Character Creation Summary

Initial Preparations:  Power Level & Points

A. Begin by referencing the Point System Chart (page 28).  If not already chosen, the GM must assign the starting Power Level of their game campaign now.

B. For reference as you build your Character, make note on a scrap piece of paper the Character Points you may spend, as well as the Max. Characteristic ranking you may have.

C. For reference as you build your Character, make note on a scrap piece of paper the Ability Points you may eventually spend.

STEP #1 :  Know the Story

A.  Have the Gamemaster detail the storyline of the kind of game you’ll be playing. 

B. Based on what the GM tells you, fill out these areas of the Character Sheet:  Lineage, House, Nationality.

C. Discuss the type of character you wish to play, and how your character relates to the other players’ characters, their past, and the story as a whole.

STEP #2 :  Choose Your Profession

A. Ask the GM if there are any limitations concerning the Caste you should be for the campaign you will soon be playing, as it determines which Professions you will soon pick from.  Additionally, the GM should now mention any other specific professional restrictions (i.e. what roles you should consider playing for the game) that you should note before proceeding.

B. You should now choose your profession from the Character Archetypes section (starting on page 33).  You may choose up to three, if you wish, as long as your reasoning why is allowed by the GM (generally they should be professions from the same Caste and Social Standing, though there may be fictional exceptions).

C. Once you have chosen your profession(s), write your Caste on your Character Sheet.  Additionally, in the Advantages section of your character sheet, write “Caste:”, followed by the particular caste under which your current profession falls, followed by the number “1”.  This reflects the current value of your Caste as an Advantage (described later).
D. Now, write your Social Standing on your Character Sheet.  This reflects your status among members of your own Caste.  

E. Note the Initial Skills you get on your Character Sheet by filling in the diamonds to the left of named Skills, and writing the number of Skills you may choose (if any) beside the appropriate column category.  Later, in Step#9, you will be allowed to choose these Skills, purchase even more Skills, and finally assign values to each, which are used when you perform them.

F. Subtract the Ability Point cost of the profession(s) from the number of Ability Points you were given to build your Character.  If you wish to decrease the cost of your profession, you may subtract skills from that profession.  Each subtracted skill causes the profession to cost one (1) less point.

STEP #3 :  Choose Your Jenu

A. Think about an animal that you’d enjoy being; one that you believe would make a good character that you’d like to play.  The many varieties of mammals are called Vajrah.  Birds of all kinds are known as Paksin.  All reptiles and amphibians are the Sarpah races.

B. Look in the appropriate section of the Animal Templates (Paksin, pg. 52-64, Sarpah, pg. 65-77, or Vajrah, pg. 78-98), and choose an Animal Template that most closely matches the animal you wish to play.
C. Each section of your chosen Animal Template should be read, and these directions followed:
POINT COST- Subtract the Character Point cost for the base values of the Template from the total Character Points given during Initial Preparations, then subtract the Ability Point cost for the base values of the Template from the total Ability Points given during Initial Preparations.
DESCRIPTION- Read your chosen Template’s description, noting any particular quirks or details you’d like to incorporate into your character.
CHARACTERISTICS- Write down the base values of the nine Characteristics from your chosen Template on your character sheet.  Write them lightly, since these numbers may change later according to other directives.  The ranges noted after them on the Template indicate the full upper and lower ranges allowed for that animal type in general, and you should write them on your character sheet as well, beside the current Characteristic value.  Regardless of future directives, your Characteristics may never go beyond their particular ranges, unless allowed or required by the GM.
INITIAL BUILD RANGE- Choose from the various Initial Build types noted in this section of your chosen Template.  Your choice may have an effect on you current Characteristics.  This list of all Build Types denotes the changes you should now make to your Characteristics based on your choice from those listed on your chosen Template.  (NOTE: Your chosen Build Type can also later affect your character’s weight.  You will be reminded later to refer back to this section when writing down your character’s final weight)    

  Muscular – Much heavier, but a great deal stronger and somewhat more agile than average: (modify current Average Weight x 2, and also add 2 to your Strength and 1 to your Agility, subtract a total of 3 as desired from any of the other Characteristics)

  Obese - Much heavier, but sadly somewhat weaker and a great deal less agile than average: (modify current Average Weight x 2, and also subtract 1 from your Strength and 2 from your Agility, add 3 as desired to any of the other Characteristics)

  Stocky – Somewhat heavier, but also somewhat stronger than average: (modify current Average Weight x 1.5, and also add 1 to your Strength, subtract 1 as desired from any of the other Characteristics)

  Plump - Somewhat heavier, but sadly less agile than average: (modify current Average Weight x 1.5, and also subtract 1 from your Agility, add 1 as desired to any of the other Characteristics)

  Average – Has an average weight, strength, and agility for their type: (no modifications required)

  Slim - Somewhat lighter, but also somewhat more agile than average: (modify current Average Weight ÷ 1.5, and also add 1 to your Agility, subtract 1 as desired from any of the other Characteristics)

  Skinny - Somewhat lighter, but sadly somewhat weaker than average: (modify current Average Weight ÷ 1.5, and also subtract 1 from your Strength, add 1 as desired to any of the other Characteristics)

  Lithe - Much lighter, but also somewhat stronger and a great deal more agile than average: (modify current Average Weight ÷ 2, and also add 1 to your Strength and 2 to your Agility, subtract 3 as desired from any of the other Characteristics)

  Gaunt - Much lighter, but sadly a great deal weaker and somewhat less agile than average: (modify current Average Weight ÷ 2, and also subtract 2 from your Strength and 1 from your Agility, add 3 as desired to any of the other Characteristics)
AGE RANGE- Depending on what the GM allows or requires for the campaign they are choosing to run, pick your character’s current age from within the appropriate range in the age category that applies to you, and write that age on the character sheet.

HEIGHT RANGE- Choose your character’s height from the appropriate height range, according to the age category that applies to you, writing that on your character sheet.
WEIGHT RANGE- Lightly write down your weight range on your character sheet, under “Weight”, according to your age category.  Later, you will also note your true total weight once you finish assigning your Characteristics in Step #4.
ANIMAL ABILITIES- On your character sheet, copy the Animal Abilities listed on your chosen Template, as well as their values.  These values represent a number of dice rolled to perform these abilities (though there are exceptions) and may change later based on further directives during character creation.
TALENTS- On your character sheet, copy the Talents listed on your chosen Template, as well as their values.  These values represent a number of dice that may be added to a dice roll when performing other abilities (though there are exceptions) and may change later based on further directives during character creation.
DRAWBACKS- On your character sheet, copy the Drawbacks listed on your chosen Template, as well as their values.  These values represent a savings already included as part of the Template cost, and also represent a dice penalty when making rolls that may be effected by the Drawback.
STEP #4 :  Assign Your Characteristics

A.
You may now take your remaining Character Points (after having purchased your Animal Template) and “buy up” your current Characteristics as written on the Character Sheet.  Each Character point expended will raise a Characteristic by one point.  Characteristics may only be raised within the limited ranges allowed by the Animal Template, and can be raised no further than the Max. Characteristic ranking allowed by the Power Level set by the GM.  You must use all of your remaining Character Points at this stage.  Adjust your Characteristics on your character sheet to reflect these changes.

B.
Now calculate your current Weight using this formula:   Height x Height x Height + Strength +Agility = Average Weight in lbs.  Once calculated, modify it in whatever way indicated by BUILD TYPE (pg. 51), and you will have your character’s actual weight.

*Please note, at no time may any Skill, Animal Ability, Talent, or Advantage have a value greater than 12.

STEP #5 :  Assign Your Animal Abilities

*In general (with a few exceptions), the value assigned to your Animal Ability represents a number of dice you will roll when attempting to perform it.

A.
The complete Animal Abilities List (starting on pg. 101) shows their Ability Point cost (already paid for when you purchased the Animal Template), and their descriptions, which you should now read, concerning those you already have.

B.
With the exception of these four Animal Abilities, Amphibious, Body Armor, Body Pouch, and Protective Lids, you should now adjust the value of each Animal Ability that came with your Animal Template (which you should have already written on your character sheet) to match the current value of the Characteristic to which it is Linked (see the table on pg. 101).  

C.
You may now choose to either keep the value of your Animal Abilities at their current levels, or to “buy them up” with some of your remaining Ability Points.  With the exception of these three Animal Abilities, Amphibious, Body Armor, and Protective Lids, the general cost of raising an Animal Ability is 2 Ability Points per 1 point of increase.  Neither Amphibious nor Protective Lids have a value to raise, and the Body Armor value is raised at a MUCH higher cost (please read its description for cost and other restrictions).

D.
Finally, if you are discontent with the Animal Abilities included in your Animal Template, you may now attempt to convince the GM to allow you to either purchase more, or get rid of some you possess.  This is generally discouraged, unless the specific animal you have chosen has abilities not represented on the generic Animal Template, or if you have a good reason your character doesn’t have such an ability.  If allowed, refer to the Animal Abilities List (starting on pg. 101) for initial costs (to either buy or subtract), assign any purchased ability’s value (equal to its Linked Characteristic), and then buy it up further (if desired) with Ability points.

*Please note, at no time may any Animal Ability have a value greater than 12. 

STEP #6 :  Assign Your Talents

*A Talent score is NOT used in the game as a role to be made on its own, but as a number of dice that you may ADD to a dice-pool for the purposes of making some Action roll that might be aided by having that particular Talent.
A.
The Talent List (pg. 110) shows the Characteristic Link for each Talent and their varying Ability Point cost (already paid for the ones that may have come with your Animal Template).  Following this table are the descriptions for all the Talents, which you should now read concerning those you already have or may wish to purchase.

B.
All purchased Talents (except Toughness) start off with a value of 1.  You may now choose to either keep the value of your Talents (if any) at their current level, or “buy them up” with some of your remaining Ability Points (except Ambidexterity and Toughness).  The value of a Talent may never exceed that of its Linked Characteristic.  It costs 2 Ability Points to raise the value of most Talents from a 1 to a 2, 3 more points to raise them from a 2 to a 3, and 4 additional points to go from a 3 to a 4, etc.

C.
If you have chosen to have the profession of a Sir’hibas of ANY kind, or wish to use Ritual Magic in the game, you must now purchase the Sir’hibas Talent.  Its initial Ability Point cost is equal to your current Essence, and this Talent will have a starting value of 1, unless you choose to buy it up further.  Please read its description now.

D.
You may now purchase more Talents if you wish.  See the Talent List (pg. 110) for the Initial Cost (in remaining Ability Points), and then read the Talent’s description to understand how it can be used.  Buy the starting value of 1 higher, if desired, and then write the Talent and its value on your character sheet.

*Please note, at no time may any Talent have a value higher than its Characteristic Link.

STEP #7 :  Assign Your xe "Drawbacks"

xe "Talents:Talent List"

xe "Talents"

xe "Advantages"Advantages

*An Advantage score is NOT used in the game as a role to be made on its own, but as a number of dice that you may ADD to a dice-pool for the purposes of making some Action roll that might be aided by having that particular Advantage.

*In addition, the numeric score of an Advantage should also represent, in some way, the perceived fictional “worth” that the particulars of the Advantage represent; perhaps the quality or richness of a Resource, the value or number of Allies or Retainers, the degree of Fame, etc.
A.
The Advantage List (pg. 117) shows the Characteristic Link for each Talent and their varying Ability Point cost (already paid for, in the case of Caste).  Following this table are the descriptions for all the Advantages, which you should now read concerning your Caste or any others you may wish to purchase.

B.
All purchased Advantages start off with a value of 1.  You may now choose to either keep the value of your Caste at its current level, or “buy it up” with some of your remaining Ability Points.  The value of an Advantage may never exceed that of its Linked Characteristic.  It costs 2 Ability Points to raise the value of Advantages from a 1 to a 2, 3 more points to raise them from a 2 to a 3, and 4 additional points to go from a 3 to a 4, etc.

C.
You may now purchase more Advantages if you wish (assuming you and the GM have an understanding as to how it will fit into the current storyline of the campaign.  See the Advantage List (pg. 117) for the Initial Cost (in remaining Ability Points), and then read the Advantage’s description to understand how it can be used.  After consulting the GM, you can buy the starting value of 1 higher, if desired, and then write the Advantage and its value on your character sheet.

*Please note, at no time may any Advantage have a value higher than its Characteristic Link.

STEP #8 :  Assign Your xe "Drawbacks:Drawbacks List"Drawbacks

*The number associated with any Drawback you may choose (see the Drawbacks List, pg. 122) represents two things, the number of Ability Points you get for choosing it (or Story Points if taken during game-play), AND the dice penalty taken from any roll made in-game that would be adversely affected by the nature of the Drawback (as explained in the Drawbacks description). 

A.
The Drawbacks List (pg. 122) shows each Drawback and its Story Point Value.  During Character Creation, this value is the number of Ability Points you will receive for choosing to take that particular Drawback.  If you are considering taking any Drawbacks, please carefully read their descriptions that follow the list, discussing them with the GM if necessary, to help you decide if that Drawback is something you are willing to play.
B.
Once you have chosen your Drawbacks (if any) write them down on your character sheet, along with the numeric penalty that you must apply to any rolls pertaining to them (and specific descriptions if necessary).  Additionally, you may now add a number of Ability Points, a positive number equal to the penalty, to your remaining number of Ability points you have left to spend on finishing your character.
C.
If, while purchasing your Skills in the next Step, you realize that you need more Ability Points for Skills, you may come back to this step and take more Drawbacks if you wish.  You should be cautious, however not to take more than you are willing to have affect you in the game, since the GM is encouraged to employ them all against you at some point.

STEP #9 :  Assign Your xe "Skills:Knowledge Skills"

xe "Skills:Craft Skills"

xe "Skills:Performance Skills"

xe "Skills:The Skill List"

xe "Skills:Basic Starting Skills"

xe "Skills:Basic Starting Skills"

xe "Skills:Basic Starting Skills"

xe "Skills:Basic Starting Skills"

xe "Skills"Skills

*The value of a Skill (its dice pool) is based on the Characteristic it is linked to, and can sometimes be augmented by additional dice from an appropriate Talent or Advantage (subject to GM approval).
A.
 First, take note of these Basic Starting Skills that all beginning characters have (see following list).  These Skills were not included with the professions, cost no Ability points to purchase, and each have a starting value of 3.  Each Skill on this list should be noted on the Character Sheet (by filling in the diamond-shape to its left), and by writing the value of 3 in the space to its right.  At this time, if the value of any Basic Starting Skill is less than its Characteristic Link, you have the option of spending a single Ability Point to raise that Skill to its full linked value.  Once game-play begins, however, you may no longer buy up these Skills in this fashion (see Buying and Raising Skills During Game-play, pg. 134).         

·
Brawling

·
Camouflage

·
Climbing


·
Convince

·
Dodge/Block

·
Language (Native Tongue)

·
Regional Knowledge (Home City)

·
Religion (General Knowledge, All Faiths)

·
Search

·
Shadowing


·
Stealth

·
Throw

·

And finally, choose any single additional Skill that you think fits into your character concept, as long as it has a good fictional explanation approved by the GM.

B.
You may now refer to any numbers you may have written down earlier at the top of the columns, beside the three categories of Skills (Performance, Craft, and Knowledge).  These numbers (if any) represent how many Skills you may now freely choose, from that particular category, as a part of the Initial Skills that came with your profession.  Once you have chosen them, fill in the diamond to the left of that Skill.

C.
Each of the Initial Skills that came with your profession (including those that you just chose during sub-step B) should now be given a starting value equal to their Characteristic Link.  Write this value in the blank to the right of each of these Skills on your Character Sheet.  This represents the number of dice you roll to perform that particular Skill.

D.
Before purchasing any other Skills, let’s consider Magic Ritual, Martial Arts, and the general combat related Skills.  If these Skills didn’t come with your Character Archetype (profession) or get chosen as your additional Starting Skill, and you wish to have some or all of them, now is the time.  If you wish to perform either Magic Rituals or Martial Arts in the game you must first determine whether you will be using either the “basic” rules (detailed in Steps #10 and 11, Basic Compendium), or the “complex” rules (detailed fully in Chapters I and II of the book “Magic and Martial Arts”).  If using the “basic” rules, simply move on to the next sub-step “E”, purchasing either Magic Ritual or Martial Arts according to those guidelines.  If using the “complex” rules, purchase either Skill using sub-step “E”, but then immediately refer to the book Magic and Martial Arts, carefully following the detailed instructions for purchasing each specific Magic Ritual and its Disciplines (pg. 11), or each specific Martial Art Style and its Maneuvers (pg. 62), before returning to this book to purchase any other Skills and completing the rest of this Step.  In either case, if these Skills were included in your profession, you needn’t pay any points to buy them, but you may have to spend more on them if using the “complex” rules.  For Martial Arts, either basic or complex, assume that any melee or missile weapons used (not valah, suthra, or animal abilities) can be wielded using the Martial Arts dice unless otherwise noted under the specific Style or Maneuvers in the  “complex” rules.  For all other general combat related skills, it’s important to understand them before purchasing them in the next sub-step.  The Melee, Brawl, and Missile Skill are for those who haven’t purchased, or who don’t always wish to use, their Martial Arts.  Melee is hand-held weapon combat, Brawl is unarmed combat, and Missile is standard projectile combat.  The Valah Skill is for those who wish to fire guns or cannons, and the Suthra Skill is for those who wish to use the native, living insects as weapons and armor.    

E.
Now you should seriously consider purchasing additional Skills (see the Skill List, pg. 135, and their following descriptions) to expand your character’s abilities.  Skills may be purchased in one of two ways:  (1) Spend 1 Ability Point and get the Skill at a starting value of ½ of its Characteristic Link, rounded up…..or… (2) Spend 2 Ability Points and get the Skill at a starting value equal to it’s full Characteristic Link.  Once purchased, note them on the Character Sheet and fill in their appropriate value.

F.
You may now choose to either keep the value of your Skills at their current level, or to “buy them up” with some of your remaining Ability Points.  At this point, any Skill whose value now is less than the value of its linked Characteristic may be raised with Ability Points, point per point, till it reaches the value of its Characteristic Link.  Once the Skill value is equal to or higher than its Characteristic Link, then the player must expend 2 points (Ability or Story) to raise the Skill value one point above its Characteristic Link’s current value, 3 more points to raise it to two above its Characteristic Link, 4 additional points to raise it to three above, and so on.  You may only increase Skills more than one point at a time now, during Character Creation.
G.  Finally, you should erase any marks you may have made in the diamond shapes to the left of your Skills.  These will be used later in the game to indicate when you have used a Skill successfully, letting you know that you may be able to buy an increase in its value, if you desire.

*Purchasing a Skill in-game costs 1 Story Point, and gives you that Skill at a starting value of ½ of its Characteristic Link rounded up, indicating that your abilities begin as those of a novice.

*Please note, you may only increase Skills one point at a time during game-play, and then only once per game session (at the most).

*#1.  When increasing the value of Skills that are less than their Characteristic Link (i.e. less than your character’s Characteristic value which that particular Skill is linked to), they may be increased one point for every Story Point spent till they reach the value of their Characteristic Link.  Once the Skill value is equal to or higher than its Characteristic Link at any given time, then the player must expend 2 Story Points to raise the Skill value one point above its Characteristic Link’s current value, 3 points to raise it two above its Characteristic Link, 4 points to raise it three above, and so on.

*#2.  The easiest way to raise Skill values, however, is to raise the Characteristic values to which they are linked.  As explained under STEP #4 (Assign Your Characteristics), raising a Characteristic by one point immediately raises all linked Skills and Animal Abilities by that same amount, up to the maximum Skill and Ability limit of 12.

*Please note, at no time may any Skill have a value greater than 12 unless allowed by the GM under legendary, and no doubt incredible, fictional circumstances.

*For easier reference while looking through the descriptions, Skills are listed in alphabetical order after each category heading.  Performance Skills begin on page 136, Craft Skills begin on page 144, and Knowledge Skills start on page150.

STEP #10 :  xe "Filling Out Notable Aquaintances"

xe "Filling Out Story Points"

xe "Filling Out Combat and Martial Styles:Martial Styles"

xe "Filling Out Combat and Martial Styles:Special Attacks"

xe "Filling Out Combat and Martial Styles:Weapons"

xe "Filling Out Combat and Martial Styles:Combat Skills"

xe "Filling Out Combat and Martial Styles:Stamina"

xe "Filling Out Combat and Martial Styles:Armor"

xe "Filling Out Combat and Martial Styles"

xe "Filling Out Mystic Disciplines"Filling Out Mystic Disciplines

*There are essentially two ways that magic can be dealt with in the Dárdünah game, using either the basic rules offered here in the Basic Compendium, or the more advanced and in-depth complex rules, which include specific Ritual and Discipline descriptions offered in the separate book, “Magic and Martial Arts”, located in the chapter on Magic.
A.
If the GM has chosen to use the basic rules for ritual magic, and your character desires to be able to use magic in some way, you should have already purchased the Sir’hibas Talent, and the Skill called Magic Ritual should have come as one (or more) of the Skills included with your profession, been chosen as one of your Basic Starting Skills, or purchased as an additional Skill in Step#9, part “E”.  Now it is time to review The Four Basic Types of Sir’hibasi (pg. 157), find the type that suits your choice of profession or character concept, and write down the name of the Ritual designated at the end of the description in the Mystic Disciplines section of the character sheet (If your profession listed more than one ritual, or you choose to purchase more than one, pick two of the types to represent your rituals).  To the right of the Ritual, under Dice, write the value of your Magic Ritual (its dice pool number), which should correspond to the value already indicated for that ritual under the Skills section.  This number should always reflect the value of this particular Magic Ritual Skill itself, and should be adjusted as the corresponding Skill is raised.  You must have one specific Magic Ritual Skill for every Magic Ritual you possess, and their value can vary as each particular skill is raised individually.  To avoid confusion, note the ritual type in the parenthesis beside the Skill as well.  Under Disciplines/Descriptions, feel free to describe the ritual based on the description about the type of sir’hibasi who use it, and by asking the GM what types of things they think could be accomplished within that ritual.

B.
If the GM has chosen to use the complex rules for ritual magic, and your character desires to be able to use magic in some way, you should have already purchased the Sir’hibas Talent, and you should have already been directed to reference the book “Magic and Martial Arts” to choose the type of Magic Ritual(s) you have (coming from your profession, chosen as one of your Basic Starting Skills, or recently purchased in Step#9, part “E”), and to augment them with various Disciplines bought using even more Ability Points (in addition to the initial Ability Points already spent for the ritual itself).  It is now time to write down the name of the Ritual(s) you possess in the MYSTIC DISCIPLINES section of the character sheet.  To the right of the Ritual, under Dice, write the value of your Magic Ritual (its dice pool number), which should correspond to the value already indicated for that ritual under the Skills section.  This number should always reflect the value of this particular Magic Ritual Skill itself, and should be adjusted as the corresponding Skill is raised.  If you wish, you may purchase more than one Magic Ritual for your character.  You must have one specific Magic Ritual Skill for every Magic Ritual you possess, and their value can vary as each particular skill is raised individually.  To avoid confusion, note the ritual type in the parenthesis beside the Skill as well.  Under Disciplines/Descriptions, list the specific names and general data (taken from the book “Magic and Martial Arts”) pertaining to each Discipline that came with, or you have purchased for, that particular ritual, so that you may refer to it more easily when using it during the game.

C.
Lastly, just because you may specialize in specific rituals doesn’t necessarily mean you can’t have a general understanding of how any given ritual magic functions in a practical manner.  If you wish to be able to generally assist another sir’hibas while performing a ritual that you do not know (by following the rules of Assistance, pg. 20), then you must purchase yet another Magic Ritual Skill (using two Ability Points), name it “general” in the parenthesis, and assign it a starting value equal to your Essence (as with any purchased ritual).  You may then use this Skill when attempting general magic other than the rituals you have already purchased, and may increase this Skill as you would any others.

*As with any attempts at using an unknown Skill, practicing the magic of an unknown ritual may only be attempted using ½ of the character’s Essence rounded up, unless they are assisting, or being helped by, an experienced sir’hibas, in which case they may use their general magic Ritual Skill, if they have it.  Purchasing a Magic Ritual in-game costs 1 Story Point (plus the cost of any Disciplines purchased, if using the “complex” rules), and gives you that particular Ritual at a starting value of ½ of the character’s Essence rounded up, indicating that these new Ritual abilities begin as those of a novice.  This value may be raised, as with any Skill, one point at a time, at the cost of one Story Point per point raised till it reaches its full Characteristic Link, at which point it may be raised normally.  This represents continued training till the student has achieved a level of satisfactory competence. 

STEP #11 :  Filling Out xe "Animal Templets:Creating New Animal Templates"

xe "Animal Templets"

xe "Suthra"

xe "Combat:Ship to Ship Combat"

xe "Combat:Ship to Ship Combat"

xe "Combat:Ship to Ship Combat"

xe "Combat:Ship to Ship Combat"

xe "Combat:Simplified Combat"

xe "Combat:Mass Combat"

xe "Combat:Rolling a Botch"

xe "Combat:Rolling Your Number of Actions"

xe "Combat:Determining Inividual Initiative"

xe "Combat:The Location Maneuver Table"

xe "Combat:Recovery Table"

xe "Combat:Recovering Lost Stamina and Characterisitics"

xe "Combat:Recovering Lost Stamina"

xe "Combat:Effects of Combat-Related Damage"

xe "Combat:Effects of Combat-Related Damage"

xe "Combat:Effects of Combat-Related Damage"

xe "Combat:Effects of Combat-Related Damage"

xe "Combat:Effects of Combat-Related Damage"

xe "Combat:Effects of Combat-Related Damage"

xe "Combat:Special Tactics"

xe "Combat:Use of Skills"

xe "Combat:Use of Skills"

xe "Combat:Use of Skills"

xe "Combat:Use of Animal Abilities"

xe "Combat:Using Animal Abilities"

xe "Combat:Actions"

xe "Combat:Actions"

xe "Combat:Actions"

xe "Combat:Actions"

xe "Combat:Actions in Combat"

xe "Combat:The Effects of Talents"

xe "Combat:The Role of Characteristics"

xe "Combat:The Basics of Combat"

xe "Combat:Weapons of Dardunah"

xe "Combat:Weapons of Dardunah"

xe "Combat:Weapons of Dardunah"

xe "Combat:Weapons of Dardunah"

xe "Combat:Weapons of Dardunah"

xe "Combat:Armor Types"Combat and Martial Styles

A. When filling out the COMBAT area (consisting of combat statistics as well as weapons) let’s start with STAMINA, which is normally your Vigor + Will x 2, unless you have the Talent Toughness, in which case it is Vigor + Will x 3.  Either way, calculate the final number and fill in the blank to the right of the equation.  Just below STAMINA, there are slots where you should record numbers (rounded up) that represent 2/3rd your full Stamina and 1/3rd your full Stamina, and you will notice that they each correspond with a penalty number.  These penalties are applied to all rolls whenever CURRENT STAMINA reaches that number or lower, and represent the body and mind of the character beginning to fail as it suffers more and more damage.  The CURRENT STAMINA box (directly below) should be filled lightly so that it can be changed and adjusted during combat and healing.  As circumstances dictate you should change Current Stamina as necessary to reflect the health of the character, leaving the “full” Stamina figure alone so that it may be referenced.  Full Stamina generally only changes if the Characteristics linked to it change, or if Toughness is purchased later in the game.  The Stamina value is the number of damage levels you can take before you become unconscious when your Stamina reaches 0.  If damage continues to occur until you reach –10 Stamina, your character dies.  There are several factors that might cause a continuing loss of Stamina such as severe bleeding, disease, and other events that will need to be carefully monitored and recorded in the spaces provided below CURRENT STAMINA.  The ARMOR section represents the combination of any natural Body Armor you may possess (an Animal Ability) combined with any constructed armor you own and wear.  The difference between the two types of Armor is that natural Body Armor, as part of the body, is not limited by Strength, whereas, worn armor may only have a maximum value of half your character’s Strength, rounded up, before it begins causing penalties to your base Agility.  The total Value of each, added together, is what you may subtract from damage levels taken each time you are successfully hit, unless otherwise noted under the specifics of the attack, or source of damage.  Decide on the type of armor you wish to wear (if any) from the choices offered by the GM, according to constraints allowed by your own strength, your caste, or perhaps issues of affordability (see the section on Armor, pg.??? for further details).  Living Suthra Armor, for example, can only be worn by Sunborn or higher caste, and should require the Advantage of a specific Resource to possess.  Once you have decided, write the name of the armor in the blank provided, and its numeric value (the number of damage levels it absorbs per hit) to the right.  Copy any Body Armor you have as well in the next space, noting its value also.  The CURRENT ARMOR box, directly below it should be filled lightly in with the total of these numbers so that it can be changed and adjusted after combat and armor repairs (worn armor loses 1 level of value after each combat in which it took hits, and must be repaired to have its full value restored).  For Melee, Brawl, Missile, Martial Arts, Valah, and Suthra, merely copy the value associated with that same Performance Skill into the space to its right.  Martial Arts, in particular, is meant to represent your general Martial Arts Skill (if you have it), not any one particular Martial Style.  These numbers should always match the values of their associated Skill.  For “Other”, you may use this space to remind yourself of any Natural Weapons Animal Abilities or other special attacks you may have, noting the value to the right.  Below COMBAT, the WEAPONS area can be filled in with the names of the weapons you carry or own, and though you may certainly use the exotic names shown with the illustrations (starting on pg.???) you should probably also designate what they are (pistol, crystal sword, amber dagger, etc.) to avoid confusion during the game.  To the right, under Range, designate smaller, hand-held weapons as “S” for short range, medium-to-large weapons as “M” for medium range, and missile/valah weapons as “L” for long-range.  This may help avoid confusion during combat.  In the “Special Attacks/Adjustments” area, feel free to list any strange weapons or new types of attacks or attack adjustments that may affect you after combat, or under special circumstances.        


B. If the GM has chosen to use the basic rules for martial arts, and your character desires to be able to use martial arts in some way, the Skill called Martial Arts should have come as one of the Skills included with your profession, been chosen as one of your Basic Starting Skills, or purchased as an additional Skill in Step#9, part “E”.  You should have already noted the value of your Martial Arts Skill in the appropriate place in the Combat Section of your Character Sheet.  This number should always reflect the value of your Martial Arts Skill itself, and should be adjusted as the corresponding Skill is raised.  When using the basic rules for martial arts, you will have no need to fill out the Martial Styles area of your Character Sheet, and you will only be referencing the general Location Maneuvers Table (Basic Compendium pg. ???, as well as on the back of the Character Sheet) when using your Martial Skill. 

C.
If the GM has chosen to use the complex rules for martial arts, and you imagine your character to be a trained martial artist, you should have already been directed to reference the book “Magic and Martial Arts” to choose a particular Martial Style to represent the Martial Arts Skill you have (coming from your profession, chosen as one of your Basic Starting Skills, or recently purchased in Step#9, part “E”), and to augment it with various Martial Maneuvers bought using even more Ability Points (in addition to the initial Ability Points already spent for the Martial Arts Skill itself).  It is now time to write down the name of the Martial Style(s) you possess in the MARTIAL STYLES section of the character sheet.  To the right of the Style, under Dice, write the value of your Martial Style (its dice pool number), which should correspond to the value already indicated for that Martial Art under the Skills section.  This number should always reflect the value of this particular Martial Arts Skill itself, and should be adjusted as the corresponding Skill is raised.  If you wish, you may purchase more than one Martial Style for your character.  You must have one specific Martial Arts Skill for every Martial Style you possess, and their value can vary as each particular skill is raised individually.  To avoid confusion, note the Martial Style name in the parenthesis beside the Skill as well.  Under Maneuvers/Descriptions, list the specific names and general data (taken from the book “Magic and Martial Arts”) pertaining to each Multi-Maneuver that came with, or you have purchased for, that particular Martial Style, so that you may refer to it more easily when using it during the game.  Also note, when using a particular Martial Style, you will use the specific location maneuvers table associated with that style, as opposed the using the general Location Maneuvers Table on the back of the character sheet. 

D.
Lastly, when using the complex rules, just because you may specialize in specific Martial Styles doesn’t necessarily mean you can’t have a general understanding of basic martial arts.  If you wish to be able to perform Dárdünah’s more general martial maneuvers, thus using the general Location Maneuvers Table (Basic Compendium pg. ???, as well as on the back of the Character Sheet), then you must purchase yet another Martial Arts Skill (using two Ability Points), name it “general” in the parenthesis, and assign it a starting value equal to your Agility, your Strength, or a combination of both divided by two and rounded up (see the Martial Arts Skill description).  You may then use this Skill when attempting general martial maneuvers other than those associated with the specific martial style(s) you have already purchased, and may increase this Skill as you would any others.  Additionally, having this general Martial Skill allows you to mix any maneuvers from the general Location Maneuvers Table with those of your specific Martial Styles during the same combat round (normally not allowed).

STEP #12 :  Filling Out xe "Story Points"Story Points

A. At this point in the Character Creation process, you should have now spent all the Ability Points you need to spend to buy all your character’s various attributes.  You were only given so many by your GM to do this based on the Power Level of the campaign they intend to run, and most players have used them all up at this stage, simply because some things are “cheaper” to purchase during initial character generation.  However, once all the purchasing is done, if there are ANY Ability Points remaining from your allotted amount that have gone “unspent” they should now be recorded in the xe "Story Points"Story Points section of the Character Sheet, at the bottom of the second page.  Simply fill in the number of bubbles corresponding to the number of points you had left over, and you’re done with this Step!

STEP #13 :  Filling Out Notable Acquaintances

A.  In NOTABLE ACQUAINTANCES, under Player Characters, write each player’s name, followed by the name of their character, then their character’s jenu (the animal they play), and finally, any notes that might remind you of any useful information pertaining to them during game-play, such as their particular specialties, there profession, quirks, a tidbit of their history, etc.

B.  In NOTABLE ACQUAINTANCES, under Contacts and Enemies, write the names of any important NPCs (non-player characters) that your character might know at the very beginning of the game, especially any who represent specific Advantages (such as allies, contacts, resources, retainers, etc.), or Drawbacks (such as enemies, hunted, dark secret, etc.) having to do with individual people you may need to deal with.  Beside each name briefly describe them and the circumstances surrounding their importance to your character.

STEP #14 :  Final Touches

A. Dárdüni inhabitants LOVE to adorn their bodies, their fur, their feathers, and their scaly hides, with all manner of colorful, intricate, and identifying markings and works of art.  Does your character have any strange or unique tattoos, dyed designs, branding patterns or other distinguishing marks on their body?  How visible are they?  Fill in the answers to these questions in the section on the front of the character sheet called “Tattoos / Brandings / Distinguishing Marks”.

B. Every jánah is different, and depending on the lives they have led, and the trials and tribulations they have dealt with, each of their personalities would tell an intriguing story of their own.  Does your character have any specific personality traits, quirks, or interesting habitual mannerisms that should be noted for the purposes of role-playing?  Fill in the answers to this question in the section on the front of the character sheet called “Habitual Mannerisms”

C. Dárdünah’s cultures are varied and wondrous to behold, and few things demonstrate this more than the beautiful and different types of clothing, dress, and garb that they wear on a daily basis.  What would your character dress like on a day-to day basis?  Would they enjoy the luxury of colorful flowing silks, or the rugged uniform of official service?  Are there special clothes you wear to indicate your loyalties to those you serve, that should be described to people who see you?  Fill in the answers to these questions in the sections on the front of the character sheet called “Common Attire” and “House Dress”.

D. No jánah is without a past.  And nothing helps to fuel a storyline like an intriguing history to draw from.  What are the most prominent and interesting details concerning your character’s background?  Are there dark secrets that you protect that may one day be brought to light?  Have you been an explorer of many nations?  Are you fully aware of your own mysterious origins?  And by what means did you come to develop some of your most treasured skills?  Fill in the answers to these questions in the section on the front of the character sheet called “Background”.

E. And finally, on the Dárdünah Item List (found at the end of the book), on another sheet of paper perhaps, or in an unused section of your character sheet, you should start to list the things that your character may own.  These are the items, equipment, and tools-of-the-trade they may have at their disposal.  Does the character reside in a place conducive to their profession?  What items would mean the most to them?  Do they own property?  Do they have wealth?  Are there servants that care for their needs?  Or do they, themselves, see to the things they must buy, keep, and care for?  Those who have a working knowledge of the healing arts may keep supplies of herbs, medicines, and other natural remedies on their person.  Someone who works with suthra may keep small amounts of feed handy, carry little baskets to capture small creatures they find, or possess bridles, tack, harnesses, and grooming equipment for herd suthra or riding beasts.  A sculptor would certainly carry about them the tools necessary to carve and shape the media in which they work.  And incense makers, apothecaries, and herbalists alike would all have at their disposal samples of the very things they peddle, and certainly the supplies they need to make them.  For the purposes of generating a number to represent money they may have at hand or in their purse at the start of the game, a simple way to calculate it would be to take the value of their Caste Advantage and multiply it by their Wit score.  This would generate a small number of dalán (crystal coins worth about $5.00 or so).  A method like this could also be used to extrapolate a daily, weekly, or monthly stipend for their character (if deemed appropriate or necessary by the GM).  Carefully consider such questions, do a bit of research pertaining to the profession you have chosen, either in the World Guide, online, or in a public library, then fill in the Dárdünah Item List with the GM’s approval.

