Artificer

Frequcntly As‘ccd Questions

W[‘lg is there no rcligion in] alenth?
Thereis no religfon in | alenth. T he Population have outgrown the wors!ﬁip of the Primal deities
their ancestors once honoured. Thcg turn to rcasonir\g and knowlcdgc to Providc answers.

Occasiona”g someone will &ispute this stoic view but tl’ley are seldom listened to for long.

Can l Plag a golcm?
No.

Can ] Plag an Altcrccl?
No.

Can]| Plag a disgracccl noble from a major house?
Yes, but you will be severelg &isaclvantagecl and have to live with the shame.

Can | Plag someone born outside the city?

No.

Can l Play a Jacl(al?
Can you find them in

o ?
Damc H

Can| buy into a house orguild after charactcrgcncration with action Points?

No, you must earn cntry in character.

How big is |_alenth?

Lalenth is roughlg the same size as York.

Can l buy a golem?

ch, but not at character gencration‘ You must acquire the necessary resources in game.

Can my character bcgin the game addicted to an iucgal substance?

Yes.

Can| snort lalenthrium? [Yes, thisis a Frcqucntlg asked qucstion.]

Trg it, give us a moment to regain our composure and we will then ask you a few questions.



Cl'waracter (seneration

Cl‘laractcr generation is simple‘
S‘CCP 1: Read the bacl(ground‘

StcP 2: (reate a character name, background and name.

Exam/o/c‘: Ca/ Larksong /s a tenderfoot [Junstman about to g0 t/7roug/7 her rite of initiation at the
/\/cvcrn{g/zf Festival. She was born into a )[am/'\/g of, A/Dot/lecaries and learned from them a love of
the natural world. 5/76 uses her abilities to range the Waste/anals /oobhg for rare herbs for her
Parcnf’s Pot/ons. 5/76 /70/065 one c/aﬂ to tind a new herb that can form a basis for a cure for the

/4 Jtered.

Stcp 3. [~ ach character is allocated 24 Points to spend. These are to be 5P|ft between skills,
Posscssions and attributes. At this stage you may bug a character Package. Point costs and
exPIanations are detailed on the ?o”owing pages and appear in this order: Fackages, Attributes
and Ski”s, E_ciuipmcnt and Tl‘arcad Weaving‘ T hread Weaver characters will need to hold some
Points back in order to bug rituals. Please note that to Purchasc rituals you must already have
bought the Noble House Package and the Academg Package. Ang spare Points can be converted
to leaves, the monetary unit in | alenth. One Point converts to two silver leaves.

/:— Xam/o/c: /: or Ca[ / buy the /L7’unt5man /oacéage for seven Po/nts. / then Purc/lase the skills
C/?l'rugccg, Bal/l'stics: Arcﬁcrﬂ and Melee ~ 5//75/6 handed axe and Doa/gc, all ats/mp/c Jevel

7 his costs a further c{g/lt /30//7t5. She has nine /Do/m‘s Jeft so | decide to raise her Arc/zery Jevel to
Advanced. | convert her remaining Po/m‘s to leaves for cc;'u/pmcnt giving hera total of 1 go/a/ Jeaf

and two silver.

Stcp 42 Spcnd you character’s leaves in order to cquiP yourscllc.
Vi xam/:)/c: /45 her free weapon choice she takes the 5/}75/6 handed axe and 5Pcnds her money on a
short bow and twcnzy arrows. 5/76 then has two silver leaves left over to take to the event. /\/ota

great deal so she my have to find a way of rising funds.

As your character becomes more expcricnccc{ their skills will become better honed and thcy will

learn new ones. F|ease turn to the back of this section for the rules on character advancement.



Artificer Character Fackagcs

|n Artificer you are not requirecl to adhere to any sct parameters, save those requirec{ }39 the
sctting, when crcating you character. Thc Packagcs that follow are based on the main character
tgpcs described in the background‘ Tl’l@ on13 characters for which you must bug a Package are
Threac{ Wcavcrs. Thcsc rcquirc the Purchasc of both the Noblc Housc Packagc ad the

Acac]emg Pacl(age.

Noblc Houscholc] ~Great Six

Furchasing this Packagc gives you the bluest of blood lines. Flease sPecilcg which )Camilg you wish to
be a Part of.

Fackagc cost: 12 points

Kesources: At character creation two gold leaves and at each 1Co”owing event, a further gold leaf.
Wealth starting level: 10

Retinuc: In order to Plag amemberof a Great Houscholcl you must have four Plagcr character
retainers who are either members of 3our1cami15 or non- nobles. T hese could be bodgguards, valets,
ninja maids and hangers on or if they are nobles, simply a circle of friends. Please note, to represent
the cost of cc{ucating a Thrcac{ Wcavcr, onlg one per group is Pcrmittec].

EquiPmcnt: Ancestral home in the inner circle and all of life’s luxuries.

Free skill: Litcrac3

Noble Household ~ Minor House

Flease submit a historg oucgou house, incluc{ing the reasons Forgou noble status and a description
o]cgour coat of arms along with your character sheet. F|agers with this Package may enter the
Acadcmy of Thread Weavers Provic{ing thcg are third generation nobih’ty. Please ensure that the
minor house backgrouncls fit in with the feel and l’lfstorg of | alenth. We will Point out anyjarring
inconsistencies.

Fackagc cost: 10 points

Resources: At character creation you will have one golc{ leaf and nine silver leaves and after that
ten silver leaves at cach event.

Wealth starting level: 9

Retinue: Minor nobles must also have a retinue. Thcg must be accompanicd }33 two other Pcop|e,
who are either members of their Familg or non~nobi|it3 if t}']eg are not a thread weaver or four if t}ﬁeg
are a thread weaver. Duc to the costs of traim’ng a Threac{ Wcavcr onlg one per group is
Pcrmittccl.

Equipmcntz A Iargc house in the city’s ZHd circle.

f:rcc skill: Literacy

-rl';c ﬂrcacl Wcavcr’s Acaclcmg



F|agers Purchasing this Package must have alrea&y Purchasec{ one of the two “Noble r‘louseholc{”
Packages. After this Package is Purchased a characteris considered to have been given a basic
knowlcc{gc of Thread Wcaving.

Facicagc cost: Points‘

Kcsources: You have access to the Acadcmy librarg at all times.

Equipmcntz | alenthrium focus.

Acaclem3 restrictions: Noble bloodlines must be established for two generations in accordance
with the 176 Act.

Ranks: Novitiate, Alumni, | _uminaries, Proconsul.

A]cl'n:mists Guild

F|agcrs who have Purcl‘nasecl this Packagc have been trained to the Ac{ept standard.

Faclcagc cost: 8 Pointa

Rcsourccs: At character generation you have one golc{ leaf and three silverleaves and then seven
silver leaves.

Wealth starting level: 7

E_quipmcnt: Standard alchemical cquipmcnt and one lore scroll dctailing one of the Fo”owirxg:
\/fper’s Caress, Vulcan’s [Fire and Arcesflaus’ Draugl’ut. [Forinformation on gaining more than one
of these rcciPcs} see the section on ski”&] You also have access to the guiH Iaboratorg‘

Guilcl rcciufrcmcnt: Untila guilc] member reaches the third rank tl’leg are required to live in the
gui|c”‘|a” due to the scnsitivitg of the information thcg are taugl‘wt‘ T}‘ncg are also bound }Jg a strict

cuncew.

Frcc skill: Alc!’lemg
Guild skills: Litcracg and Pallistics: Black Powc{cr.
Ranl(s: Novice, A&ept, Master and Ar‘ti{:fcer‘

T‘wc APot]ﬁccarics Guilcl
Members of this ouild receive specialist instruction in the arts of healing and potion making.
g P ) P S
Facl(agc cost: 8 Points.
Rcsourccs: At character generation you will have one gold leaf and three silver leaves then at cach
g Y g
Fo”owing event seven silver leaves.
Wealth starting Jevel: 7
E uipment: [Jerbs are supplied by the suild. You will also have one scroll chosen from the
qup PP y the g
following: Potion of (Good Rest, Potion of Mnemosyne and Balm of | ilies [for information on
g Y
gaining more than one recipc, see the section on ski”s].
Guilcl requircmcnt: Pacifism. No member of the guilcl may ever knowingly harm another or lift a

weapon unless it is in order to protecta Patfent‘ T}ﬁeg are not Permitteé any weapons training.

Free skill: [ erb | ore
Guild skills: [First aid and Chirurgerg.



Kanlcs: Cl’lilcle, Sister/Brotl’ler, Mother/r:ather and Gran&mother‘/GrandFather.

The Craftsman’s Cauild

This gui|c1 encompasses all those who Pcr‘Form skilled work with their hands; from tailors to
carPcntcrs.

Faclcagc cost: 8 Pointa

Rcsourccs: At c!‘xaractcrgcneration you will have one golc{ leaf and three silver leaves and then
seven silver leaves at ecach event after that.

Wealth starting level: 7

E_quipmcnt: An cquiPPcd workspace aPProPriatc to the individuals craft and the gui[c{ seal in order
to prove members!ﬁip.

Guilcl rccluircmcnt: Tithe, to support gui]cl members in trouble and an oath sworn to protect a guilc{

memberin need.
Frce skill: Craft (Plager sPeciFiec{)
Guilcl skills: Apprafse or additional ( raft skills.

T he Merchants Guild

T his is an essential Package for those wis!’ling to make a success in the Autumn [Hall and the world
of commerce.

Facl(agc cost: 8 Points.

Rcsourccs: At charactergcneration you will have one golc{ leaf and three silver leaves and after
that seven silver leaves per event.

Wealth starting level: 7

Equipmentz A commerce license and trac]ing Prcmiscs.

Guild rcquircmcnts: Auc{itable accounts that must be Presenteci upon request of the Auéitor at
twent5~{:our hours notice.

f:rcc skill: Literacy

Guilcl skills: Appraise and a one Point reduction on the cost of Purchasing an additional level of
Wealtl’\.

Ranks: (lerk, Patent [Holder, Officer, Auditor.

The 5miths Guild

Thisisa l‘nig)‘w status gui]d; one of orxlg two to handle lalenthrium.

Fackagc cost: 8 Points.

Resources: At charactergeneration you have one golc{ leaf and three silver leaves then seven silver
leaves at each Fo”owing event.

Wealth starting level: 7

Equipmcntz An cquippcd workshop.



Guilcl rcquircmcnts: Blacksmiths must service militia equipment free of charge (materials Provicled
bg the militiaman).

Free skill: Blacksmith or Jeweller.

Guild 5‘0“ Jeweller or Blacksmith and APPraise.

Kanks; Stokcr, Forgc Mastcr, Mastcr Smith and Bluc Fingcr.

T he Wordsmiths Guild

Tl’lis is the Package for those who wish to make their way as actors, poets, P!agwrights and scribes.
Fackagc cost: 8 points.

Resources: At charactcrgcncration you il have one gold leaf and three silver leaves then at each
Fo”owing event seven silver leaves.

Wcalt}w starting level: 7

Equipmcntz [ ither a scribes kit or a musical instrument.

Guild rcquircmcnts: Members of this guilc{ must present a new work each year at the Nevcmig}wt
]:estival.

Frcc skill: Literac&

Guild skills; Area Know|edgc and Forgcry.

Ranks: Jongleur, Khymester, Silver Tongue, Laureate.

Minor Guild
lﬁjou create a minorguild you must include in your baci(grounc{ a guilcl charter which needs to
include the benefits and restrictions for members. \We warn you that going into comPetition with the
Gireat Ghuilds is risky and you are doubtful to succeed. |~ ach gufH is given a Permit from the Star
(Chamber which is reviewed each year.

Y
Fackagc cost: 5 Points
Kesources and Wcalth level: These will be clcPeﬂdcnt on the nature of the guilcl‘ We will inform
you once we have received a brief Preliminary backgrounc] from you.
Guilcl chuircmcnts: The Star Chamber will requirc the guil& to present its progress report once
a 3ear1cor assessment. |f you do not satisncg them of you progress, the Permit will be withdrawn.

Frcc 5‘41” Subject to aPProval you may sclect one skill at basic level from the skill list, exc|u&ing
Alchemy.

The Huntsmcn

Tl’]e [Huntsmen do not have a strict organisation but are still }'nghly respectec{ and have a hierarchy
within their ranks.

Facl(agc cost: 7 Points.

Resources: At c!’]aractergeneration you will have six silver leaves and then three silver leaves at
cach Fo”owing event.

Wcalth starting level: »



Equipmcntz | alenthrium ward and one free weapon of choice (excluding black Powc{er).

Frcc Slq" Survival
Kanks; Tcndcrpoot, Kangcr, Huntcr, Mastcr of the Hunt.

The Militia

This bocly are resPonsible for the defence of the city and for uPl’loHing the law.

Fackagc Cost: 7 Points.

Resources: At charactergeneration you have six silver leaves and then three silver leaves at each
event that follows.

Wealth starting level: 3

Frcc Sla" You have two Pofnts to spenci on either Melee or Ballistics; Arclﬁerg or Armour.
Equipmcnt; One weapon ora short bow and a set of armour, up to chain mail (this is basic

ecluiPment on|3, no lalenthrium alterations).

Attributes

Attributes are you natural innate abilities. |n Artificer there are three: Mind, Body and Soul. All
of these attributes start at level six. ]Fgou wish to raise an attribute it will cost five Pofnts per level.
Below is the breakdown and dcscriptions of the attributes a|ong with tables showing the effects of
raising or Iowering cach. [f you lower an attribute at charactergeneration you will gain four Points
foreach level clroPPcc{‘ Hease look at the Fonowing tables carcFu”g before c{ecic{ing to lower a

statistic.

Body

T his determines your character’s strengtlﬁ and stamina. A higlﬁ bocig rating increases resistance to
Poison, which is shown in the table below as an acﬁusted kill time.

' Xam/:)/c: [alco A@o/us has a éoa/y of fve. T/ze Poison \///ber’s Kiss takes ten minutes to kil Jf

poisoncc/, I alco would die in C{g/n‘ minutes.

Body Hit points modifier Poison modifier
4: Weakling -1 to all locations -2 minutes kill time
5: Slight -1 to torso -1 minute kill time
6: Average ~ -
7: Athletic - +1 minute kill time
8: Powerful +1 to all locations +2minute kill time
9: | alenthrium (Golem +2 to all location +2.5 minutes kill time




Mind

T he mind is essential to | hread Weavers. |t can extend the duration of rituals and reduces the

casting times. Jt can chcapcn the cost of buying new rituals. |t also determines how well you can

resist the effect of rituals that target you. T!’IC resists column shows haw many times an event you

can negate the effects of a ritual cast upon you. You may use these at any time but Plcasc rolcplay

cm. c attern rating 1s explaine aterin e section on thread weaving.
th h t ting i Pl'dlt'tl—] ti hread ing

Mind Casting time modifier Pattern Modifier Kesists
4. (lever sheeP +10 minutes -2 o)
5: Simpleton +5 minutes ~1 )
6: Average - - |
7: Astute - +1 i
8: (Genius -5 minutes +2 2
9: [nhuman ~-10 minutes +3% 2

Soul

T his statistic demarcates your character’s artistic abilities. An item made by a craftsman with a

Y Y
lﬁigl’ler Soul rating will be more valuable than one made bg a craftsmen with a low Soul rating.
Someone with Appraise can ascertain this and ac{just the value accordinglg. Onlg a craftsman with

a soul rating of seven or above can work lalenthrium into an item.

Sou| may also be used for the Fo”owing effects:

Not Yet!

Soul caninstil a strong will to live. Bg using this ability you can extend you own death count by 5
minutes. | he number of times you can do this perevent is shown in the table below.

Dort leave me!

USing “Dont| cave Me” allows you to halt the death count of another Player. Jt brings them back
to zero hit Points and as Iong as you stay with them until healed, ’cl-lcg will not deteriorate further.
You must sPencl three minutes begging them not to die and te”ing them why theg mean so much to
you. ]n order to do tlﬁis, you must have a strong ]C connection with the wounded cl’uaracter; you
cannot use this abihty on strangers.

T his table shows how many times per event you may use “Not Yet!” and “Don’t | eave Mel” in
relation to your Soul rating:

Soul Dor’t | eave Me Not Yet!
4:Youd drown a kitten. o)
5: Stone-like o
6: Average o i
7:Sensitive i i




8: Passionate i 2

9: lntense 2 3

Soul rating also has an imPact on the value of a Wordsmith’s work:

SOUI

4 Roses are red, violets are blue . . ..

5 Mary had a little lamb, it’s fleece was white as snow,

6 “O}‘l to let the Fancg roam, P!casure neveris at home.”
7 “] have sPrcad my dreams beneath youmccct,

Treac’ soxct|3 because you tread upon my dreams.”

8 «|_ove is not love which alters when it alteration finds,

Or bends with the remover to remove.”

T he table below shows the impact Soul rating has on the value of a smiths work:

Soul Standard of Work Value
4 C}‘neap and cheerful, but don’t expect it to last. -20%
5 Basic but serviceable. ~10%
6 Average: | he lines of your work are good and clean. -
7 You are well known in trade circles for your distinct style. +10%
8 Yourwork is beautiful and 600 years after your death people will still be +20%
imitating your ideas.

A note on rolePlaging: ]Fyou have an attribute that is signhcicantly lower or l’n'gher than the average,
i.e. afour or an eight or nine, it will be obvious from your behaviour. A character with a Body of
four would be in c]anger of breaking a bone from minor falls and as such would be hesitant and
careful in their movements. Someone with a Soul rating of nine would most |fl<elg end their c]ags as

a nervous WI‘CCk inan asylum.

5‘<i”s

Skills are Particular things that your character has a talent for. Tl‘lég are disciplines in which you
are trained and have to sPenc{ time and effort improving‘ There are three levels of skill
advancement; Basic, Advanced and SPecialist. I ach skill has several different sPecialist oPtions
so that you can tailor it to fit your character. You may }Dug more than one sPecialisation. After
charactcrgcncration you may learn new skills by sPcnding action points and then Finding someone

W!’]O can tCaCl’l 3ou IC OHC@ 5ou l’lave cnouglﬁ exPerfence and !'xave Found someone to teach 3OU




inform us oxcyou actions in your downtime sheets. Your teacheris at Iibertg to decide what their
tcacl’n’ng is worth, be it financial remuneration or even a short spcn of indentured service! At the end

of the skill section you will find a table Iisting all skills and costs.

Please be creative with your skills. ]Fﬂou wish to spccialisc inaway that we have not mentioned,

Please feelfree to contact us and if aPProPriate it will be added to the skill lists.

Some skills in Artificer are classed as restricted skills. T hese skills are closelg guarclecl secrets of
the (Guilds and the Acaciemg and are on!g taught to those who are part of said organisations.
T hese skills are difficult to acquirc otherwise, unless you can find someone to teach you who is

wi”ing to risk the displeasure of their elders.

Alcl'\cmy

7 his is a restricted skill and at character generation may on/ﬂ be Purc/mscc/ ég members of the
Alchemists Cuild.

|na Pre~tcc}mologica| society such as | _alenth where the majority of the Population are illiterate,
science is almost as mysterious as thread weaving; none more so than the mysterious science of
alclﬂcmg. At sfmple level this is knowlec{ge of the behaviour of substances and their relationslﬁip to
one another. At advanced levels the alchemist learns how to manipulatc them so skil?u”g that almost
angthing becomes PossiHe. Cost and times taken to Procluce individual Potions will be detailed on

the lore sheets.

5imp|e: T he character has a solid grounc{fng in materials and their Proper‘ties. Tl’leg may identi?g
the alchemical Potions or suggest the effects of unknown mixtures. For two further Points thcy may
also Purclﬁase the Fo”owing reciPes:

Viper's Caress: T his slow acting poison will kill in an hour. T he victim’s skin will turn blue after
around ten minutes of exposure.

Vulcan’s [ire: This is a light red crystalline powder. When a flame is applied it glows with brilliant
white lig}’mt. [f the solution is diluted it will Pro&uce a dense smoke instead.

Arccs/aus’Draug/zt [ark ~e/7~55~/0r56/: This is a truth Potfon that will be effective for 20 minutes.
As a side effect the taker will become ccstatica”y happy and affectionate

Advanced: As the alchemist grows in skill thcg are able to ascertain more information about the
comPosition of otheritems and gain access to a wider and more potent range of reciPes. Theg may
also appb to be taught the rudiments of Cjolem creation. For a further two Point tl‘xeg may
Purchase the Fo”owing reciPes:

\/I/berjs Kiss: This is a fast acting Poison that will kill in ten minutes. Victims appear to be drunk
within 30 seconds of exposure making it difficult for them to communicate their Plight.
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\//Pcr’s Toqguc: This is blade venom. T he blade sliPs through armour as if it were butter. [t causes
excruciating Pain and the victim is knocked to the grouncl.

Solution of the Russet Ploom: T his solution accelerates the Accag of metal. After coming into
contact with it, a weapon or location of armour is rendered useless within 20 minutes.

PDuck’s Bacé: This protects a weapon from acids found in the claws of Nightmarcs and from the

above solution.
Specialisatfons: I fficacious, | ranscribe, Qpick BPrew.

APPraisc

The character can stucig an item and determine exactlg its monetary worth. |t is then up to them
whether or not to tell the truth! APPraise will also give information about the materials used and
their quah’tg, the skill of the maker and very occasiona”g the name of the maker also. T his skill is
essential for all merchants and traders, although alchemists and aPot}ﬂccarics may also find it of use.

T his skill does not have and an advanced level but you may sPecia|ise.

Spccialisations: Jtem, i.e. necklaces, lalenthrium enhanced items, gems, documents and idcntifg

craFtsPerson.

Avrea Knowlcclgc

T}‘ne character defines an area that t}'leg are familiar with, i.e. undcr—levels, The Star Chamber or
the 4}% King. During downtime and before the game begins they will be given information Pertaining
to that local. T his will include local rumours, intrigue and recent haPPenings. Also if you do no wish
to be found during your downtime, it will give cnough knowlcclgc to hide in that area. [Furthermore, if
looking for sometlﬁing SPechCic in that area you will have the advantage. Please note that on13 a
huntsman my select and area outside La|enth.

T here is no advanced level to this skill.

Specialisatfons: Escape artist, underworld, finance (Pre~requisite of Literacy/N umeracg),

Politicsj security, social circle, Par’cicu|ar¥riend‘

Armour

Angone can wear simp|e hide or P|ain leather armour and gain Protection form it but it takes skill
and training to nght with something heavier, gain its full advantage and still remain mobile! T he table
below shows the Pro’cection value of the different types of armour.

5imp|e: Thisis afree skill. You may wear hide or Plain leather armour.

Advanced: You may wear metal armour such as chain and Plate mail.
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Armour tgPe

Protection

Skilllevel requirecl

Hide

+1 hits to torso

Simple

Leather

+1 hits to all locations

Simple

(Chain mail

+2 hits to each location

Ac]vancecl

Flate

+% to each location

Advanced

| alenthrium enhanced

As basic + special

Ac[vancec{

Ba"istics: Archerg

T his skill enables the user to use bows. Pows in Artificer have l‘ligh clamage calls. Thisis to

compensate for their limited use in rolePIag. ]n real 1hce, theﬂ were rapid Fire, accurate, armour

Piercing rangecl weapons that could be fired almost sf!entlfj. | ive action safe bows have a limited

range and are re|ative19 slow to fire. For salcetg reasons Please do not fire into mass melee.

5imp|e: You may fire the bows listed below; P|ease note the stat limitations.

Advanced: (all knockdown with each strike.

WeaPon Attribute requirement Damage Call
Short Bow ~ Double throug}m
Long Bow Bodﬂ 7 TriP]e through

T ower Bow

Bodﬂ 8

Quad through.

Ballistics: Black Fowder

This is the abih’tg to Fig}’mt with black Powcler weapons. T he table below shows the c{amage calls for

each WCBPOI’L

5imp|e: YOU mag usce 8” Forms OF }Dlack POWdCF WCaPOI’IS. IFQOUF CaP ?ires HOUF shot is consic{erec!

to have hit. With the simple level of the skill, your target then decides which location has been

struck.

Advanced: Called shot. |f you hit you may call alocation a[ong with the c{amage, ie. <] orso,

double t!‘xroug}‘n”‘ T his demonstrates your increased abilit9 as a marksman.

Weapon

Damage

Fistol

Double t!‘xroug}‘n

Musket

Qpad through
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E)lacicsmith

This is the abilitg to Forgc metal; creating basic tools weapons and armour. A characters Soul

rating has am impact on the value of your work.
= P Y

Simple: The character may rePair items, has know|eclge of meta”urgg and can iclentixcg the
composition of metallic items. The character can Forge basic items such as Ploug!‘xs, buckets and
strong boxes.

Advanced: Weapon/Armour smith. Given the aPProPriate materials the character can now create
new weapons and armour. | his is norma”y a downtime activity but see aref hcyou wish to do this

duringgame time. (Gifted smiths may now also applg to be taug}wt the secrets of lalenthrium Forgfng.

Specialisations: 5Pechtfc item, stgle, metal Folcling, pattern welc{ing, lalenthrium ?orgfng.

Craft

Thisisa P|ager sPecthed. Speci{:ic lore sheets will be issued Pertaining to each craft that will detail

skill advancement. |n addition to the abilities listed on these lore sheets:
5imp|e: You may create basic items of medium value.
Advanced: You may create items of medium to l‘ligl‘x value that will be recognisecl as your work.

SPeciaIisations: T hese will be listed on character sPechCic lore sheets.

Dodge
Does allows you to succcssFu”g evade an attack that has made contact. Ca” “cloclge” as the blow
strikes and you are counted as having avoided the attack.

5imp|e: One &ocige per dag to be used against melee attacks.

Advanced: One additional dodgc per c{ag to be used against ballistic attacks.
Forgcry
This is the abih’tﬂ to accurately mimic the work of another; beita Worclsmith’s document or a

noble’s l’landwriting.

Simple: Copg a basic document such as a marriage license, patent of nobility or indentured

contract.
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Advanced: You gain enough skill to be able to copy someone’s handwriting or signature and to be

able to recognise otherucorged documents.

SPeciaIisations: Mass Production, stamps, signatures, SPechcic documents, love letters, warrants,

agecl documents.

Chirurgcry

When the nearest aPothecarg is far away and someone’s Ieg is about to drop off chirurgerg can be
a lifesaver. A character with this skill can determine how badlg in)’ured someone is and stabilise their
wounds a”owing them to be moved. Theg canalso Prevent a character on zero from dying or |osing
a limb until an apothecarg can be found. Jt will take them ten seconds to stabilise a wound so timing
is essential. T he c]‘wirurgerist must stay in constant attendance to prevent the wounded party from

degenerating. Flease note: you may not use this skill on 5ourselxc.

Herb | ore
The abilitg to iclenthcg, appb and combine herbs in order to heal sickness, balm wounds and bring

deeP and rest]cul sleeP.

Simple: T}‘ne abilitg to identhcy all herbs and the core ingrec{ients of an herbal solution. Fora
further two Points each theg may Purcl'\ase the Fo”owing reciPes:

/Dot/bn of (ood Rest: A\ combination of lavender and mist |i|9 mixed with honeg and added to a
drink. Within five minutes of taking this a person will fall into a cleeP slumber and remain so until
woken. [f allowed to sleep for 20 minutes theg will regain one hit Point to each location. Please note
this does not stack if the sleeper is left for |onger.

Fotion O[Mnemosyne:/\ blend of rose madoc, neroli and POPPY distilled down to a fine Powder. |f
inha|ec{, the character will Forget the events of the last five minutes.

52//77 o[[_///es: This will comPletelg heal any one wound (i.e. the damage from a single strike).

Advanced: T he herbalist is trusted with far more potent recipes. A character may select one of
these reciPes for free and the others may be Purcl’lasecl for a further two Points each.

Fotion of the 5m011/c/er/}2gf"/eart~ (reated from rose madoc, neroli and Frangipane and blended
with rose water; whoever takes this Po’cion will feel the need to immediate13 express and latent
desires or attractions. | he effect only lasts for half an hour, but this is normally Plcntg of time!
Ornce the potion has worn off, the user develops a terrible headache.

Ba/m of Wholeness: This will comPIete|9 heal any one location. Balm of Wholeness has the side
effect of making the Patient extremelg emotional.

Antidote: Antidote will cure any Poison, including nu”hcging the effects of alcohol.

Fotion of Feace: Anyone taking this potent mix of honeg, POPPY and hgssop will fall into a Pleasant
sleep for eigl’lt hours and will take considerable effort to wake.
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Please note that this is onlg the starting list of Potions. Flease feel free to research you own then

come and discuss it with a Storg Weaver. A lore sheet will be Provided for reference.
Spccialisations: Analgcsic, Psgchotropic, Pain relief, antidotes.

]nvcstigation
Although this is Primari!y a downtime skill there are imPortant in game uses for this skill. You will be
able to read the investigation sgmbo|5 hidden in certain locations.

5imp|e: You will be able to read the green investigation markers.
Advanced: You will be able to read the blue investigation markers.

SPccialisations: Forensics - CorPsc (Pre~rcquisitc, Chirurgerg), Forensics — Ba”istics (Pre~
requisite, Ba”istics) (Crime scene, ]ntrigue, Financial (Pre~requisf’ce Literacg/Numeracg) Faper

c}wase.

chc“crg
T}‘nis abilitg allows the character to create beautiful objccts from Prccious stones and metals. The
characters Soul rating affects the value of the work.

Simp|e: The characteris trained 133 a masterjewe”er to create all manner oxcjewe”erg.
Advanced: Lalcnthrium Forging. Thcjcwc”cr is taught how to work lalenthrium into rings, broaches
and tokens. At this level H’xejewe“er may also aPProacl'x the guild and request instruction in the

construction of Soul nets and wards.

SPecialisation: SPechcic item, Lalcnthrium work, wards and focuses, love gi?ts, imitate stglc.

Litcracg/N umeracy

Without this skill you cannot read or write.
5imp|e: Tl‘ne character can read and write with neatness and accuracy. ])C t)‘weg are a member of the
Wordsmiths Guilc], you will also have been taugl’]t the correct form and wording of the standard

warrants and official documents.

Advanced - [llumination: T he characters penmanslﬁip is exquisite: poets come to you to have their

Poctry Prcscntcd and the Grcat Six aPProach you to draw up their contracts of marriagc.
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Specialisation:s: Ctyptographg, Accounting, LooPhole, Etfquette.

Melee

F|ea5e note that you must Purclﬁase each weapon seParatelg as each requires avery different set

of muscles and skills to wield. Please note that there is no advanced level to this skill howeveritis

Possible Forgou to sPeciaIise. The Fo”owing table shows the cost and clamage rating, and any

attribute requirements.

Weapon

Attribute

Requirement

Damage

Basic cost

Speciahsation

cost

Dagger

Single

[ree

SworcKs}‘nort)

5ing|e

1

Sword(bastard/long)

Single

I

2

2

2

Sword (two handed) Body 7 Double 2 2
Mace - Single i 2

Single handed axe - Single i 2
Double handed axe Body 7 Double 2 3
Pole arm - Single 2 3

SPeciaIisations: Ambic’exteritg (the abf“tg to use your main weapon in your off hand), two weapon
Fighting, shatter, subdue only, dead|9 strike.

Survival

Survival is an essential skill for those wishing to survive outside | alenth. |t may also be emPlogecl to

alesser extent inside the citg.

Simple: T he character can survive in the wilderness Iong enough to find their way back to sa)cetg.

They have an intuit sense of direction and know which of the flora and fauna are edible.

Ac{vance&: The character can hunt man or beast as lon

Pl

Tl’leg can also construct concealed traPs — see a ref on how to do this.

o as the trail is no ore than 24 hour old.

Skill

Thisisa gui]d

or free skill for:

SimPle
510” cost

Advanced
Slan cost

Speciahsations

(at a cost of

5Points each)

Alchemg* The Alchemists ) 5 [ fficacious,
Guild T ranscribe,

Quick Prew

Appraise The Merchant’s % _ Jtem, | alenthrium
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Smiths and
CraF’csman’s Guild

]tems, Gems,

Documcnts etc.

Arca Knowlcdgc Tl"le 3 - Escape artist,
Wordsmiths underworld, finance,
G ld Po]itics etc.
ui
Armour - % ) -
Ballistics: AI‘C}’]CYH ~ b 5 -
Ballistics: Black - ) 5 -
Fow&cr
Blacksmitl’x The Smith’s 3 5 Itcm, pattern wc]cling,
. alenthrium work*,
Guild llenthrium work
Foxding, gun—craf:t
Cra\ct Tl‘}e 3 5 See lore sheets
Craxctsman’s Pertaining to your
G 14 speciﬁc craft.
ui
Dodge - i 3 -
Forgery Tl’]e 3 5 Mass Production,
Worclsmiths stamps, signaturcs,
G Icl warrants etc.
ut
Chirurgerg The b) - -
Apothccarics
(uild
Herb | ore The b 5 Analgcsic,
othecaries sychotropic,
Apothecari psychotropi
Guild antidotes.
Investiga’cfon -~ 3 5 Forensics — corpse,
ballistics, crime scene,
intrigue, etc
Jeweller T}je Smith’s 3 5 Jtem, lalenthrium,
. wards and tocuses
Guild doandf
etc.
Litcracg/Numeracg The 3 5 Cryptography,
Wordsmiths Accountlng,
| oophole,
Guild i
u Etiquet’cc.
Melee - Various Various Two weapon,
ambi&exterity, shatter
etc.
Surviva ~ 3 5 T oxin resilience, city

track,
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Equipmcnt

The Fo”owing tables list the costs of the various types of equiPment your character may need at

cl‘)aractcrgcneration and also give a rough guic{e to the Priccs you can cxPect to pay in game.

Prices are based on the availabilitg of materials and the time involved in their Production The

breakdown of La|en’ch’5 monetarg sgstem may be found at the back of the go|d sheets.

Wcapons

T oadd lalenthrium to an item, add one gold leaf PIUS the cost of the lalenthrium rcquirec{‘

ltcm Cost Item Cost
Dagger 5 silver leaf Shor’c Bow 9 silver leaves
Short Sworcl 10 silver leaves Long Bow i1 silverleaves
(T Se—— i gold leaf Tovar Bow i gold leaf
Two handed sword i golc{, 5 silver leaves Fistol i gold leaf

SPear

8 silverleaves

Musket

i go!d, 5 silver leaves

Singlc handed axe

9 silver leaves

Doublc handed axe

10 silver leaves

Arrows

3 silver leaves for

twent9

Shot and black
Powdcr

3 silver leaves for

’cwent9

Armour

]tem

Cost

ltcm

Cost

Hide Armour

4 silverleaves

Leathcr Armour

8 silverleaves

Chain Mail

i go|d leaf

Plate Mail

2 golcl leaves

| alenthrium enhanced

Chain

4 go[c{ and 9 silver

|eaves

| alenthrium enhanced

F|atc

5 gold leaves

Fotions
Fotions ~ aPothccary Cost Fotions ~ alchemical Cost
Balm of Wholeness 7 silver leaves \/iPer’s Caress 6 silverleaves
Balm of | lies 2 silver leaves \/iper’s Kiss 10 silver leaves
Potion of (Good Rest % silverleaves ViPer’s Tongue i gold leaf
Potion of Mnemosgnc 4 silverleaves \/ulcan’s Fire 4 silverleaves
Potion of the 10 silverleaves Solution of the 8 silver leaves

Smouldering [Heart

Russet Bloom

Antidote

& silver leaves

Ducl(’s back

8 silverleaves

Potion of Peace

10 silver leaves

Arcesilaus’ Drauglﬂt

4 silver leaves
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We remind Plagcr that the members of the Apothccaries (uild all swear an oath of Pachcism. Tlﬂcg
will not sell you a Potion if the believe you are going to use it to ham someone, so on occasion you

may have to be creative with the truth. Alchemists genera”3 onlg ask “Can you afford my Price?”

Trac]csman’s Fees

T}‘nesc are based on the work of a tradesman of average skill. Fleasc note that these are guidclincs

onlﬂ.
Task Fee Task Fee
KePair weapon i silverleaf I scort Wasteland’s 10 silverleaves P!us
cxpedition —~ 1 week 5% cut of finds.
chair armour i silver leaf Nightmarc Bountﬂ i golcl leaf
Add lalenthrium inset % go|d leaves Plus Scribe contract, 2 silver leaves
to weapon or armour materials patent or licence
]:orgc ward or token i go|c| leaf Compose Poem/song 3 silver leaves
Boclg Guarcl -1 i1 silverleaves FerForm Pocm/song 8 copper leaves
week
it outfit 4 silverleaves Design coat of arms 6 silverleaves

Wcalth

To represent their Posf’cion in society each character has a “wealth level”. T his is determined bg
their careers and social Position. You may raise your wealth level by either spcnding three Points at
charactcrgcneration orfour action Points. Jn modern society, the rich tend to stay rich and the
poor Frequcntb remain poor. To represent this, each social stratum has a wealth limit that thcg
cannot exceed. | his prevents a commoner becoming wealthier than a noble. Once you have

reached your social Iimit, tl'leg onlg way to become wealthieris to rise in the ranks also.

F|ease note that your resources per event are calculated after your living expenses. ]Ffjou decide

not to select a character Packagc, we will determine your wealth level dcpcnc{cnt on your

bacl(ground and skills.
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T he table below lists the wealth levels, social limits and monetary conversions.

KC&: g — gold I@a](:, S — silvcr ICaF, C— COPPCF !68?

Wealth Resources at Resources per Stating wealth Maximum wealth

charactergcneration event ICVCl FOF: ICVC] ]COF:

i 2s is F’auper

2 4s 2s

p) 6s 3s

4 8s 45 Militia/Huntsman Fauper

5 iOs 5s

6 g 6s

7 ig 3s 7s Guildsman

8 ig, 6s 8s Militia/[Juntsman

9 ig, 9s 10s Minor Noble

e 2g g Great Six

i1 »g ig, 5s Guildsman

12 +g g

i 5¢ 2g, 55 Minor Noble

14 ég 3g

15 78 4g

Combat

Artificer involves live action combat. T he rules below deal with hit Points, damage and kill times but

below are a few basics that we would like you to read even if you've read them a hundred times

bC]COrC.

i. A” blows must be Pu”ecL Angone rcpcatec”g not Puling blows may be asked to leave the

game.

2. No head shots Pcrmittcc]. An3 blows that accidcnta”g land on the head will no be counted.

3. A” weapons and ammo must be saxcctg checked }33 aref before the game. This includes

arrows.

4. Maximum Poundagc onabowis thirtg Pounds. Flease avoid Point blank shots.
5. SPare a t}wougl’lt for short Peoplel Wl’lat may catch you in the shoulder could ncatlg cIiP

your opponcnt round the side of the face.
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Combat calls

Below are listed the calls commonlg used in combat.

Ca” Eﬁcect

“Tl’lrough” This c{amage ignores armour.

“Knockclown” As well as irjuring you the blow causes you to fall down flat onto the
grounc]. You may get up immediatelg but Please lie Fu”g prone first.

“\enom” Ixcgou lose hit Points, this blow causes a knockdown and also excruciating

Pain. 5cream Plcasc.

“Subdue” This kind of blow does not Permanenﬂg harm you but when you reach

zeroin a locatiom you become unconscious for tl‘xirtg seconds.

“Shattcr” This is called against a shield. T he shield is dcstroycd bg this blow and

may not be used again until it is repairecl.

Hit Points

All characters begin with two hit Points Pcrlocation. This may be increased }33 raising the Bodg
attribute or via certain thread weaving rituals or from wearing armour. |f a character wearing armour
is struck the damage is deducted from the armour first. T hese additional hit Points can onlg be
used once; after this the amour is considered to have been damagcd and must be rcpaircd 139 a

smith before it can be used again. Flease note this can be done in game.

Darnagc

To simplifg combat calls, “singles” will not be called. lxc\zjou feel contact and do not hear a call,

assume a sing|e Pofﬂt O{: damage l'uas bcen C{OI‘IC.

Poison does not deal damage as a weapon does: the hit Points do not steac‘ilg decrease as the
Poison takes effect. T herefore using a hit Point restorative such as Ba|m, of Lilics, will not

counteract a Poison.
Pain is an inhibition. Please roleplag your injuries.

llc your character is wounded but cannot find an aPothccary to heal them thcy will heal at a rate of
one hit Point per night, with the limb healing first.

Death and CriPPIing
[fa limb is reduced to zero and there is no chirurgcrist or aPothecarg in attendance, you will die in

ten minutes. lmcyou are healed after the first five minutes the limb is considered to be cripplcc{ andis
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reduced to half its initial number of hit Points. [f alimbis reduced you remain conscious but cannot

do angthing other than crawl and cry for hclP.

]Fgour torso is reduced to zero hit Point you will die in five minutes. ])Cgour torso is reduced to zero

you lose consciousness.

T hread Wcaving

Strcngtlﬂ of Mind

Focusing on the threads takes effort. |t is so taxing that a thread weaver onlg has a finite amount of
time that theg may sPcnd on thread weaving rituals each c{ay. T his time is defined bg their Mind
rating. A charactergains ten minutes of casting time per d33 foreach Point Mind. Your casting
time does not stack i.e. if you cast no rituals one dag that does not mean that you get double
casting time the next. [Jow you use your casting time is up to you. You may either use it to cast one

}Dig ritual or several smaller ones.

Fcr‘:orming a Ritual
Bmcorc a thread weaver can work any complcx rituals theg must attune themselves to the TaPcstry
by using “Ac]ore the Tapestrg”. Tl’lis ritual onlfj needs to be done once per c]ag and many thread

weavers Pchorm it as soon as thcy wake each dag.

T}‘ne TaPestrg is fickle and many factors affect rituals. \When you cast a rituaL your Mind is
compare& to the Soul of the target. [fitis equal or l’]igher the ritual will succeed.

Rituals

A table at the end of this section details the cost of these rituals. T he system mechanics will be
described in the lore sheets givcn to thread weaver Plagcr characters. Flcasc note that the rituals
listed below are the genera! ones taugl’lt in classes at the Acac]emg. Df{:mcerent teachers may know
different rituals and you may rescarch other rituals of many different levels in the libraries as
downtime actions. You must know at least two rituals from a Icvc| before you may Procccc] to the
next (cxclucling Adore the TaPcstrg), This sgmbolises the need to master the incrcasinglg difficult

tCC]’TﬂiqLJCS }DC'FOI‘C 30[1 mag Progrcss.

Novitiate

Aclore the Tapestrg: Using theirfocus a character meditates for a few minutes and alfgns with the

tapestry. | hey become aware of its vibrations and may begin to work more com lex rituals. T his
pestry Y Y beg p

ritual must be carried out before any others can be used and is the first taught to Academy

novitiates.
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Frag: By P|ucl<ing the threads as one would a harp string a thread weaver can cause it to s|ow15
dccag. Objects slow|3 become weaker and individuals sicken more easi|3 and feel shivers down their
spines.

Watcl’ncul Eges: A lens is bound to a thread a”owing the caster to guard a thread. ]Fthc thread is
tamPcrcd with, the lens will mist over. [f it breaks, the lens will crack.

Whisper: [f the weaver has link to a person, theg can send a short message via the threads. ] his
must be a sing|e simplc notion. | he target will hear the casters voice from behind them.

Rituals Alumni

Delicate | oom: [Flease note, this long and delicate ritual is Primarily for use in downtime] By
twisting the threads togetl’ler a weaver can engineer strange coincidences and meetings. Agroup of
People may }Jegin to meet sceming|9 }35 chance or a certain objcct might kecP turning up in
someone’s possession.

| odestone: USing this ritual a thread weaver can create a “compass” that will Point toa sPeciFic
person or object.

Silence: A thread bound across the mouth renders a target mute for the duration of the ritual.
Strcngthcn Weave: T his simP|c ritual extends the duration of other rituals.

Rituals Luminarg

Jnterlace: T his ritual allow a persons pattern to be interlaced with that of an animals or other
material. T he weaver must have a strong Personal link to the target to do so without inadvertentlg
clamaging their pattern, but if successful a target may become as swift as a deeroras touglﬁ as an
oak.

Renew: USing this ritual a weaver may Puri1C9 water and food and purge a body of Poisons.
Sanctuargz 53 braiding the threads around t}wem, a thread weaver may Protect themselves and
others close 135 from some forms of Pl’xgsical harm.

SCVCI": This ritual allows the thread weaver to clamage the threads to such an extent that PeoPle
and P|accs lose their connection to the world. Feoplc may be sudclcnlg shunned, businesses may

lose their customers and objects that have held for years sud&enly fall aPart.

Ritua[s Froconsul
At this level the thread weaver becomes as PowerFul as the guilcl leaders. Tlﬁese rituals are close!g
guardcc{ secrets that deal with the golcm and other such mgsterics.

Title Level Points cost Casting time
Ac{ore the TaPestrg i Free 5 minutes
Frag i 2 1O minutes
Watchful Eges i 2 i 5 minutes
Wl‘n’sPer i 2 i 5 minutes
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Delicate | oom 2 4 25 minutes

| odestone 2 4+ 30 minutes
Silence 2 4+ 25 minutes
Strengthcn Weave 2 4 15 minutes
|nterlace b) 6 45 minutes
Renew b) 6 25 minutes
Sanctuarg 3 6 25 minutes*®
chcr 3 6 45 minutes

* Casting time can vary for this ritual dcpendent on circumstances as outlined in lore sheets.

(General Notes on Fcriod and (Genre

Genre

Artificer is a low ?antasg game of black Powc{er, intrigues and subtle magic. This game is for

persons of 18 years and over as it will contain adult themes.

Period
| alenth’s architecture and fashion draws mainlg on Pritish and E_uropcan Iﬁistorg between the i Zth
and i 6H1 century. Jts teclﬁnological level is rouglﬁlg the same era, with the cxception of the black

Powdcr, which in Lalcnth is a rclativel9 new discovcrg‘

Charactcr Advancement and [Downtime

Action FPoints

Foreachevent you attend and hand in a downtime sheet you will receive three action Points. lgyou
fail to hand in a downtime sheet your downtime will be wasted and you will onlg receive two action
Points. Action Points can be spent to }Juy new skills and raise attributes. Thcy can also be made to
create additional Potions and solutions or to create sPechCic crafted items or tojoin expedftions
into the wastelands or investigate Particular events. | he table below show some cxamp|es of

downtime actions and costs. | hese arejust afew examples and you are in no way restricted to

them.
Action Cost
| earn a new skill with a teacher See skills table
(reate an additional Potion or alchemical solution. i action
Follow a line of investigation and gather information. -3 Points
(reate an additional item. i pofnt
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Socialise! i Point
Join a wastelands expec]itfon. 2 Points
T each a new skill i Pofnt

| earn anew ritual See ritual table

Downtime
When writing your downtime sheets you need to give us as much information as Possiblc about an
action. You need to include details of the other characters involvcd, your methods and any

Pertfnent items or skills used.
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