... .. 180
LT | — 150
SAPPRITE e 130
Topaz - 100
ACCESSORIES FOR MAGES
Ascendancy mentor

» To improve Dancer lore.......... 10/day

* To improve Resonance 15 to 45/day
Dancer

» Branding of a Dancer (the Cipher-sorcerer

grants rewdrds to those who voluntary

brand their Dancers) 50

» Unbranded,; just captured ...c..ccooonmeemrrrerrrrrrvoiinn 250

» Branded, no oraining........oemmreereeres 00

* Branded, minimum training

(20 Threshold points)..... SRR .. | |

» Normal training {60 Threshold pmm:s] ......... 1,850

+ Talented Dancer (with no training,

otherwise undiscoverable)................. 5,000 and more
Demonology or Discord mentor........250 to 1,000/day
Elder art Opus

» 10 Threshold points 1,000

* up to 20 POints v, Threshold points x2,500

o up o 30 points ... Threshold points x10,000
Magical Arts mentor :

* To learn an Opus...... 50/day

* To improve an uninitiated art. 7/day

» To improve a Magical art............... 15 to 45 /day
Magical ink to invoke a demon
(Circle LALMAVAY o 10/25/50/125/175
Pigment (a pinch) i 50
HUNTING AND FISHING
Bear-trap......... b5
Cage [ﬂmull,f medium ,.-’ largf] ....... 1/2/4



Fish-hooks and angte ...................................................... (.2
Harpoon {rwt'r} I}E
Harpoon {whalf:} RSSO 5.

Hunting horn S
Net .. SO 14

MISCELLANEOUS

Barrel (20 gallons)........... rerressssnssasesnen o b
Candles, 10 {tallow/scented bee wax).........
Cask (70 gallons)

Keg (4 gﬁllﬂﬁi].. T e 7

BT e 1T L | OO UR P .
Oil lamp SRRSO -
Oil, 0.4 pint flask.....ooiiiins 0.6
Padlock.........
Poison
o Rty 10 oo 100
* Rarity 15 ...
* Rarity 20
* Rarity 30 very rarely on sale
Scale and weights .3
Taper ... (rallow/wax) 0.2,/0.4
Tun (220 gallons; uncransportable)... .50

PROFESSIONAL EQUIPMENT

Carpenter’s workshop (planes, levels,

saws, plumb-line, erc.) e 105
Field kitchen (pots, pans, cookers

and cutlery for 25 persons) ... 120
Forge (anvil, hammers, pliers, I:rlmr, E1C.) i 160
Letter-wriring stall

(paper. inks, quill-pens, fusains and pencils)........95
Mason's workshop (hammers, chisels, efc.} ..o 10
forture room

(brazier, rack, pliers, thumb-fetters, etc.).............300

HORSEMANSHIP

Harness ...
HOPSESHOES (4 oo cereceres s s ssssssssssssessassneensins 3
Horse whip ...
RBITT 1ovreescecsssss s s emeecser s rere e v rraen e 1
T T [ | = 7
Scabbards ... T

SEOFTUPS coovevcvcrreesrrrerns e nsasanss ol

MUSICAL INSTRUMENTS

(15 | T

TAMIBOUTITIE oo erese e semsnessmsssnsses e e ereresesenered o 3
VIOl oo 12

FURNITURE

Armchair oo
Bench. .o
Bookshelf .........
SO0l .o 3
Wardrobe....oovr e, 12
Writing-table............ 14
(with secret COMPATTIMENTS ) roreevvvere e msasrseeesnssns + 20

=

Tools

Awning (3 L) dvenll
File oo
] 7 1 GO
Hammer ............
[ P11 T SR 3
Ladder .............
Mails, one hundred 1.
Pegs, one hundred

X
=
= L

Wedge ..... L.

R R A L I ¥ R Wi .

Apron 1.2
BOOLS ... 5
Breeches......... ]
CAP s SO | B
Cloak .o 0.9
Coat .. 5
(| (O W06
Drress, cOMmon ... . 5
Dress, newest Princely Communes fashion ........... 35
Fine shoes .........coovee.e 28
Full dress.....voueee.. 28
Fur-lined coat 10
Guard's uniform .12
HAT oo sssssssssssssssssssmsssssmsssssssssssasssssssassse | |
Hood .....oooveneeee 0.6
Plain clothes....... 15
Sandals... 0.8
Shirt |
SUTCOAT oo rcmeeeesreererererss e e " 3
Traveling clothes. ..o 10
Trousers S - AN
Underwear, common 0.7
Underwear, hussy 6.5




1

MEANS OF CONVEYANCE

Road transportation
Camel
Caravan
Cart, two wheels
Chariot, four wheels
Coach

L S SR
sedan chair
Trained war ROrse ..o

Ships
Prices for a new boat with no tackle

Bark oo e 200 to 500
COPVETTE i ssss s asssssasssssncens 4,800 to 7,000
CUITET iissisissssssssssssssasanns 2,900 to 4,000
ST | CCOUR O —— |1 (o P
(T | |1 I ———— A ][N (e RN LY
Galley .o 3,900 1o 5,900
Chebek ... e
Sloop

ARMOR

(Vest only/Partial armor/Full armor)

The following prices are for bare models with no spe-
cific ornamentation and average quality. Used equip-
ment can cost half the specified price (body snatchers
frequently offer such bargains). Superior quality or intri-
cately ornamented armors can multiply the listed prices
from 10 to 100 times.

Banded mail e 350,/800/1,700
Chain mail .o 830,/ 1L,800,/4, 200
Heavy clothes........cooovveenn, LAA15430
Leather SRR . & |1 1 .1
o P 1000/ 2, 500/5.000
Scale mail cernsersssssnennnnss | 30 350 /750
Studded leather e 30/120/250

WEAPONS

Same remarks as for armor: the listed prices are
for new, and average quality item. They cost half the
price when they are second-hand. Superior quality
or ornamentation can modify the price from 10 to 100
more,

Cane.......
Short sword

Dagger................

DOUBlE AXE e 57

Flail oo

[ 1|

KHATTE BXE oottt bbb s st ne s em s
Giant mallet............
LT T T U= OO
Great Flail
] L 1 <
Halberd i
Hal e it sssssssms e srsrsrs e s s e

Hatchet ...o.............

HOPSEMAN"S TANCE oo ceesesmsscssessmsresesrerserresi s sasssss sssssanes

(1111 1= |

|11 1 T =

Mace

MAIN GAUCHE s
MOFIING STAF s

071
L P11 1|1 OO SRO 13

Ogre SWOT e

1T

Pitchfork

Short sword

o 111 112 1

Stiletto

Truncheon

Two-handed sword

War hammer .........

¢ Shields
Knight Shield

BUCKIET oo
Tower or Kite..........

<& Missile weapons

Ballista............

Composite BOW. .. s
Composite short Bow ...
Heavy crossbow ...
Light crossbow .......
Long bow.................
Short Bow...ooiicicis

Spriggan crossbow

B e I T N R PR EF PR PP PP PP FETE T LT LI A AT

Sprite bow...............



¢ho Examples of disease
« SLOW-DEATH
Virulence: 20
Periodicity: one week
Rarity: 15
For each 5 points Gravity level, the ill character suffers
a permanent Serious wound. The character feels
constantly tired and rends to sleep as much as possible.
He lives in an increasing state of exhaustion. Sleep does
not rest him untl a day when he no longer wakes up.

* DUSKHEART

Virulence: 20

Periodicity: half a day

Rarity: 22

For each 2 points Gravity level, the ill character’s HP
maximum is decreased by 1 point. Unless cured, his
blood becomes black and thick. Death, then awaits...

« DEBILITATING DISEASES
Virulence: 15

Periodicity: one day

Rarity: variable

There are several types of debilitating diseases. Each one’

of them affects a specific attribute and has a different name.

Their average VIR is 15 but some are more or less dan-
SETOLIS,

For each 3 points Gravity level, an ill character loses 1
attribute point. When an attribute falls down to 0, the | 1

character dies.

Certain debilitating diseases, pestilences, affect several | e |
attributes simultaneously. Body, Spirit or Soul pesti- |
lences affect all the given Aspect attributes at the same |
time. The Black Pestilence, worst of all, affects all eighr §

artribures together.

DEBILITATING DISEASES

&> Poison examples
« ENDORINE
Virulence: 20 (blade poisoning) /25 (ingestion poisoning)
Rarity: 12
Endorine is a powerful soporific that takes effect in half
an hour.

= BLUE SHIVERS

Virulence: 26 (blade poisoning)

Rariry: 18

This poison inflicts a sudden body temperature drop in
approximately 20 minutes.

If the victim resists, he only loses 5 HF. If he fails his STA
roll, he loses 1 additional HF per negative SM point.

+ STIFFAL

Virulence: 30 (contact poisoning)
Rarity: 15

Stiffal paralyzes its victim one round after exposure.

If the resistance roll is a success, the victim loses all his
actions (not his reactions) for one round. If the roll is
failed, the victim loses all his actions and reactions for
as many rounds as his negative SM points.

« GLUE

Virulence: 25 (ingestion poisoning)

Rarity: 19

The effects of Glue appear one hour after exposure. They
are: a sense of heaviness in the limbs, and then, after a
day, strong muscular discomfort.

If the victim succeeds his roll, he only takes a -2 penalty
due to muscular difficulties. If he fails, he is completely
paralyzed after a couple of hours and dies of suffocation.

* OQATAM-SIIR
Virulence: 28 (ingestion poisoning)
Rarity: 26
If the STA roll is a success, the characrer is victim of vio-
lent vomiting 5 minutes after the ingestion. He loses 10
HP and takes a permanent Serious wound.

~If the roll is failed, the victim drops unconscious after
a couple of minutes, suffering the 10 HP loss and a per-
manent Serious wound. The victim will have o succeed
in another STA roll after half an hour.

* WYVERN BILE

Virulence: 30 (blade poisoning)

Rarity: 30

Wyvern bile comes from the venom secreted from a
Wyvern's tail. An extremely powerful neurotoxin, this
poison induces a very violent muscular spasm and then
death from a powerful nervous disorder.

If the victim succeeds his STA roll, he loses as many HF
as his 5TR + 51Z. This loss is caused by violent muscular

ENDORINE

& Remedy examples
* WILLOWTEA
' Rarity: 12
L POW: 5
[ For each full 5 point POW level, this remedy (roots and
| bark) grants a +1 bonus to all natural healing rolls
(wound or disease). Its taste is absolutely awful.

« GUILGREEN TREACLE

Rarity: 18

POW: 15

This moss and resin cataplasm heals as a full day of
natural regeneration {only for the wounded) plus ano-
ther day of regeneration per 5 POW points over 15. This
remedy takes 4 hours to take effect.

It can only be used once every two days. If the remedy
is used more than thar, it may cause a Serious wound
. due_to a major allergy.

« NIZZ GUM

Rarity: 21

POW: 10

This greenish paste is used to quickly reduce fever and
. pain. Itinduces slight euphoria that lasts approximately

. one hour. Frequent use of Jizz gum can cause a strong

addiction.

. Technically, the paste cancels the effects of a Serious

wound, plus an additional one for each 10 POW

points. Certain very rare doses can heal three Serious

serious wounds all together, and enable automaric

success on the WIL roll in the case of the third Serious

wound.

» BLUAL
Rarity: 11
POW: 25

This blue paste must be ingested. It cancels the effects
of Glue in a couple of minutes. If the resistance roll fai-
led, it is now considered as a success. If the roll was
already a success, it now cancels the negative effects.
Taking several doses of Blual provokes the opposite effects,
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