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Chapter 1

1879 PLAYERS GUIDE

Introduction

In an alternate history, the British Empire controls not only much of the
Earth, but a Portal through the fabric of space and the new world beyond. Expansion
into the Gruv has resulted in war with the Samsut, descendants of gabylonians who
crossed through their own Portal thousands of years ago. The British have steam,
steel, and rocket-propelled rifle rounds. The Samsut have railguns, contragravity, and
technology that allows them to raise the dead as shock troops. Some of the gaurid
tribes encountered have been friendly, some distant, and some actively hostile. The
economic and political repercussions of the Portal and the Gruv have changed the
situation on Earth radically. And then there’s Looking Glass Fever, and its stran ely
altered victims, and the possibility that Western science may not be able to ex %ain
everything that has become possible since the Portal opened. If ever a world, or
two worlds, needed dauntless heroes, men and women of extraordinary abilities and

steely nerve, this would be that golden moment. A bit steampunk, a bit pulp, and
a bit magical, this is the world of 1879.

Conflagration

Thunderous explosions shook the rapidly dﬁintegrating factory. The five adventurers dodged
falling debris and gouts of flame as best they could as they fled the wrath of the owners. The Sons
of Thoth had been using the factory to build illegal armaments. The adventurers had a warrant




INTRODUCTION

from the Crown to put a stop to it. Neither
seemed to deter the pursuit. A massive steel vat
gave momentary shelter from a burst of heavy
gunfire, but only for as long as it took for the
cultists to find their way round to a clear line
of fire.

Garvin, the former Confederate officer,
let off a round in return from his pistol. His
long rifle was somewhere the wrong side of the
enemy, left with its bayonet stuck in one when
it had run out of ammunition. “I've only got
two rounds left in Bessie!” he called to the
others, then gave a satisfied nod. “But they’re
down by one more.”

“What have you got left?” Hampton-
Smythe asked of the rest. He'd emptied his pepperbox pistol in a single, but well-placed, volley early
in the pursuit, taking down the cult’s high priest. He'd also lost his hat and scarf in the confusion,
leaving his evening wear, already unsuited for such an enterprise, entirely out of line.

Betty shook her head. “Nothing offensive, sorry." The American engineer held up a large
spanner off her toolbelt. “Unless they get close enough for me to use this.”

“You know | loathe guns," Kelvin replied laconically, with a glance at Hampton—Smythe over
the top of his stylish purple glasses. “Give me an Engine and | can make it sing God Save the
Queen whilst tap-dancing, but weaponry just isn’t my field.”

“What about you?” Hampton-Smythe demanded of Vyshinsky.

The Russian spread his hands in a gesture more Gallic than Slavic. “Used what I had making
the factory go boom.”

His words were punctuated by a loud report from nearby, and Garvin went down, clutching
at his shoulder. Bessie skittered across the metal catwalk, striking a few sparks as the gun clattered
past Kelvin and went sailing off into the depths of the mechanisms below.

“Shift!” cried Hampton-Smythe, taking a defensive position with his sword cane, as if a few
feet of cold steel would defend them from hot lead. Betty and Kelvin each took a side, got Garvin
up to his feet, and more dragged than guided him onward.

“Come on, Vyshinsky!” Smythe ordered. “What are you staring at?”

Vyshinsky glanced up from his momentary examination of the fabric of his lab coat with a
start. “Oh?” A bullet whined off the handrail near him. He glanced round. “Right.”

“Take him!” Betty ordered Hampton-Smythe as he caught up, and dropped her share of
Garvin on the gentleman. She attacked a large bolt nearby with her spanner and a quick spurt of
penetrating oil. Vyshinsky blinked at her, seemed to come back from somewhere else, then moved
to the strut on the far side.

“Pardon me being a little crude,” he said to Betty, then hawked and spat on the bolt
anchoring the opposing strut. “Ashes to ashes, dust to dust, in the end all things will rust,” he
intoned. The bolt began flaking away.

Betty gave her bolt a hard smack with the flat of her spanner, and it flew out of its hole.
The catwalk sagged precariously. She spun away and ran to rejoin her team, followed closely by
the Russian.
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“Neat effect,” she gasped between breath

"Simple ... invocation ... entropy," Vyshinsky managed, not being quite as used to physical
effort as the engineer.

Then the catwalk behind them collapsed with a welter of screams and curses as their pursuers
fell into the machinery below.

They caught up with the other three at a cul-de-sac in the piping and conveyor belts that ran
throughout the building. Kelvin had a belt around Garvin's shoulder, trying to get a tourniquet
above the wound, but wasn’t finding any purchase for it. Hampton—Smythe started to ask something
of Betty and Vyshinsky -

But was drowned out by a terrific roar and a crashing of metal. All turned to see a massive
automaton clambering out of the wreckage of the catwalk’s collapse. Bits of its armor plating were
torn away, exposing damaged gears and sparking wires, but the ten-foot-tall fighting machine, and
the man inside, were still mobile, still hostile, and still in pursuit.

“Oh bloody hell,” Hampton—Smythe sighed. “And the evening was going so well.”

“Detach that!” Vyshinsky ordered Betty, pointing to a brass strut. Betty shrugged, switched
her spanner for a hacksaw, and started cutting.

The automaton clambered up over the edge of the catwalk, the metal underneath it groaning
alarmingly, and started toward them.

Vyshinsky, meanwhile, had gral)bed the edge of a vibration mat from in front of a nearby
hydraulic press. “Hampton—Smythe, assistance,” he barked.

“What have you got in mind, putting out a welcome mat for it?” Hampton—Smythe asked,
helping to drag the mat, a heavy, two inch thick rubberized carpet, over to the middle of the walkway.

The Gatling barrels on the automaton’s right arm whined as they spun up to firing speed.

“Need this,” Vyshinsky replied, snatching Hampton-Smythe’s pocket square from his coat.

“T say!”

Betty gave a yank, l)reaking the strut loose, and tossed it to the Russian. He glanced down at
it and the pocket square, gave a determined sigh and stepped onto the mat. “Everyone, not to touch
metal!” he ordered. He gave a few quick strokes to the strut — odd time to be polishing the brass,
Hampton-Smythe thought — then aimed it at the automaton and barked out a chant.

“Coulomb, voltage, ampere, watt, vivens lux esse fiat!”

A searing blue arc leapt from the end of the strut to the automaton with a clap of thunder.
The brilliant light struck into a gap in the damaged machine’s armor, finding its way back out in
cracks elsewhere, accompanied by flame and smoke and small explosions. The fighting machine
staggered, thrashed, then toppled over the railing and plunged to ruin on the factory floor below.

Vyshinsky sagged, dropping down to his knees. The others paused, blinking away the
afterimage, trying to hear through the ringing in their ears.

“I say, old man,” Hampton-Smythe finally managed. “If you could have done that all along

Vyshinsky shook his head, gratefully accepting Betty's offered help back to his feet . “Very
dangerous to do without proper apparatus. Much chance of electrocuting all of us.” Then he held
up Smythe’s pocket square. “Good thing you are such proper gentleman, carry silk and not linen.”
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INTRODUCTION

From “Down The Rabbit Hole: A Histor}/ of the

Grosvenor Portal, with Notes as to its Eftects on
- the Empire, and Discussion of the New World
5_‘5 Beyond

“Here, today, we ensure that Pra/cssor Grosvenor's sacrifice was not in vain. Here, today,
by his cfforts we open the way to prosperity and wealth untold. The United Kingdom now has
vnimpeded traverse to a New World, one that lies not across an ocean and weeks away by sail,
but across the boundary of the universe and yet only minutes away By the power of steam.”

- HRH Albert, Prince Consort, dedication speech, HM London and Alice ﬂai/Wa/

“Ta the year c/ our Lord 1879, in the foﬂ/-sccona' year of the reign of our beloved Queen
Victoria, we stand upon the chc of tremendous events, but whether we are at the border c/
a new land or the brink ¢f a precipice is yet to be determined”

— Alexander Kobert Cbmpbe/[—/oﬁnston, FRS, private letter to Prime Minister Benjamin
I Disraeli

The Eighth Wonder of the World, the Gateway to Hell, the Door of Opportunity, the Portal
to the New World - which of these titles really suits the Rabbit Hole the best?
|! | So much has been made in the popular press of the Grosvenor Portal, more commonly
:i referred to as the Rabbit Hole, but what is it really? What does it mean to the British Empire? To
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properly understand both the Rabbit Hole and its effect upon both our world and the new, careful
consideration of the background to these events is required. Permit me to start with a few entries
from the diary of the late Professor Oswald Grosvenor, to which I have been granted access by the
kind permission of Her Majesty’s Bureau of Scientific Intelligence and the gracious intervention of
the Home Secretary. We mere mortals may never understand the Professor’s thinking — indeed,
many of his peers remain baffled by his work - but perhaps we may gain an inkling of his
motivations. Certainly, anyone who has questioned the Professor’s faith may find evidence within
these entries that he never once sought to displace our Lord from the pinnacle of creation, but
instead, like so many other scholars in Christendom, sought to draw closer to understanding the
miracle of Creation.

From Oswald Grosvenor’s Diary. Monday 4th Janvary 1875,
A rather sleepless night. Some echoes of Reverend Green's fine sermon from yesterday

morning have been rcvcrbemling around my mind, agitating me to a state o/ constant
Wakcﬁl/ncs.s y Ange/s truly be His messengers, fave | inadvertently stumbled ypon access to
their realm and hence to The Lord ﬁimseﬂ?

Little did [ think when studying the extraordinary research of Faraday, Thomson and that
French fellow that by combining their thoughts and then rethinking them from the base level

[ could happen upon something so momentous!

From Oswald Grosvenor’s Diary. Wednesday 20th Jonvary 1875

This aﬁcmoon [ set up the apparatus once more, in the exact same conﬁgumtion. The cf/éct
on this occasion lasted almost four seconds. I could not discern any movement, but again /
had the distinct fecling that I was privy to events not of this carth. If I could find a way to
apply more power [ am certain that the result would prove most usgful Surel/ 1/ 1 continve,
1 will witness them again.

From an interview with Stephen Bellamy concerning events of TﬁyLqu 18th February 1875.
The Antipholys had docked that morning, cartying an exceptionally fine cargo which would
sell at the very top rte - a celebration with friends seemed the order of the day!

[ called round ot Oswald’s, as he had been absent from the club those past ch weeks.
Upon enquiring, however, nobody seemed to have seen him. [ was admitted by his young

assistant Hem}/, who assured me that my absentee ﬁiena’ was not deceased as [ wiyly implied,
but had merely been extremely busy. So busy had ke in fact been that he had barely vacated
his laboratory of lute.

Oswald seemed Jc/lgﬁlcd to see me, but | was rather taken aback by his disheveled
appearance. | commented that if he was determined to remain a bachelor for the remainder of
his daps then he had struck ypon the perfect fashion!

The basement room was a jumbled mess of steel rods and coils and such a confusion of
cords that it scemed they had spilled from some giant ltalion’s dinner plote. I asked what in
the Lord's name he was doing, and he summoned me stand with him on a thick rubber mat
near a vacant area at the centre of this array. He pointed at the space before us and bade me
watch. [ replied with cotﬁ/slon, as there was notﬁing special to see, but he swlﬁl/ silenced me
and pulled on some brass handlles that were arranged upon a large cabinet at his side.
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The air around us seemed to vibrate and | become aware of a constant humming of a low
register. There were sparh’ngs and flashes amongst the metalwork, and just as [ was considering
a hasty retreat, the air befare us begzm to shimmer and became opague.

Sya'den//, as f someone had wiped a cloth across a misted window, the air cleared once
more, but what [ saw in its wake was no /onger Oswald’s untidy room, but a a’isarming vista
of ro//ing green grass, with the suggestion of mountains in the far distance. Oswald became
extremely excited, crying ‘you see them, you see them!” Two human-like ﬁ'gures fhad appeared
from the /c_?ﬁ in the middle-distance. Their movement was not that of any man, however; they
were ﬂ/ing with Iarge, gmcq(l/l wings. I was dumbstruck. Almost as soon as it had beglm,
however - the hills, the mountains, the creatures - bc:gan to dissipate, and shrank away to a
fine point.

[ remember remarking “Good God man, what was that?” and Oswald rc‘p/}/ing “Not God
Himself, but it is my belicf that you just witnessed two of His angels. Surely that must be the
E/}'sium Flelds o/ Heaven; have you ever seen a land so beautlfu/? " It seems that Oswald had
spoken to several spiritvalists, and his conviction that he had discovered a means to connect
with the afterlife had become an unshakeable belicf.

1 trust my eyes as much as the next mon and [ know what [ saw, but [ cannot rationalise it

This was some sort o/ scientific experiment, but to me it may as well have been magic.

Oswald kept sﬁa,('ing my hond and babb/ing about his theories. I withdrew my flask and,
with rather tremb/lng hands, took a /arge swig of the gooa' stuff

Oswald would not come with me to the club so I left him calling for Henry to find more
copper fifaments.

Twenty-five years after the great Crystal Exhibition of 1851, when the world gathered to
marvel at the achievements of the British Empire, the Queen formally opened the gates to the next
generation of technological wonders. Commencing on the first of May, 1876, the Silver Exhibition
set forth before the eyes of the world all of the advances of the past quarter century. The wheelchair-
bound Prince Albert, owing his life to British medical science after a coach wreck and subsequent
illness twenty years previously, had spent two decades carrying forward the royal commands and
monetary support that the Queen had originated in her desperation to save her husband. The results
put the United Kingdom multiple steps ahead of the rest of the world in the fields of medicine,
manufacturing, chemistry, agriculture, and the new science of electricity.

[n the latter study, no scientist had won more acclaim that Professor Oswald Grosvenor.
Many of his fellows openly admitted that they barely understood most of his work, being so far
advanced beyond their own. No less of a light than Charles Darwin said of him, “his brain seems
to function in an altogether different fashion from his fellows... I suspect that there is nobody alive
who could honestly follow his train of thought.” Grosvenor approached the Exhibition Committee
in September of 1875, with a request to perform a demonstration of — well, the Committee wasn't
quite sure what it was he intended to demonstrate, but it all sounded so very impressive.

The Parade Ground at Hyde Park, directly across the Serpentine from the Crystal Palace,
was originally proposed but members of the Committee raised concerns about the safety of the
equipment involved. Prince Albert, a great admirer of the Professor’s work, intervened, and offered
the open space between the Royal Naval College and Flamsteed House in Greenwich Park. The
Committee agreed with His Royal Highness, seeing that the proposed location was far enough
from the City proper for safety, but close enough for a day’s trip for the demonstration. Professor
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Grosvenor likewise agreed, saying that the proximity to the Royal Observatory and the Greenwich
Meridian both would be auspicious. As it turned out, the power requirements alone pushed the
demonstration off by a full month, what with all the extra cable that had to be laid to the site.

Thus, on the first of ]une 1876, after the crowds attending the Silver Exhibition had watched
men unloading and setting up vast amounts of equipment, some of it mystifying and other bits
frankly terrifying, the spinning discs up on metal poles somehow reminiscent of Mrs. Shelley’s
novel, Professor Grosvenor began the grand experiment that was to so change the world. The
apparatus sparked and crackled, a tension slowly built in the air — and that was it. For the entire
day, nothing more happened. Oh, men ran about and checked dials and threw levers and adjusted
knobs, and an ominous hum began to build, like the world’s largest basso profundo warming up for
his solo, but of the promised miracle there was no sign. Nor was there the day after, nor the day
after that, and the crowd moved on to other, more immediate amusements.

The morning of the sixth of ]une dawned grey, the sky leaden and ruddy. Sailors at the
Docklands expressed misgivings to their superiors, who watched the glass falling and ordered delays
in casting off. At the Silver Exhibition, parasols gave way to umbrellas as rain threatened, but the
spirits of the crowd continued undampened. At the Grosvenor apparatus, a small group of lesser
dignitaries and military officers had gathered, as the Professor had guaranteed that the power build-
up was finally sufficient to “open a window and see into the next world”. Bets as to whether the
apparatus would actually do anything at all, or explode in a spectacular fireworks show, were being
laid on at approximately equal returns. None of the bets included the possibility that Nature, in the
form of the gathering thunderstorm, might intervene.

At 15:02 Greenwich Mean Time, two minutes after Professor Grosvenor gave the order to
engage the final phase, with the apparatus ramping up to a tooth-aching whine, lightning struck
the central pylon. The flash blinded the onlookers. The shockwave bowled them over like ninepins.
Military officers present at the event later expressed surprise to be still alive to take cover, as an
explosion of that magnitude normally shredded anyone nearby like cabbage for slaw. No shrapnel
flew from the apparatus; quite the reverse, as it turned out. The blast wave demolished several nearby
kiosks, resulting in the only death among the spectators, that of a young boy who had been selling
apples.

What follows is a transcript of the Grosvenor Recording. This text has been reproduced in the
popular press often enough that every schoolboy could recite it, but it bears inclusion here as being
the only account of the events transcribed at the time of the occurrence. The American inventor
Thomas Edison’s new phonograph, a device that records and plays back sound, had been admitted
to the Silver Exhibition, nominally a display of British technological prowess, on the condition that
the device was put to use by the Exhibition staff, recording the sounds of the event and descriptions
dictated by journalists from the more respectable Fleet Street establishments. Mr. Henry Jarvis
of the Standard, noted for his front-line work in the Standard’s exemplary coverage of the Franco-
Prussian War, had been assigned to document Professor Grosvenor’s efforts.

“Good afternoon and welcome to the Silver Exhibition. | am Henty Jorvis of the London
Standard, This series of sound recordlings is being produced on the new Edison phonograph
uvnder the auspices of the British Musevm oad the Ofﬁ'ce of Scientific Deve/opment, under the
direction of His Royal Highness Prince Albert. Herein we have captured the soundss and events
of the Exhibition for posterity, and for the ealightenment of those who were not able to attend.
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'%zla}/ is the sixth of /une, in the year of our Lord 1876, the tﬁiﬂ/—flgblﬁ year a/ the reign
of Victoria, God save the Queen. We are present at Greenwich Park, midway between the
1?0/0/ Obsermloz}', the ceatre of all time, and the ﬂo;fa/ Naval Collcge, home cf the feet that
commands all the oceans of the world Here, Professor Oswald Grosvenor promises today to,
so he says, “‘open a window and see into the next world”.

We have watched over the past five days as his men have brought in and set up a bewildering
array o/ electrical devices, tﬁings that somehow put one in mind o/ Mes. Sﬁe]/c}lfs aovel. The
decp hum that you can hear behind my voice comes from the Proﬁ:‘ssorff equipment, which
we are assured will produce more than sparks this day.

“The weather does not appear to be ready to cooperate with a large outdoor scientific
demounstration. The day turned up dull and overcast, with a /a//ing g/ass. We have seen more
umbrellos here at the Exhibition groum/ today than parasols. The spirits o/ the crowd, however,
remain vndempened, as they come here in droves to marvel at the tccbno/ogica/ advances o/
the past twenty-five years.

I am here with a number o/ c/lgnitaries and militaty olﬂ'ccrs, in the shadow o/ the reviewing
stand. Beside me is Licutenant Stephen Barratt of Her Majesty’s Horse Guards and his
fiancee, Miss Eugcnie Walker. Perﬁaps the two of you could make a _ﬁ:‘W observations as to
what you are thcssing? i

“Um, rlgél, *throat c/earlng’f We actvolly hadn't plonned to attend the demonstration,
really. My fiancee and [ were promenading in the area when the noise attracted our attention,
All those crackles and pops. Tﬁcy'fc still cartying on, well, of course you can hear it, but
there’s a lot of sparks - “

“Quite a lot. really, it'’s ncarly a’readful =

“Indeed, Eygenle, and given the rus&ing to and fro of the men operating the equipment, it’s
probably better ﬁ)r our saﬁel/ lf we were to retire to a safcr distance. Excuse us, won't you.”

"Of course. B/ my watch, its just past three in the a/i‘cmoon. That z/rcaaﬁ/ whine seems
to be presaging something - “

<Here the needle skips>

“Dear God in Heaven, was that b"gﬁming? '

<Again, the needle skips, /?Jllowca' by cozy'usea’ sﬁoyling, calls /?)r help, and sounds of
breaking wood and falling objects.>

Tr'’s all gone dark! I can'’t see/ Am | blind?”

<The ncedle skips a third time.>

He'’s gone! It’s all gone! What in the name of the Lord Almighty is that?”

<The cylinder runs out in o furry of police whistles, shouted commands, the arrival of a
fire brgmdc, and fw‘tﬁcr cries /?)r assistance.>”

As men from the fire brigade rushed to the aid of the injured, and the police tried to prevent
the Exhibition’s crowd from surging toward the scene as the curious mob always does, all were
struck by one immediate fact: the apparatus was gone. Not a trace remained of the multiple tons of
equipment, nor of the men who had been operating it, nor of Professor Grosvenor.
At the demonstration site stood a grey disk, a hundred feet across, partially buried in the
ground. Initial examination proved it to have razor sharp edges, little if any apparent thickness, and
a slick feel to its surface. Anything pressed up against it simply slid off, without leaving a mark.
After the first ricochet, anyone attempting to test the disk with gunfire was immediately stopped.

12
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The military moved in by nightfall and cordoned off the area. Every scientific mind within a day’s
travel was summoned. The Queen herself demanded to know what had happened, and whether this
represented any threat to her empire. She held a personal stake in the event, after all, it having taken
place on Crown land.

From The Times. Friday 9th June 1876

Strict Cordon ot Greeawich Park

“The Greenwich Park Anomaly continues to confound the experts. The massive airborne
disc appears to be truly two dimensional and when viewed dead on from the side does not
even exist Siace it came info beiﬂg this T vesday past, the gencm/ dimensions and prospect
have not changed but the area has been cordoned off to prevent further possibility of injury to
the public. The nature of the surface is vety strange and any object thrown at it is flung off

in on apparently rendom manner.”

Nothing came of the examinations. The Grosvenor Anomaly, as the authorities called it,
lacking the imagination and florid turn of phrase of the popular press, resisted most attempts at
definition. All that could be said about it for certain were its physical dimensions. The Anomaly
was perfectly circular, with its center nine feet above the ground, at the former location of the
tip of the central pylon of Grosvenor’s apparatus. lts radius was approximately fifty feet. While it
stood perfectly vertical, as determined with a plumb bob by the end of its first day in the world,
its orientation was seventeen and a half degrees counter-clockwise from true north-south. Nothing
could be clearly seen through it from either side, although from one side but not the other, the dim
impression of shadows could be made out, shadows that had nothing to do with what was actually
on the far side.

From Notes by Professor S/’Lﬂncs Williams. Monday 16th October 1876

There has been a gradval change to the anomaly. The centre scems to have cleared
somewhat and ypon observing this for the last several days I noted that this area lightened
and darkened on a more or less regu/ar cycle. [ cannot help but make the connection, n'gllt//

or Wrong/}/, that [ am witnessing day and mgﬁt. This is only on one side; the other remains
unchanged. [ know that the esteemed Professor Grosvenor was attempting to open a window
onto some other world, and [ am also well aware that I was at the forefront of those saying
that he had lost his mind but [ am bcgrinning to think, despite my better /'w{gemcnl, that
he was not so unbalonced after all. I wonder should I step down from my position as chicf
scientist here and call upon M. Jules Verne to take my place!

Over the next year, the Anomaly stubbornly resisted all further attempts at understanding its
nature. Scientists from the Continent and from America examined it. At one point, a Chinese man
in fancy dress performed some sort of elaborate ritual before the Anomaly, to no effect other than
wild speculation by journalists as to what he was doing and a flat denial by the government that he
had any sort of permission or authority to have been there in the first place. The Anomaly itself
quietly went from opaque grey to translucent, showing from one side but not the other a brightening
and darkening that roughly corresponded with sunrise and sunset. The shadows gained definition,
began to suggest a view of another land, hills, trees, and birds. More and more, the mist cleared,
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until the Anomaly became a window into some distant place. Could it be in the Americas? The
trees didn’t look right to military men who'd been to the Balkans, Africa, or India.

From The Times. Monday 6th March 1877
Staﬂ/ing New Developments at Hyde Pork

Several more top international scientists have arrived in London to study the Grosvenor

Anomaly and it kas been confirmed that the central section does indeed seem to disploy a
view of an unknown territory. Sca/fo/z/ing now covers both faces to allow scientists access to
the whole area and a reporter and photographer from this newspaper have been granted special
permission to cover developments.

The view is apparently like looking down a telescope the wrong way, or looking down a
tunnel but with sides that swirl and shift in a most dlisconcerting manner which the photograph
caanot portray. What is visible seems to be an area o/ desert or scrublond, but is it of this
world? At present that question remains vnonswered.

The window finally opened on the one year anniversary of its creation. At 15:02 Greenwich
Mean Time, as close to the second as anyone could be certain of the moment when the storm
struck the apparatus, a clear, bright snap was heard by the men on watch at the Anomaly, and a
bird flew out from the other side. Before anyone could muster the wit to capture it or bring it
down, the bird soared off into the sky and was gone, the first life to cross from the New World
into ours lost forever. Probing of the Anomaly began again with a tremendous air of excitement.
Finally, there was something to test.

From The Times. Thursday 7th June 1877
Artillery ﬁeilforces Hyde Park aﬁer Tunnel Opens
Sbac.(’ing developments today as two artillery batteries were positioned to cover the

Grosvenor Anomaly. Officers stressed that this is merely a precaution and there is absolutely
no cause for alarm.

The order was given overnight as a sudden change took place to the hitherto impassable
sutface of the structure. A flock of birds had been spotted at the for end causing much
excitement as this was the first sign o/ /1'/6 to have been witnessed, but suddenly they headed
straight towards the observers and into the ‘tunnel. Most were sucked into the swirling vortex
and vanished but one came straight through and burst out into the London air where it flew
away.

The sutface was tested with a scaffolding pole and proved to now be passable. Amidst fears
of other invaders attempting to come through the artillery and three additional platoons of
riflemen were ordered into position. Guards Captain William Berry reminded Londoners that
anything attempting to gain access would have to answer to the greatest army in the world.

Sending a man into the Anomaly turned out to be rather a bad idea. While the disk appeared
to have no thickness at all from the outside, within it ran for several yards; a tunnel with strange,
disorienting walls and a foul atmosphere that was nearly fatal for the first scout. Fortunately, a safety
line had been rigged, and the man was pulled to safety before he succumbed. Further exploration
was done with cliving suits, air pumped in to the explorers through rubber hoses. Steel helmets
protected against the bad air, but not against the disorientation of passage through the tunnel. Lead
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foil proved to be somewhat effective, but made the already-heavy diving suits nearly impossible to
maneuver. Air samples taken by long pole proved, thankfully, to be breathable, if the far end could
just be reached with less effort.

From Notes by Professor S/’Lﬂncs Williams. Thursday 19th December 1876

In the whole of scientific discovery I can think of nothing to compare to this. We have a
connection to an entire djjfferent world and [ can in no way understand how. I am at a loss. If
only Professor Grosvenor was here but nothing has been found of his carthly remains and |
am personally of the opinion that he was sucked into the vortex as it formed. My colleagues
and | have pored over his notes but they mean little to us. Much of his knowledge must have
been kept in his head and not transcribed which is dreadfully unorthodox but he clearly was
a totally unorthodox, lﬁougﬁ brilliant scientist

There now seems to be some kind of gossamer thin skin over the front’ of the portal
(the back’ is as resilient as ever) which in no way prohibits transit. We have carefully probed
through and token air semples at intervals. The atmosphere within varies constantly but is never

less than extremely toxic.

The distance to the other end of the vortex is some several yards but we have managed
to reach right across with a steel tube cantilevered out from the scaffold. In this fashion we
devised a method of taking an air sample from the other end and that proved to be almost
identical to our atmosphere.

[ hod ot first assumed that this other world was merely an undjiscovered part of our own,
possibly in ceatral Africa, but on viewing what has been visible qf the mgﬁt sky, the star
systems are unrecognisable and there is more than one moon in evidence.

[ am of the belicf that the only chance of making headway is to somehow send an
expedition across. This entire affair becomes more like one of those popular scientific romances
at every turn. An expedition will be very dangerous. We have found by experimenting that
anything that comes into too close a proximity with the Sides’ will be sucked through them
and presumably destroyed. Qur engineers are at present finishing a platform that can be fed
tﬁmugﬁ to the /Zr side, and protective suits ﬁ)r the party to wear. / fce/ that [ should personally
lead this exploratory group but [ odmit to bcing terrified at the prospect. [ am a scieatist,
not an adventurer.

From The Times. Tuvesday [9th December 1576
Williams in Wonderland
Pm/@ssor Sir /ames Williams, head of the scientific team at Greenwich, is to head an
exploratory mission through what has commonly become known as ‘the rabbit hole’ Lewis
Carroll ﬁlmsc// visited the site yesterday and announced that no, this was not quite what he had
in mind in his books. He signed a copy of his newly published The Hunting of the Snark
for Sir Jomes as a good luck present.

The expedition will make an ottempt carly in the new year, providing more ftests on the
durability of the hole prove satisfactory.

Various rc/lgious groups have been spcal’lng out about current events, m.('ing a wide range
of a'i/fcﬂng opinions. Archibald Tait, Arcﬁblsﬁop of Caﬂlcrbwy, said that he did not know
what lay through the gateway, but was certain that it too had been created by Almighty God
in his infinite wisdom.
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Finally, a team of engineers pushed a lead-lined steel tube through, and created a passage safe
from both the mental effects and the bad air of the tunnel. Thus the first party arrived in the New
World, for such it appeared to be. The team had been selected to represent all factions of Her
Majesty’s armed forces, and the naval officer, once the sun had set, had only to look up to be certain
that the stars matched no constellations charted by the Admiralty. The land was fertile, though, and
the water sweet, and while the plants and wildlife were unfamiliar, their edibility was easy enough to
determine. Queen Victoria had inherited a new land to add to her crown, already heavy with titles.

From Notes by Professor Sir Jomes Williams. Friday 22nd December 1876.

The engineers have constructed a sturdy playorm which cantilevers out some three yards

into the abyss. Corporal Hughes of the Guards was the first volunteer to cross the membrune.
Clad in on adapted deep water JiVing suit, he stepped into the anomaly and stood for some
ninety seconds looking around him. He began to stagger in a rather distressed fashion so
was immediately guided back with the aid of a line attached to his suit. His health seems
to have not syffered but he cloims that the experience of being within the vortex is extremely
disorienting and unnerving. Subsequent attempts By other members of the team have had
similar results. It seems the /ongcr the exposure, the more bcgﬁtencd the fcc/ings of cozfusion
and nausea. The crew now remark that suffering from this condition is coming down with a
case of ‘the mad hatters’

Today [ donned a protective suit myself for the first time. It took me a fair while to become
accustomed to breathing the pumped air and [ found the smell most unwelcoming. I did my
utmost to look confident before the men as I shuffled across the platform and out of this
world. | was immedlately hit by waves of nausea and almost fell to my knees. It is as if there
is neither yp nor down, /e/l nor ngﬁt and it took oll my willpower to concentrate at ol It
is going to prove vety difficult for anyone to remain in this void for any protructed length of
time. [ think we shall have to commission some form of prefabricated ‘tube’ that can be forced
through to the other side to shield travellers from the surrounding effects.

We will have the platform extended all the way to the other side by Christmas and I have
in/?)rmea’ Her M/cst}/ that [ a/ong with a carcﬁlll}' selected team, will make our crossiag to
the other world on New Years Day. It looks to be a New Yeur like no other!

Over the next two years the Rabbit Hole, as it came to be called in the press and ultimately
by everyone, became the center of tremendous activity. Rail lines were built through a massive lead-
lined steel casement, four tracks laid in so that trains could come and go at the same time, and
have redundancy in case one line lost a tie. To cither side, engineers also laid roads and walkways
for those times when men must brave the passage on foot or in a steam coach.

Fort Alice grew on the far side of the Rabbit Hole, a name again foreordained by the effect
of popular literature on the imagination of the British people. Natural hazards abounded, but those
were to be expected in any new land. Military leaders expressed confidence that what couldn’t be
avoided could be burned out or pounded into nonexistence with cannon. The House of Lords,
feeling that they’d solved the problem of the unemployed poor, began clearing out the workhouses
and orphanages and sending laborers to the New World, which gained a new name among the
poverty stricken: the House of No Return. It was then that the military ran into their first taste of
resistance.
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The reports were kept quiet only for
as long as an intrepid reporter took to find
an anonymous source in need of a few quid.
Her Majesty’s forces had engaged with an
implacable enemy, one whose soldiers were
already dead. Stinkers, the rank and file
called them, corpses somehow made to get
up and keep fighting, that could only be
stopped by shots to the head and the heart
both. These corpses included any bodies left
behind at the scene of a battle. A mate lost
and not recovered would turn up at the next

conflict fighting for the enemy. It would
be another five months before the public
learned the name of the masters of these
undead forces: the Samsut. Speculation
ran rife as to who these people were, how
they raised the dead to fight, but what they

wanted was clear. They wanted our Empire

out of their world, and were willing to
battle beyond death to accomplish it.

Turning the other direction in their
exploration, the Queen’s forces ran into
quite something else. One expected a wild
land to have tribes of savages. One did not expect them to be lizard men. But here they were, a
people perhaps descended from dinosaurs the way Mr. Darwin would have humans believe they
descended from monkeys. Fortunately, these were more readily handled. The same tactics that
had worked in America with its native people worked with the lizard men. A quick rescue of a
besieged village at minimal cost to the troops, negotiations by cursory sign language, a few crates
of foodstuffs, and a case of ancient black-powder blunderbusses, and one of the tribes turned
against their rivals, fighting alongside the Queen’s own. Once one tribe had been won over, another
followed, and a third, and within a year, the military tailors were routinely stitching up uniforms to
a decidedly different set of measurements.

And so, in the present day, Her Maiesty’s military holds the lands within five hundred miles
in any direction of Fort Alice. Local allies have been found. A narrow isthmus connecting the lands
around Fort Alice with the lands of the Samsut has brought the fight down to a slow grind, with
neither side able to muster enough forces on the constrained battle ground for a decisive victory.
The European nations are nipping at the heels of the United Kingdom, demanding access to the
resources of the New World, and cannot be held off for much longer. Britain has had first crack.
Now she must resort to diplomacy, taxation, and brinksmanship to make what profit she can. Now
the adventure truly begins.
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Chapter 2

1879 PLAYERS GUIDE

Came COﬂCCPtS

There is no edycation like adversity.

— Benjamin Disraeli

I his chapter covers the basic ideas of 1879 - what the game world is like,
and what a role Fa ing game is, and how the CoreStep mechanic works. Game
terms are definecE tKe tools required are discussed, and some initial descriptions of
the game environment are provided.

A Brief History

The game world of 1879 divergcs from our own at multiple points. Most importantly, Prince
Albert survived the coach crash in 1860 due to Queen Victoria marshaling the scientific and medical
expertise of the British Empire, fiercely determined that she would not lose her beloved consort. The
Queen went on to create the Victoria Prize, a monetary and titular reward for advances in medicine,
later expanded to all of science and technology. Prince Albert, initially from his wheelchair and later
from a steam—powered walker, took up the cause of British progress and made it his life’s work.

The Return of Magic

A few months after the Rabbit Hole opened, the first cases of Looking Glass Fever appeared
in London. Within weeks, cases were documented all over the world. To date, nobody knows for
certain what the infectious agent is, how the contagion is passcd, or why some are affected and
others are not. Those stricken may spend a few hours up to several days in the grip of fever and
delirium, wracked with pain. Some of the afflicted die. Some recover and go on with their lives as

if nothing had happened. A few are changed.
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The Boojums, the altered survivors of LGF, fall into four general classifications, given names
from mythology and popular literature due to physical resemblance to the stories. Elves stand
taller than humans, more slender, less muscular, somewhat androgynous, with high cheekbones and
elongated, pointed ears. Their almond-shaped eyes reflect like a cat’s, and can see clearly in the
dimmest of light. Dwarves are short and stocky, broad of shoulder and hip. The men grow heavy
beards. Their eyes can see heat. This ability to know the temperature of a thing by sight comes in
handy in technical careers. Snarks have tusks, the lower canines enlarging substantially during the
LGF attack, and are generally larger than humans and considerably more muscular. Their body hair
grows more profusely. Like elves, they can see in the dark. Trolls add ravenous hunger to their LGF
symptoms, as they grow to eight feet in height or more. Their skin toughens, and bony deposits
appear at random locations. Like snarks, their lower canines enlarge into tusks. They also sprout
horns, generally two but occasionally one or three, usually similar to those of a ram but sometimes
resembling an antelope or gazelle.

At the same time, the arcane practices that modern science had dismissed as primitive
superstition proved themselves far too real. In the Gruv, the Saurids have shamans who can call up
spirits, heal by laying on hands, and spit acid at their enemies. On Earth, secret societies that had
kept alive ancient practices found them becoming more effective. New socicties formed to study
the phenomena. Multiple approaches to the arcane now exist, ranging from the ancient Egyptian
practices of the Sons of Thoth to the hard rationality and scientific methods of the Galvanic Order,
from the grab-and-throw military practicality of the Order of Britannia Victorious to the hard-won
street magics of the Mumpers. How this newly available energy will interact with steam and electrical
power, and how the cultures of Earth and the Gruv will adapt to incorporate boojums, magic, and
advances in technology remain to be determined.

Technological Advances

Microsteam has made steam-coaches feasible, but horses and oxen still find widespread
employment as a cheaper alternative. Compressed air and water pressure power many devices,
from hand tools to clevators to kitchen appliances. A vast number of one-off inventions have been
presented and discarded as clever but impractical, or impossible to produce cheaply on a large scale.
Sometimes these devices find their way into the hands of heroes or villains, but not into common
use. In a world where the assembly line is only fifty years old and not yet widely adopted, where
the Jacquard loom automated textile production less than cighty years previously, and where finished
goods are mostly still handmade, advanced technology remains prohibitively expensive. There is no
gadgetry for its own sake outside the laboratory of a weird science inventor.

While some rifles still use muzzle-loaded paper cartridges, breech-loading guns and brass
cartridges have been adopted in most of the world’s militaries. Expert marksmen in key military
positions may be issued Gehrlaus, or gyrocket, rounds, requiring specialized firearms but achieving
considerable range with a flat trajectory. Repeating rifles have been in use since the American Civil
War, but are expensive, and there is the installed-base problem. As well, military doctrine holds that
soldiers equipped with repeating rifles tend to waste ammunition, with field experience supporting
that view. Trying to switch to the Spencer repeating rifle or similar model would require tremendous
expense for the conversion not only of guns and tactics but of ramping up ammunition production
as well. The disruption, in the middle of a war, is regarded as intolerable by the high command,
although the pressures of battle may soon force the change, as the advantage of repeating weapons
simply cannot be ignored much longer. Progress happens in fits and starts, not smoothly.
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Exploration and War

The Gruv remains mostly unexplored, despite having many settlements and forts. The creatures
of the new world tend to be large, carnivorous, and aggressive. The plants are worse. New rules
have to be learned - travel at night, avoid tangled vines, watch out for dangers underfoot. Some of
the Saurid tribes are relatively friendly, but even the most accommodating do not take kinclly to
encroachment on their lands.

The Samsut are another situation entirely. No accommodation has been reached, and none is
currently sought. The Anglican and Catholic Churches, the imams of the Muslims, the rabbis of
the ]ews, and the priests of the Hindus have all condemned the Samsut practice of using their dead
as tools of industry and war, desecrating the corpses by installing batteries and control modules
instead of properly and respectfully disposing of them by burial or cremation. The Samsut speak of
something they call the Balance, but language and martial barriers preclude understanding, not that
most Earth people are interested.

Heroes are needed to fill in the blank areas on the maps, to negotiate with the friendly Saurids
and battle the unfriendly ones, and to assist the military in defeating the Samsut and putting an
end to their vile practices. Here there be dragons, or at least dinosaurs. Men and women of steel
and grit are required.

What is a Roleplaying Game!

Everyone has read a book or seen a movie where the protagonist does something so utterly
wrong that the reader or viewer wants to shout a warning to the character. But no warning from the
audience can keep that character from doing what the plot demands, no matter how much trouble it
lands him in. The readers and viewers can’t change the character’s behavior; we're just along for the
ride. A roleplaying game turns this situation on its ear. Ina roleplaying game, the players control the
actions, or play the roles, of their characters, and respond as they wish to the events of the plot. If
the player doesn’t want his character to go through a door, the character won’t. If the player thinks
his character can talk himself out of a tight situation rather than resorting to that trusty sword,
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he can talk away. The plot of a roleplaying game is flexible, ultimately based on the decisions the
players make for their characters.

In roleplaying, stories (the adventures) evolve much as they do in a movie or book, but within
the flexible story line created by the Gamemaster, or GM. The story outlines what might happcn at
certain times or in reaction to other events. The story remains an outline, with few concrete events,
until the players become involved. When that happens, the adventure can become a drama as riveting
as that great movie you saw last week or the book you stayed up all night to finish.

Though the players all contribute to the story, creating it as they play, the GM creates the
overall outline and controls events. The GM keeps track of what happens and when, describes events
as they occur so that the players (as characters) can react to them, keeps track of other characters in
the game (referred to as Gamemaster characters or GMCs), and uses the CorcStep game mechanics
to resolve the players’ attempts to take action. The GM describes the world as the characters see
it, functioning as their eyes, ears, and other senses.

Camemastering takes both skill and practice to master, but the thrill of creating an adventure
that engages the other players, tests both their gaming skills and the characters’ skills in the game
world, and captures the players’ imaginations makes the Gamemaster’s job worthwhile. While there
are many published game supplements and adventures to aid the GM, talented GMs always adapt
the game world to suit their own and their players’ style.

A roleplaying game offers its players a level of challenge and personal involvement unmatched
by any other type of game. Because the players and GM create the adventures they play, what
happens in the course of a roleplaying game is limited only by your imagination.

The game is not a contest between the players and the GM, however. The GM may control
all the bad guys, but should work with the players to build and experience a tense, exciting adventure.

How to Use This Book

The Player's and Gamemaster's Guides contain all of the rules you will ever need to run an
1879 game. Since most roleplaying games are played as ongoing campaigns, these books provide
everything required for years of play. Advanced rules, high-Tier opponents, extraordinary spells—you
name it, you'll probably find it in one of these books. However, you only need to be familiar with
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a fraction of the material in order to get started. The best advice we can give beginning players and
Gamemasters is this: only use the rules you need. You can safely ignore everything else. Optional
rules, for instance, can be integrated later when you are more comfortable with the game.

While you might want to read both books from cover to cover, you will soon realize how
boring it can be to read hundreds of talent descriptions at a sitting (something your brain might
just take serious umbrage at being subjected to). You don’t need to memorize everything. Instead,
focus on remembering where to find the information you need. A comprehensive Contents and Index
are included in each book to help you find things quickly. The Appendices should prove useful as
a quick reference to the abilities and spells found in this tome.

In addition, this chapter summarizes a number of basic rules and game mechanics that are
covered in detail in later chapters. Armed with this knowledge, you should be in a good position
to quickly get up to speed with the 1879 game and thus get your first game running as soon as
possible. Welcome aboard!

Optional Rules

By design, the CoreStep system is extremely flexible. This means there are many places where
more complex rules can be used for those who like more detail in their games. Throughout this
book you will find sections presented as optional rules. The Rule of Three on pg.30 is an example
of an optional rule.

Optional rules are intended to be used only where the GM and players feel that they add
to the overall playing experience. This normally requires trying the rule out for a while to see if it
suits the group’s playing style. We have endeavored to present a number of different rule options,
but they are by no means the only ones available.

Game Terms

This section defines a few words that have special meaning in roleplaying games. You'll need
to know these in order to get any further in this book. If you're already familiar with roleplaying
games, feel free to skip over this section.

Player: Anybody involved in playing the game, although usually referring to a person who has
a single character in the ongoing story. Players take on the roles of their characters and play them
out in dialogue, describing their actions, and rolling dice to see if their actions succeed or fail.

Gamemaster: The player who oversees the story, much like the stage manager or director of
an improvisational acting troupe. The Gamemaster, or GM, sets up the situation the characters find
themselves in, describing what’s around them and what'’s happening, then helps resolve actions and
plays all the walk-on speaking parts.

Session: A length of time spent playing the game. Think of a session as an episode of a TV
show, or an issue of a comic book. Just like it may take several episodes or issues to resolve a
story, the game may take several sessions.

Character: The role in the game world that the player takes on; one of the heroes in the story.
The character is described both by the player, in terms of appearance and personality and history,
and by the character sheet, which has numbers quantifying the character’s abilities. These numbers
help determine the dice rolls when actions are taken.

GMC: A Gamemaster Character, one of the walk-on speaking parts played by the GM.
GMC:s have supporting roles. The player characters are the stars of the story.

Adventure Points: The Gamemaster awards Adventure Points after each gaming session. Your
character uses Adventure Points earned through successful adventuring to increase the Ranks of your
character’s Skills, to gain new Skills, and to increase other abilities. Your character gains Adventure
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Points based on how well he/she performed during the gaming session, but based also on how
well you, as a player, roleplayed your character. See the Character Advancement chapter (pg.259) for
more information on how to use Adventure Points to improve your character’s Skills, and how the
accumulation of Adventure Points affects those who come into contact with the character, in person
or by reputation.

Attributes: Numbers that determine the basic capabilities of the character. In 1879, these are
Dexterity, Strength, Toughness, Perception, Willpower, and Charisma. While the meanings of these
are pretty obvious, we'll explain them in more depth, including how they work in game, in the
Character Creation chapter (pg.6l).

Profession: The career path of a character, which determines their Skills and special abilities.
Characters are not restricted to the Skills of their Profession, but must put their primary focus on
those Skills, and gain benefits when using them.

Skills: These represent expertise in various fields that your character has gained, knowledge

ained the old-fashioned way through training and experience. You'll have to accumulate hours in
cach Skill before you can buy it up using your Adventure Points.

Rank: The number attached to a Skill that tells you how good the character is with it. Skill
Ranks work on a geometric progression, so advancing from Rank 1 to Rank 2 is not as big a step
as advancing from Rank 2 to Rank 3.

Professional Rank: The number that describes how advanced the character is along their career
path. Increases in Professional Rank bring the character expanded abilities and the opportunity to
learn more Skills. When Professional Rank advances far enough, the character can advance in Tier.

Tier: The stage of progress along the character’s career path. Characters normally start out
as Initiates, with a Professional Rank of 1. At 2, they can advance to the Novice Tier, and gain the
opportunity to learn more Skills. At a Professional Rank of 5, they advance to ]ourneyman, and

ain not only more Skills but special abilities based on their Profession. Advancement beyond, to
the Warden and Master Tiers, is dealt with in the 1879 Companion.

Test: Rolling dice against a Target Number (TN) to see if an action is successful. Tests
are normally in the form of <Attribute/Skill> (KTN>) Test, where the Attribute or Skill that
determines the dice to be rolled comes first, with the Targct Number in parcnthcscs. For example,
a Dexterity (6) Test requires you to roll the dice determined by your Dexterity Attribute against a
Target Number of 6. If you roll a 6 or better, you will succeed in the Test.

Characters

Central to the game are the characters the players create. These characters are the stars of
the movie, the lead roles in the series, the central figures that the story is built around. They may
be explorers, or diplomats, or professional criminals, or spies, or serve in the military. What's
important is that they take risks. They dare to attempt great things. They may fail, but at least they
will have tried, and it is better to try and fail than to have stood idly by and just watched events
occur.

The players and the Gamemaster should work together to create characters and a storyline
that fit together. If the players have ideas for their characters that don’t work well as a team, they
may have difficulty accomplishing anything in the story. If the Gamemaster has an idea for a
plotline, but it doesn’t fit the team the players are building, the story isn’t going to work. Players
and Gamemaster should decide together at the start what sort of characters they want to play, what
kind of story they want to tell, and how to build characters and a story that will work well togcther.

That being said, let’s have a look at the character types that 1879 provides as archetypes.
Your campaign is not limited to these sorts of characters — you can always build your own - but
we've done the work for you putting togcther these concepts and building the game mechanics for
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them. Some of the Professions have Variants, subtypes that have similar Skill progressions but a
somewhat different outlook. We'll explore these more in the Character Creation chapter (pg.6l).

Profession
Many types of heroes are needed in 1879. Here's a brief overview of the sorts you might play.

By no means should you feel limited by this selection. If you have a character idea that makes sense
in the context of the game world, put the CoreStep mechanics to work and build it.

Airship Pilot: Handling a Gifford requires more than a steady hand and a good head for
heights. A pilot has to be able to make repairs both on the ground and in the air, needs a good
working knowledge of weather and steam engines and electricity, and has to be able to handle
dangerous chemical equipment to generate the hydrogen that fills the gasbag. Insult his mother if
you have to, but never say a word against his airship.

Aristocrat: Well, someone has to pay for all of this, and see to it that the effort is led properly,
don’t they? Noble blood brings obligations, not the least of which is leadership. And if negotiations
are required, well, someone who has been raised properly and knows how to be diplomatic will be
invaluable.

Big Game Hunter: Bother the lions and tigers and bears, there’s dinosaurs and giant armor-
plated l)ugs in the Gruv! He'll need an entire new trophy room built. A crack shot and a dab hand
at tracking, the Big Game Hunter brings useful skills as well as bluster.

Brassman: Clever with his hands, the Brassman makes and repairs devices, steam, clockwork,
electrical, providing other heroes with the gadgetry they need. He’s also good with a lock or a
power system. You need a door open? A boiler fired up and an engine set in motion? Talk to your
Brassman. If he’s good enough, he might be called a Guppy, after Sarah Guppy, an amazingly
inventive woman who after her death was recognized as the first Brassman.

Byron: The Analytical Engine is the beating heart of business. The Byron is the heart surgeon.
Given a half hour and access to the firm’s Engine, the Byron can route a farthing of every transaction
to a private account in Switzerland, or reveal the second set of accounting books that describe the
firm’s misdeeds. Engines aren’t used just in commerce, either. They run the lighthouses, the moving
signage in Piccadilly, and the alarms in the toff’s mansion. This is the Nineteenth Century. Sooner
or later, you’re going to need someone who knows how to read punchcards.

Cowboy: From the American West or the South African veldt, the South American pampas
or the plains of the Gruv, the Cowboy can ride, shoot, rope, and fight, and knows animals better
than you might think. She can pick off a sabertooth with her rifle from the back of a galloping
harpy, or route a stampeding herd through an enemy camp.

Doctor: Hold this and keep it tight. I'll have the bleeding stopped in a moment. Got yourself
ripped up proper, didn’t you? Caught some God-awful disease out in the bush? Should have had
me with you. [ might have spotted that poisonous plant before you touched it, kept your fingers
from rotting off. Next time, make sure you have a Doctor in your expedition party. Stop squirming,
it’s just a needle and thread.

Dodger: Sometimes a lighterman, the bloke what goes in by the skylight, sometimes a
footpad, the bloke what lifts your wallet at knifepoint by the alley, sometimes the bloke you need
to get into the locked warehouse where you think the evidence of treason might be hid, the Dodger
makes his living from his wits, he does. Don’t go puttin” on your fancy airs around him. He’s a
proper craftsman, he is, and the fact you need him says loads about the worth of your fancy morals,
now don’t it?

Explorer: There’s blank spots on the map. They must be filled. There’s plants and animals to
discover and name. There’s swamps to slog through, mountains to climb, rivers to cross. Adventure
and the unknown beckon. The Explorer has the skills to get into previously unknown places, find
out what’s there, and bring back the report to the Society.
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Fiddler: A bold fellow, the Fiddler comes in by the front door, charms your employees, and
strolls off with what he wanted, leaving you to figure out days later that you've been had. He gets
himself hired with well—forged references, and fiddles the books, doing with pen and paper what the
Byron does with cogs and pegs- He lets in the Dodgcrs by the service entrance, having been such a
nice fellow and voluntccring to work late. After he shakes your hand, count your fingers.

Investigator: Someone has to find out what happened. Someone has to dig through the trash,
find the murder weapon, and solve the crime. Someone has to catch the chcating spouse in the act.
Someone is going to need a large bottle of whiskey at the end of their day, after dealing with the
worst of human behavior.

Journalist: The public has a right to know. You have a need to sell newspapers. It's not enough
to dig up the truth. You have to write it down well enough that people are willing to pay to read it.
Yes, writing as a profession is a hugely arrogant pursuit, and people will accuse you of being far too
sclf—important, but you have a talent for saying things, and people really should pay you to say them.

Mage: There are powers in the world beyond the understanding of science. This has been
proven, and will be proven again if need be. The student of the arcane can tap into these powers,
and pcrform what a less cnlightened society might call miracles. Of course, the path to these powers
is complex, and restricted to those willing to commit to long study and the utmost discretion.
Secrecy protects the public as well as the Mage. Some things are best known only by the experts.

Medium: Gifted, or perhaps cursed, with sensitivities far beyond those of ordinary people, the
Medium can read a person’s thoughts, know the history of an object just by touching it, and speak
with the dead on behalf of the living. This does not make for a comfortable life, as the Medium’s
abilities are often beyond conscious control, sometimes available, sometimes not, and sometimes
activating at the most inopportune of moments. Cards? Crystal balls? Those are just props. The
power is in the Medium.

Military Officer: Commissions don't just fall out of the sky, you know. One must earn their
place, through rigorous training, proper breeding, and staunch support of the government. It’s not
enough to be able to ride, and shoot, and fight well with a saber. One must know the proper
etiquette for table and for dealing with enemy officers. One must be able to command, to inspire,
and when necessary, to sacrifice men for the greater good. One must be not only a warrior, but a
gentleman.

Pioneer: Every expedition into the wild needs a woodsman, someone savvy in the ways of the
land. Who better than a man who's dedicated his life to carving a home out of the wilderness?
Not only able to get around in the uncivilized part, but accustomed to living there, the Pioneer can
build a shelter out of whatever’s ready to hand, find food in the middle of a forest, and in a pinch,
fight equally well with gun or axe.

Priest: Scoff if you like, but religion has real power now. Whatever the belief system of the
Cult Priest, whether it’s a mainstream faith like Christianity or Hinduism or an obscure one like
Khemetic Orthodoxy or Mithraism, he’s got the backing of the Divine. Banishing a destructive
spirit? Healing your wounds? Purging evil with fire conjured out of nothing? He’s got that covered.

Sailor: All the fancy machinery and navigational skill in the world won't get a ship from point
A to point B without a hardy and reliable crew. Some ships still rely on the wind, and need hands
that know how to tie a bowline and haul a sheet. Others take oilers and stokers to keep them going.
Airships have to be balanced, and that means a lot of carrying and securing. The Sailor specializes
in surface or air ships, working as a deckhand on the sea or in the sky. Without Sailors, an Airship
Pilot is just somebody in fancy dress standing at a tiller.

Scientist: Knowlcdgc is its own reward, although academic honors and the respect of one’s
peers are nice, yes. There are deep mysteries in the world, on Earth and in the Gruv and in the place
in between that nobody wants to discuss. Delving into those mysteries establishes the principles by
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which the Engineers come up with all those clever devices. Someone must do the foundational work
before the clockworks can be built.

Shaman: From a race that still keeps to the most ancient of their people’s ways, the Shaman
occupies a position in tribal culture similar to that of the Priest in European civilization. Healer,
teacher, and spiritual conduit, the Shaman creates medicines, passes on the wisdom of the elders to
the young, and intercedes with the divine on behalf of the tribe. More than that though, the Shaman
listens to the world of the spirit, and communes with its denizens. Speaking with the essences of
the natural world and the spirits of long-dead tribal members, the Shaman gains knowledge of the
world beyond what is visible in the merely physical.

Soldier: It’s more than knowing which end of your rifle to point at the enemy. You got to be
able to run, swim, climb, crawl, whatever it takes to get to where you got a shot. There’s rules, not
just on the battlefield but in the barracks, and you got to know when to follow ‘em and when to
break ‘em. Ain’t no glory out there, no matter what the officers say, just blood and smoke and pain,
but if you get yoursclf and your platoon back alive, there’s beer and bad food and a pay packet, and
if you survive your enlistment, you might get some land out of it.

Tribal Warrior: Tribal Warriors come from cultures other than the European, and may be
Saurid, Zulu, Maori, or any other tribal race. As an example, the Zulu Tribal Warrior: Raised in
the ikhanda, the Zulu warrior has been trained since birth to handle assegai and shield. In recent
years, the Martini-chry, Spcnccr, and Gehrlaus rifles have been added to the arms carried and the
tactics used. Tireless, stoic, fierce, loyal, and fearless, the Zulu warrior defeats the enemy simply by
being present. Those who do not know the futility of taking up arms against the Zulu soon learn.

Weird Scientist: Oh, fine, you have someone who knows clockwork, and steam, and electricity.
Do you have someone who understands etheric vibration? What about the applications of
phlogisticatcd air? Does your clockwork expert really know what will happcn if you pull that lever,
or is he just guessing, with no real undcrstanding of the trans-phenomcnal principles involved? Hm?
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The Character Sheet

We'll walk through the character sheet
in the Character Creation chapter (pg.61).
Basically, it'’s a form you fill out describing the
character you're going to roleplay. You'll assign
numbers for physical and mental abilities, such
as Strength and Willpower. The character’s
Skills get recorded here, with numbers assigned
to them to show how well versed the character
is in each. The character sheet is also where
you record your AP, or Adventure Points,
which you'll use both to determine how famous
your character is, and spend to advance your
character’s abilities. There’s room on the sheet
for equipment, tracking injuries taken and
healing, and other useful information as well.

We suggest that you take notes during
play, for all the stuff that won’t fit on your
character sheet, like the contacts you make,
the favors you owe and are owed, and what
happened in the course of your adventures. A
notebook with a pocket in front where you
can keep your character sheet works well for
some players. Others put their character sheet
in a transparent page protector, and put it in
a three—ring binder with loose-leaf paper for
notes. How you manage your character sheet
and other record keeping is up to you - use
what works best.

Steps and Dice

1879 uses a standard polyhedral dice set, meaning one each of a four-sided die (d4), six-sided
die (d()), cight-sidcd die (d8), ten-sided die (le), twelve-sided die (d]Z), and twcnty-sided die (dZO).
When you're told what dice to roll, the abbreviations will be used. The number of dice of each kind
will be added in front of the die type. For example, if you need to roll two six sided dice and one
eight sided die, you’ll be told to roll 2d6 + 1d8.

Almost all abilities are rated by Rank and Step Numbers. Rank is the measure of proficiency
in a Skill. Rank is usually added to an Attribute Step to determine a total Step Number. The Step
Number determines what Action Dice a player rolls to attempt an action, cast a spell, and so on.
Action Dice are ordered on an increasing scale, and each level of this scale corresponds to a Step
Number. The Step/Action Dice Table lists Step Numbers and their corresponding Action Dice.

Increasing or decreasing the Step Number changes the Action Dice rolled. ﬁdding +] Step to
Step 10 puts you on Stcp 11, which resolves to D10+DS8. Subtracting =) Steps from Step 8 puts
you on Step 6, which resolves to a DI0 Action Die.
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In 1879, attributes, abilities, skills, and the like are presented as Step Number/Action Dice
(for example Step 8/2D6).

Step/Action Dice Table

StepNumber Action Dice StepNumber Action Dice
1 D4-2 21 D20+2D8§
2 D41 22 D20+D10+D8
3 D4 23 D20+2D10
4 D6 24 D20+DI12+D10
S D§ 25 D20+2DI12
6 D10 26 D20+DI12+2D6
7 DI2 27 D20+D12+D8+D6
8 2D6 28 D20+D12+2D8
9 D8+D6 29 D20+DI12+D10+D8§
10 2D8 30 2D20+2D6
11 D10+D8§ 3l 2D20+D8+D6
12 2D10 32 2D20+2D8
13 DI12+D10 33 2D20+D10+D8
14 2DI12 RE 2D20+2DI10
S DI12+2D6 35 2D20+DI12+DI0
6 D12+D8+D6 36 2D20+2DI12
17 DI12+2D8§ 37 2D20+DI12+2D6
18 D12+D10+D§ 38 2D20+DI12+D8+D6
19 D20+2D6 39 2D20+DI12+2D8
20 D20+D8+D6 40 2D20+DI12+DI10+D8

Tests

Whenever a character attempts to take an action such as casting a spell, stabbing an opponent
with a bayonet, tracking a wild animal, or flirting with a barmaid, the player or Gamemaster rolls
dice to determine the action’s outcome. These dice rolls are called Action Tests (or just “Tests”).
To make a Test, roll the appropriate Action Dice and add the individual die results togethcr to
determine the Test result.

In 1879, the dice are open-ended high. This means that when you roll the highest possiblc
number on an Action Die, you immediately get to roll another die of the same type, a Bonus Die.
(In game parlance, this is called “rolling up”). Add the result of the Bonus Die roll to the result of
any Action Dice already rolled to determine the final result. If you roll the maximum on a Bonus
Die, you roll another Bonus Die of the same type. You can continue to roll up for as Iong as you
continue to roll the maximum possible result for a die.

When you make a Test, you'll be told what to Test against. In the case of climbing a tree,
you’d make a Climbing Skill Test. If you didn’t have a Climbing Skill, you’d make a Dcxtcrity
Test. When you have to fall back to your Attributes because you don’t have the required Skill,
that's called a Default. Most Skills will have a Default. Those that require specialized knowledge or

abilities to have any chance at all won't have a Default, and will tell you so.
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Unopposed, Opposed, and Effect

Unopposed Tests are when you roll against a Target Number, or TN. This is a difficulty rating
for what you're trying to accomplish. For example, if you're trying to climb a tree, the TN would
only be a S, but if you’re trying to climb up a cliff face, the TN is going to be a 12, and you’re
not going to even have that much of a chance unless you have ropes and pitons.

Opposed Tests mean you're rolling against someone or something else, competing for success.
This happens when you try to push a person to the ground, or hold back a door against a wild
animal, or any other situation where you're pitting your character’s abilities against active resistance.
Both parties will roll dice, and the better roll wins. As an example, if your Strength gives you a
dl2, and your opponent’s Strength gives him a d10, you roll 1d12 and he rolls 1d10 to see whether
or not you push him down. If you roll an 8 and he rolls a 6, you shove him to the ground, but if
you roll an 8 and he rolls a 9, he pushes you away and remains standing.

Sometimes the Test result simply represents a value, which is not compared against a Target
Number. The most common examples of these Tests are Damage Tests, which determine the
amount of damage inflicted on a target; Initiative Tests, which are used to find out who acts when
and in what order during a combat round; and Recovery Tests, in which the die roll result equals the
amount of damage healed. These types of Tests are collectively known as Effect Tests. Effect Test
results can also determine the duration of a spell, a creature’s Attribute values, the Target Number
for Action Tests made by opponents, and so on.

Bonuses and Penalties
Test results may be modified by a bonus or a penalty, indicated in the rules where appropriate.

The modifier is applied to the Step Number before the Action Dice are rolled. For example, a
character using the Aggressive Attack combat option adds +3 Steps to their Attack and Damage
steps. A character who is Harried subtracts —2 Steps from all of their Action Test Steps. Regardless
of modifiers, the minimum Step Number is 1.

The Rule of Three
In 1879, 1o Step may be modified by more than three sources. This prevents piling on

bonuses and penalties until they become difficult to calculate or outrageous. For example, if a
character has a base Initiative Step of 7, wears armor, and has a pair of boots that enhances their
speed, their Initiative Step is modified by the penalty of the armor and the bonus of the boots. The
character can still use Tiger Spring to boost their Initiative Step. They cannot, however, toss down
a speed potion offered to them by a friendly Newtonian and then use Tiger Spring, as that would
raise the total number of modifications to four — one penalty from the armor and three bonuses
from the boots, the potion, and the Skill.

Test Results

A Test result can be interpreted or used in several ways. In most cases, the Test result is
compared to a Target Number, or TN, a measure of how difficult it is for a character to accomplish
any given task. If the result is at least equal to this number, the Test succeeds.

In many cases when the player characters must make a Test, the required ability is shown with
the TN of the task in parentheses. For example, a Perception (13) Test means a character uses their
Perception Step to make an Action Test against a TN of 13. The Target Number is otherwise given
in the ability’s description or determined by the Gamemaster.
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Extra Successes

Sometimes a Test result determines not only success or failure, but also the degree of success.
The result is compared to the appropriate Target Number. Equaling the Target Number counts as
one success. Every five points the result exceeds the Target Number scores an extra success. These
extra successes may give the character a greater reward for their efforts: additional information or
clues, increased damage on attacks, and so on. The amount of extra benefit for each success is
usually provided in the ability’s description, but is ultimately determined by the Gamemaster. As a
general rule, anything that provides a one-time bonus gives +2 per success level, while anything that
provides an extended bonus gives +] per success level. Thus, extra successes on a Melee Weapons
Test would grant +2 each to damage, but extra successes on Enginccring to build a new device would
add +] each to the effectiveness of the device.

Effcct Tests

Sometimes the Test result simply represents a value, which is not compared against a Target
Number. The most common examples of these Tests are Damage Tests, which determine the
amount of damage inflicted on a target; [nitiative Tests, which are used to find out who acts when
and in what order during a combat round; and Recovcry Tests, in which the die roll result equals
the amount of damage healed. These types of Tests are collectively known as Effect Tests. Effect Test
results can also determine the duration of a spell, a creature’s Attribute values, the Target Number
for Action Tests made by opponents, and so on.

The Rule of One

If all of the Action Dice rolled for an Action Test each show a result of one (1), then the
character automatically fails to accomplish the action, even if the Test Result total would otherwise
succeed. This is known as the Rule of One. At the Gamemaster’s discretion, additional negative
consequences may result. The Rule of One is not applicable to Effect Tests. It is reccommended that
the Rule of One only apply to the results of Action Tests where two or more Action Dice are rolled.

Karma

All player characters, as well as some GMCs and the more powerful creatures of the world,
are able to tap into a source of energy within themselves in order to enhance their use of abilities.
This energy is known as Karma. Further explanation of Karma may be found in the Character
Creation chapter (pg.70). The use of Karma is simulated through Karma Points and Karma dice.

When a character uses Karma on an action, they spend a Karma Point from their Karma
Pool. This allows the character to roll an additional die when performing the action. The specific
die is determined by the character’s race.

The result of the Karma die is added to the result of the other dice rolled for the Action
Test. Karma dice are open-ended high, and can roll up, providing Bonus Dice. If the character’s
Karma Pool is empty, the character cannot use Karma, and must wait until a refresh opportunity
presents itself.

Cenerally, Karma can be spent only on Core Skills and Profession Abilities, although
there are exceptions to this. More detail will provided along the way as the mechanics are further
explained.
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Units of Measurement

The Victorian era had difficulties just implementing a standard measurement for screw threads,
to make interchangeable parts for machines. Trying to standardize units of measurement themselves,
especially across international borders, was an uphill battle. We're going to have to talk about how
things get measured, in order to play characters who live in a world where the metric system hasn’t
yet been adopted by the United Kingdom, and thus by any part of the British Empire. The metric
system is French in origin, after all, and the British Empire has its suspicions about anything French.

The Gruv is a different world entirely, with its own physical constants. Let’s start off by
talking about time, and how it gets measured on two planets. We'll drop in a bit about game
mechanics along the way.

Time

This game uses the older Western era abbreviations, B.C. and A.D., rather than the modern
B.CE. and CE, for purposes of historical authenticity. No endorsement of any religion is implied
or intended.

Culendars and Time Differential
A standard day on Earth is 24 hours. Earth’s mean solar day lasts for 86,400 seconds.

This works out to 24 hours of 60 minutes each, those minutes divided into 60 seconds. A week
is equivalent to seven days in the Cregorian calendar, the standard calendar used throughout the
Western world. (Yes, there’s that fiddly leap year adjustment, and we'll get to that when we deal with
the calendars of Earth. We're talking about the Gruv here.)

Many Eastern cultures, such as the Ottoman Empire, use their own calendars. The Ottoman
Empire, for example, follows the Islamic calendar, which is based on the cycles of the moon rather
than those of the sun. Those cultures and their calendars will be addressed in later sourcebooks.

On the Gruy, the day is 23 hours 56 minutes. The mean solar day on the Gruv is 86,160
seconds, four minutes shorter than Earth’s. This has required some adjustment. The week is still
seven days, though, as the Earth calendar is still used, albeit in a modified form. Unless stated
otherwise, all references to a week in the game rules are assumed to be a European-standard seven-
day period.

The British Empire in the Gruv runs on a 24 hour clock, but this initially had to be adjusted
every 15 days to drop an hour. Think of it as Daylight Savings Time twice a month, more or less,
with. the clocks advancing an hour to keep up with the slightly shorter day. The Prussians, clever
people that they are, simply adjusted their clocks to tick a little faster, and count off 24 hours in
23 hours and 56 minutes. The British have taken up this idea, as it's casier than remembering to
reset all the clocks once a fortnight. Any character moving from Earth to the Gruv, or from the
Gruv to Earth, will need to get their watch adjusted.

Terrestrial Gruv Calendar

The Gruv's year is just a hair over 360 days in length. This works out well for the Samsut,
whose calendar is based on 30-day lunar months, and didn’t work so well on Earth, but it gives
headaches to anyone whose calendar isn’t lunar-based, and works off the 365-day Earth year. The
British in the Gruv have dropped a day each from March, May, ]uly, August, and November to
shoehorn the Earth calendar into the Gruv year. There is no leap day or leap year in the Gruv
calendar. At some point, there’s going to have to be a reconciliation to bring the Gruv and Earth
calendars into line with each other, so that they agree as to when the calendar and fiscal years begin
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and end, but that’s still being argued about at several levels in the government and private industry.
No solution appears to be forthcoming in the near future.

British Modified Gregorian Calendar (1879)
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and Its Aﬁermatlx, (pg.229) for more information on what you can do during a combat round.

Rounds

A round is a time-keeping unit used to keep the action of the adventure flowing. It represents
the time required to carry out most actions and equals approximately 6 seconds of game time.
During combat, a round of action is referred to as a combat round. See Chapter 9, Combat
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Weights and Measures

1879 uses the British Imperial standard for weight, distance, and area. Recognizing that many
gamers are more familiar with the metric system, we have attempted to make conversions from
lmpcrial to metric as simple as possible. While not strictly accurate, Imperia] units can be converted
to metric units, for game purposes, as shown in the tables below. These approximations have been
used to make the math simpler for “on-the-fly” game calculations.

Most distances are given in yards in 1879, making it a simple matter to replace “yards” with
“meters” to get a (near) metric equivalent. This is especially useful when taking into account the
tactical distances in which most action occurs in 1879,

If the Gamemaster or players have a problem with using these approximations, there are
many conversion calculators available on the Internet which will provide you with an accurate result.

Distance Conversion Table

El:\rllgliSh Abbreviation Imperial ~ Metric Name Abbreviation| Value
ame
Inch in 1/12 ft centimeter cm 2.5
foot ft 12in / 1/3 yd decimeter dm 3
yard vd 3 ft meter m 0.9**
mile mi 1760 yd kilometer km 1.6

* Round to .33 meters
** Round to | meter

Capacity/Volume Conversion Table
English | Abbreviation Imperial  [Metric Name Abbreviation| Value

Name

ounce oz 1/16 pt centiliter cL 3
pint pt 16 0z / V5 qt liter L 0.6
quart qt 2pt/ Y gal liter L 1.1
gallon gal 1 qt liter L 4.6

Weight/Mass Conversion Table
English Abbreviation| Imperial [Metric Name| Abbreviation| ~ Value

Name

ounce oz 1/16 pd gram g 284
pound pd 6 oz kirogram kg 0.5
stone st 4 od kilogram kg 64
long ton ton(lmp) 2240 pd ton ton(met) 1
Temperature

The British Empirc in 1879 uses the Fahrenheit (°F) scale, created in 1724 by Daniel
Gabriel Fahrenheit, a German physicist. Originally, the frcczing point of water was the base, or
zero degrees, and the human body one hundred degrees. After some work, the scale was redefined
with water freezing at 32 degrees and boiling at 21% degrees, a difference of 180 degrees and thus
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nicely semicircular. Anders Celsius of Sweden proposed a different scale in 1744, that of Centigrade
(°C), where water freezes at zero and boils at one hundred degrees. Jean-Pierre Christin of Lyons,
of the Lyon Academy of Science, published his design for a mercury thermometer using this scale.
Much of the European scientific community, and therefore much of Europe, has adopted this scale.
Some argument has erupted over the term centigrade, as it lacks precision in scientific nomenclature,
referring simply to a division of measurement into hundredths. In Spanish and French, the term can
be easily confused with the unit of angular measurement. In such cases the phrase centesimal degree
substitutes for the more casual centigrade. Proposals have been made to officially name the system i
after Anders Celsius, but are still under consideration.

To convert between the two, use the following equations:

Fahrenheit to Centigrade: (°F - 32) +18 =°C
Centigrade to Fahrenheit : (°C x 18) + 32 =°F

Races and Nationalities

1879 offers several options. You can play a human, from either Earth or the Gruv. Four types
of Boojums have been documented - elf, dwarf, snark, and troll. If you choose a Saurid, you can
go with the Plains Saurid, the Kistalmi or gliding Saurid, or the Hulk. If your group wants to try
things from the other side, you can play Samsut characters. (More about Samsut player characters,
such as the unique Professions available, may be found in the 1879 Samsut Sourcebook.) Start l)y
picking a race, as that cither determines or influences everything else. Bear in mind that there is a
build point cost to taking a non-human character.

People of Earth

Earth used to offer humans as its only race. That's changed within the last couple of years.
With the advent of Looking Glass Fever (LCF), four new variants of humanity have arisen.
Collectively, they're known as Boojums, a word borrowed without apology from the works of Lewis

35




GAME CONCEPTS

Carroll and appropriated into the vernacular by way of the tabloid press. In the way of humans, it
didn’t take people long to give the variants individual names, based on folklore and resemblance
and perhaps a smidgin of racism.

Elves stand a little taller than the humans they once were, a bit thinner, a touch androgynous.
The men often lose their facial hair in the transformation. Their ears elongate, sweeping up to
graceful points even with the top of the skull. Their eyes tilt a bit, and lose some of the epicanthic
fold, giving them an almond-shaped, Asian appearance. Their skin and hair colors may change.
Apparently, with elves, any color found in the natural world becomes available, and there’s some
rather striking hues when one considers birds and flowers and tropical fish.

Dwarves rarely exceed four feet in height, with broad shoulders, barrel chests, and sturdy legs.
The men grow heavy beards whether they like it or not. Contrary to legend, dwarf women don’t
grow any more facial hair than ordinary human women do. They shouldn’t be confused with non-
LGF variants of little people, achondroplastic dwarves and the like. The stubby points on their ears
and their ability to see heat as a form of light helps keep this from happening.

Shnarks have had a hard time of it. Their massive tusks, greyish or greenish skin tones, profuse
head and body hair, and muscular build give them a goblin—like appearance that puts people off. The
change appears to deprive them of some measure of self-control, giving them over to wild passions
and terrible tempers, which just contributes further to public perception of them as bestial, little
better than wild animals. Snarks have to go to considerably more effort to prove themselves civilized
than any other Boojum, leading to frustration and depression on their part, which of course just
makes everything worse all round.

Trolls might have just as much of a fearsome appearance as snarks, perhaps even more SO
what with horns like a ram or gazelle added to the tusks and hirsute nature, but when their height,
averaging eight to nine feet, is added in, they become outright terrifying. This works to their
advantage in some ways, as few people are likely to give them any sort of hard time, but it also
tends to isolate them. Trolls have enough problems being isolated from society physically. They're
simply far too large to fit into a pub or a music hall or a hansom cab. Add the emotional distance
caused by their fearsome appearance, and you’ve got a very lonely people, who end up living in a
racial ghetto because there is no place for them in the rest of the world.

People of the Gruv

The humans and Boojums of Earth may also be found in the Gruv, but theyre johnny-come-
latelies compared to the Samsut. Thousands of years ago, the Akkadians and Babylonians and
Hittites found their way through a portal, long since closed, to a new homeland. Isolated from the
rest of humanity, but in contact with the non-human Saurids, they’ve had many generations to build
a culture with considerably different values. Their technological control of the mana field has led
to a civilization without the smog and effluent of industrialized Europe, but with a sharp regard for
the finite nature of energy and the cost of using it wastefully. The adage of “waste not, want not”
has been taken to its logical extreme, with even the bodies of the dead seen as resources to be put
back to use. The cautious, rule-enshrouded competition between the Samsut city-states, a symptom
of their near stagnation, has given way under the onslaught of the British invasion. A new spirit
of cooperation has arisen. Will it stand the test of time, or will the Samsut go back to bickering
amongst themselves once the invaders have been seen off?

To the west, the Saurids hold an even stronger and older claim to the Gruv. As far as anyone
knows, their race is native to this world. Eons ago, they began spreading out across its surface.
The Samsut drove them off the main body of one continent, but they remain the primary race on
another. Where the Samsut have used machines to tap into the energy of the world, the Saurids
have spoken directly with the spirits, and followed their guidance to develop a culture that lives more
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in harmony with the natural order. The British wrest their needs from the world with machines,
carving out fuel from the body of the planet. The Samsut drain vitality from the land, tapping into
the energy of life itself. The Saurids speak with the world, and their needs are met. They live a less
comfortable life, with fewer conveniences, but they also leave less of a mark with their living. How
will they deal with yet another race of invaders tearing apart the natural world to meet its insatiable
demands?

Magic

Looking Glass Fever hasn’t been the only strange phenomenon to appear since the opening
of the Rabbit Hole. Ancient mystical traditions are finding their rituals once more effective. Street
superstitions and cantrips have gained power. Science itself has evolved, with a new field opening
up that seems to be restricted only to a special few investigators. Magic has returned to the world.

The average person on the street has just enough understanding of the arcane to know that
there’s three different sorts. First, you’ve got your mages, like the Order of Britannia Victorious,
the ones that can do all the legendary stuff like tossing lightning bolts and conjuring fire. Second,
religion’s got teeth nowadays. The priests of the Anglican Communion and the Catholic Church
and the imams of the Mohammedans and whatever the Hindus call their religious leaders all seem
touched by God, or Allah, or the gods, or whatever it is they pray to. They heal by laying on hands,
cast out spirits, and do things you thought only happened in the scriptures. Word from the Gruv
says that the shamans those Saurid people have got can do this too, and have been doing it for
generations, so maybe it leaked over from there? Third, there’s these Oswalds, the Weird Scientists,
the ones that make the strange gadgets that nobody else scems to be able to duplicate.

Big controversy there, whether they're some kind of magician or just scientists what have an
understanding nobody else has reached yet. The average person on the street scratches his head,
shrugs, and dunno, it’s all wavin’ yer hands and summat goes bang now innit?

Secret Societies have long been a staple of European culture. Some are political, some are
scientific, some are mystic, some are philosophical or religious. All have an interest in something
the majority of the culture frown upon, or have made illegal. From the Gei Gordons who seck a
Scottish restoration to the Oculists who delved into forbidden scientific investigation under a guise
of mystical nonsense (and developed cures for three diseases of the eye in the process), Secret
Societies have been breeding grounds for arcane knowledge for hundreds of years. Lately, some of
them have made rather more serious progress in their studies. A few, like the Order of Britannia
Victorious, have gone public, finding their ends better met by working in the open. Others, like
the Prometheans, have tried to keep quiet, knowing that discovery of their experiments could mean
legal penalties and social ostracism. A few, like the Sons of Thoth, remain so secretive that only
their name is whispered in certain erudite circles, and no knowledge of them escapes those rarified
environs.

Whatever their nature, Secret Societies form the backbone of magical practice in the post-
Rabbit Hole world. Whether referred to as a Lodge, an Order, a School, or a Faith, every magician
seeking insight into the arcane arts belongs to one, or spends most of his life studying in solitary
to achieve the knowledge that a Secret Society member may gain in less than a year, if they meet
their Society’s qualifications for advancement.

The chapters on Magic (pg.333) and Secret Societies (pg.457) go deeper into the arcane and

the clandestine organizations that permeate European socicety.
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1879 PLAYERS GUIDE

History of the Worlds

Asa gcnem/ rule, the most SUCCCS.SﬁI man in
/iﬁ‘ is the man who has the best itformatian.
— Benjamin Disraeli

It has been my honor and challenge to prepare this guide for those courageous
cople who will traverse the Rabbit Iglole to our newest colonial holding, the
Erosvenor Land. | sincerely hope that you will find this guide to be most useful,
if not utterly indispensable.

Owing to the fact that you, gentle reader, may not have been fortunate enough to be born
into the greatest nation on Earth, this guide also speaks at length about our recent history, so that
you may better understand what is cxpccted of you, as well as what lies ahead. [ do not use the
word courageous lightly. The Grosvenor Land is full of perils both obvious and subtle, and only
well-prepared individuals will succeed in the tasks set before them. Whether you are here as a fortune
seeker, sanctioned explorer, or hearty settler makes no difference. This guide is one of the keys to
being well-prepared, and thus a key to your success.

This guide is divided, like Gaul, into three parts: a recent history of Britain; a description of
Britain’s Earthly possessions and protectorates, and the other political powers of our world, alon
with some reference to cultural and lcgal situations; and a survey of the Grosvenor Land. Part the
first provides context for all the rest. Part the second enables you to understand your place, cither as
a subject of the British crown representing your land in a new world, or as a foreigner expected to
exhibit proper conduct as outlined in The Gentleman’s Code, a separate publication available from
the esteemed MacMillan and Company. Part the third covers the geography and settlements of the
Grosvenor Land as they exist at the time of this writing.

[ should like to thank Dr. William Stubbs, chius Professor of Modern History at Oxford,
for his invaluable advice and critique of my work on recent history. I also extend my gratitude to
all the brave souls who have ventured into the New Land to bring back tales for the rest of us.
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[ wish you the best of luck in your endeavors. What you do is not only for you, but for all
of Britain, and the world. God Save the Queen!

Edward H. Bentley, MA.

Professor of Modern History

Oxford University

The Divergence

After Prince Albert’s crippling fall in 1860, a distraught Queen Victoria spent all of her
available time at her consort’s side. Desperate to help him recover, she spent over a year calling in
doctors, healers, mystics, and religious figures, all with no apparent effect. It was in May of 1862
when, at Prince Albert’s insistence, Queen Victoria attended the International Exhibition of Industry
and Science, and the spark of scientific potential lit within her. From that moment forward, she
threw the entirety of her being into technological pursuits in hopes of finding some sort of cure
for Albert’s enfeebled state.

Our Queen offered lavish rewards and entitlements to anyone in England who could make
significant breakthroughs, regardless of social class or nationality. This caused quite the uproar, but
Queen Victoria would not be denied. She was a ruler newly empowered by a just and righteous
cause, and ruthlessly dealt with any who stood in her way.

With all the false modesty of a quiet uprising, the International Workers Association formed
in 1864, uniting anarchist political groups with trade unions, along with all the working class
innovators too poor to afford laboratories or scientific equipment. Their leaders swore dedication
to curing Prince Albert’s condition, thus carning a level of protection and modest funding from
the Throne. Millions joined the organization, but initial scientific progress produced only novelty
level technological advancements. A resource they secretly provided, which Queen Victoria readily
exploited in exchange for continued funding, was an endless number of eyes and ears to seek out
progress in all of its forms. This covert offshoot group, the Working Reliables, maintained a public
dislike for the Crown within the IWA, while remaining her faithful servants in private. Rumor has
it the Levellers are also at work within the IWA, but no hard evidence of the latest incarnation of
that most secretive organization has yet turned up.

By 1865, the V%’orking Reliables had discovered ]ames Clerk Maxwell and ]ohn Alexander
Reina Newland, two promising scientists with breakthroughs in electromagnetism and chemistry.
With Maxwell and Newland as the founding members, Queen Victoria generously funded an
institute of research, The Royal Science Conservatory, a unified council of scientific societies under
a single roof, complete with staff and annual budget for materials. The Queen established the Royal
Conservatory in the recently refurbished Burlington House, which had been originally designated for
the Royal Academy of the Arts. A vocal but initially ineffectual group, the Anarcho-Artists, protested
the choice of science before art in the streets, fearing that progress would entirely overshadow art
in all of its forms.

The previously all but defunct Pre-Raphaelite Brotherhood, led by William Morris, changed
its core purpose and formed a secret society in Chelsea with a charter specifically to champion art
over anything else.

The first major Conservatory breakthroughs brought steam-driven water and sewerage systems
to London, starting a new era of healthier living for the City’s residents. As reports of the success
of the Royal Conservatory spread, the Great Game (the cold war of espionage among the European
nations) expanded from political maneuvering to international scientific espionage. [nformation,
discovery, and ingenuity became the quiet currency of the global shadows. New societies formed,
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along with organizations created for stealing
and/g or protecting scientific discoveries and
experiments.

In l868, Queen Victoria and Prince
Albert attended the Royal Aeronautical Society
exhibition at London’s Crystal Palace. Seeing
John Stringfellow’s new steam engine design
inspired her to add a new wing to Burlington
House dedicated to the study of steam
technology. The WA began to incorporate
steam technology into their factories and the
tools of the fields. While the IWA leaders
touted this as a way of rcducing the reliance
of the commoners on the Crown, the Reliables
remained silent on where they had procured
their funding, and the implcmentation of
these devices actually increased unemployment
throughout England, especially in and around
London.

Independent of the Royal Conservatory’s
steam engineering efforts, the following year
a young engineer named Charles Parsons,
who worked at the firm of W.G. Armstrong,
made a singular breakthrough. He developed a
microsteam engine the size of a bushel basket,
with the output of an engine many times its
size. These microsteam engines revolutionized industry, leading to further breakthroughs in steam-
powcred vehicles, assembly line factories, and much more. Later versions have achieved considerable
power from an engine the size of a football, and motive power from an engine whose entire works
can fit into a cigar box with room left over.

Even as the Royal Conservatory continued to publish papers recognized around the world,
Prince Albert remained an invalid. The Queen increased her reward offers and reached out to
every university in England. During this tour of academic institutions, Elizabeth Garrett Anderson,
Britain’s only woman doctor, petitioncd Queen Victoria for women’s rights in the fields of science
and medicine. The Univcrsity of Bombay, in British India, and the Ecole de Médicine de Pondichéry,
in the French Puduchcrry rcgion of lndia, had alrcady been granting medical degrccs to women
for many years. Queen Victoria remained unsympathetically neutral on the subject, but did give
Dr. Anderson a modest grant to research the common diseases of London, including cholera and
typhoid. A year later the Queen’s son, Albert Edward VII, Prince of Wales, contracted typhoid.
Queen Victoria quickly called in Doctor Anderson to demonstrate what progress she had made in
her medical exploration. While it is unclear how much Dr. Anderson did to hclp, Albert Edward
survived, and the Queen’s posture on women and science and medicine radically transformed.

Queen Victoria sought out John Stuart Mill, who had proposed an act to grant women
the vote years carlier. While he was no longer in Parliament, he still held influence, and with the
support of the Crown, he managed to convince the House of Commons to pass three critical
laws throughout 1872. The Medical Act gave women the right to hold medical degrees and the
requirement for medical and university institutions to allow them equal access to education. The
Married Women Propcrty Act enabled wives to l)uy, own and sell property and to keep their own
carnings.
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The New Reform Act of 1872 gave urban woman who were heads of households and were
once married (i.e., widows) the right to vote in the elections of the House of Commons. While this
resulted in only a very small minority of women voters, it sent a strong and empowering message
to the female population of the nation.

By the time these acts passed, the Queen had admitted Doctor Anderson to the Royal
Conservatory, along with Joseph Lister for his groundbreaking work in surgical sterilization through
carbolic acid, and had complcted construction on the Elizabeth Anderson Women’s School of
Medicine. The “Edinburgh Seven,” a group of women previously denied an education in the medical
field, were the first admitted.

That same year, Gordon “Cyro” Gehrlaus, an engineer at the Royal Small Arms Factory,
developed a self-propelled round for the Martini—Henry rifle. Dubbed a Gyrockct, or Thunderbolt
round, it had significantly more range than the standard Boxer—Henry cartriclgc, with a flatter
trajcctory that afforded grcatcr accuracy. Howcver, difficulties in mass production led to it bcing
issued only to elite military units and commanders.

Following the Franco-Prussian War, Prussia forsook the silver standard, throwing Europe into
economic turmoil. To combat the Panic of 1873, boost the morale of her subjects, and stimulate
both the British economy and international trade, Queen Victoria ordered the release of several
technological innovations from the Royal Conservatory to the general public. These included flush
toilets, bicycles, incandescent lamps, steam carriages, and antiseptic carbolic soap. The most well
received development, however, was the steam powered personal walking frame, a large, bulky
metal bubble with mechanical legs designed to allow invalids (most notably Prince Albert) to be
indepcnclcntly mobile. At last Victoria’s darling husband could leave the palace on his own, and the
Queen was ecstatic.

As part of the celebration of this event, she funded a project to illuminate the streets of
Codalming with hydroelectrically powered arc lights. The Royal Conservatory subsequently announced
Burlington House as the world’s first electrically illuminated building. (Baron Armstrong’s Cragside
manor had been fitted with a Siemens dynamo in 1870, but wouldn't get an arc lamp in the Gallery
until 1874, rcplaccd with ]oseph Swan’s incandescent bulbs in 1876.)
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Just a few months later, John Tyndall discovered the antibiotic properties of the penicillium
mold. He recognized the significance thanks to his familiarity with the work of Louis Pasteur,
with whom he maintained a regular discourse. Penicillin production headed off numerous diseases
throughout the Empire. Tyndall was rewarded with a knighthood and substantial monetary endowment.

The sight of Prince Albert at the Queen’s side again made the Royal family more popular
than ever. Hundreds of thousands regularly turned out to see him walk around in his machine, by
this time a more streamlined and less bulky version. On the first of May, 1875, in front of one
of the largest crowds ever assembled in London, the Prince announced that the 25th Anniversary
of the Crystal Palace Exhibition would be celebrated with the Great Silver Exhibition, to open Ist
May of the following year.

The great minds of the time, including Alexander Graham Bell and Alfred Nobel, approached
the Queen and Prince with their latest inventions, and obtained grants and sanctions to greatly
expand their work. Then Professor Oswald Meredith Grosvenor’s device seized the focus of the
nation.

The Grosvenor Experiment

In August 1875, Prince Albert began organizing a 25th anniversary of The Great Exhibition
of 1851. The Silver Exhibition of the Works of Industry of all Nations was planned to run from
1 May to 15 October 1876. Industrialists, scientists, and inventors of all stripes flocked to London
to set up their exhibits.

One such inventor was Professor Oswald Meredith Grosvenor. Top of his class at Eton for
mathematics, classics, and all the sciences, he had gone to Oxford three years carly and gaincd a
reputation as a brilliant scientific thinker, tackling problems from most unusual angles. He closely
studied the works of Michael Faraday, William Rowan Hamilton, Charles Babbage, William
Thomson (Lord Kelvin), Charles Wheatstone, James Clerk Maxwell, and John Tyndall, as well as
many scientists from outside the empire. Much of his work involved looking at what others were
doing, combining aspects of this often diverse research, and then approaching problems from an
unexpected direction. Charles Darwin once said of him that “his brain seems to function in an
altogether different fashion from his fellows... I suspect that there is nobody alive who could honestly
follow his train of thought”. Grosvenor used his reputation to solicit enormous financial backing to
construct a truly dazzling piece of equipment for the Silver Exhibition.

It consisted of a vast array of electrical poles, cables, spinning metal discs, and coils around a
large open area. He believed that by creating powerful electromagnetic fields and subjecting them to
extremely precise harmonic vibrations he could use a form of modernized Laplacian physics to allow
spectators ‘to see through the very air itself and behold what lies beyond”. Nobody was at all. sure
what he meant, but cutting edge science was never easy for the general population to unclerstand,
and speculation and excitement grew steadily.

Royal Society members scoffed and were skeptical (to say the least) and did not want the
exhibition to have anything to do with such a spectacle. Some, however, were willing to indulge
the Professor because of his past achievements and uncanny ability to make sense out of the
incomprehensible.

Concerns were raised about the safety of his equipment in such a public environment but
Prince Albert himself, a great admirer of Grosvenor, gave his personal approval for the display.
He offered the park grounds between Greenwich Observatory and Greenwich Palace as a suitable
location for the experiment. This was far enough away from things for safety but with good visibility
for all to see. Grosvenor quickly agreed saying that the Greenwich meridian offered the perfect spot
to make things happen.
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Scheduled for Ist June, minor equipment problems prevented Grosvenor and his team from
producing enough power for his demonstration, but on 6th June the whole structure began to hum,
crackle and vibrate with a terrifying intensity. As the afternoon wore on, a rare thunderstorm with
lightning approached. At precisely 15:02, after a tremendous build up, lightning split the sky and
struck the apparatus, creating an extraordinary flash and then silence.

Once the spectators could again see, the professor, his team and his apparatus were nowhere
to be seen. In their place was a shimmering disc approximately 100 fect in diameter that appeared
to be made of swirling air, yet partially imbedded in the earth somehow. The area was immediately
cordoned off and over the next few days scaffolding was built around the anomaly and tarpaulins
used to conceal it from sight of the public.

Study of the anomaly revealed it to be absolutely two-dimensional, completely invisible when
viewed directly from the side. Both faces proved impervious to all attempts to penetrate them. Study
continued into the new year, with scientists from around the world ﬂocking to London for a chance
to study the Greenwich Anomaly.

Life After The Anomaly

The significance of the swirling disc still being unknown, Queen Victoria ordered the
assignment of a dedicated research team from the Royal Conservatory, and moved on to more
immediate matters. Annie Besant and Charles Bradlaugh, as the Freethought Publishing Company,
had published Charles Knowlton’s 1832 birth control manual Fruits of Philosophy, for which they
were prosecuted under the Obscene Publications Act of 1857. Prompted by the urgings of Doctor
Anderson, Queen Victoria intervened, pardoning the authors and subsidizing the book’s publication.
Almost immediately, the rampant population expansion in London fell away. The book and the royal
approval of the idea gave women an even greater sense of independence and control over their lives.
In response to this and other issues, American suffragettes Victoria Woodhull and Tennessee Claflin
traveled to England, and began a movement to expand voting rights across England.

Meanwhile, the appearance of the “Rabbit Hole” sent shock waves through the communal
awareness of the known world. In New York City, Helena Petrovna Blavatsky (a Russian occultist
author), speaking on behalf of the Theosophical Society, declared that the Portal was the singular
most significant event in all history, and belonged to the world, not to a nation. She claimed it
connected to the world of the spirits, which she called the Mahatmas. This led to the formation
of the Neo Hinduism movement, which quickly gained popularity in the United States and parts
of London.

Neighborhood watch groups formed to protect themselves from whatever they imagined lurked
just beyond the Portal. William Morris had previously helped found the Society for the Protection
of Ancient Buildings as a front for the Pre-Raphaelite Brotherhood. Now the Society turned its
interest from art to the Rabbit Hole, intending to use their access to ancient places and artifacts
to learn more about the Portal, and possibly gain power over anything that might come through it.

In March 1877, the anomaly, which had been slowly clearing, went transparent, affording a
strange reverse-telescopic view of land, as if it were some kind of window or doorway. The true
breakthrough came at precisely 15:02 on 6 ]une 1877, when the anomaly cleared with an audible
popping noise. Birds were observed at the far end flying towards the viewers when one came straight
through into the open air and flew away. The area was sealed off and the army brought in artillery
pieces to cover the anomaly, which was now referred to as The Portal. Experiments proved the
portal was navigable, but the atmosphere inside was toxic and the experience disorienting. On the
other side lay what could only be a whole new world, as at night there were entirely different stars
overhead. The anomaly was nicknamed the “Rabbit Hole”, in honor of Lewis Carroll’s works.
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A new malady appeared in London a few months after the Portal opened. Dubbed Looking
Glass Fever, the illness struck people in a random fashion, baffling doctors as to the means of its
spread. People afflicted by the disease cither shook off the effects, delirium and high fever, within a
few days, or changed physically. Many afflictions, including some of the swiftest witnessed where the
victim changed within minutes, occurred during transit through the Rabbit Hole itself.

Some people grew taller, with lithe bodies and pointed ears, losing much of their hody and
facial hair in the process. Others contracted in height and broadened across the shoulders, chest, and
hips, the men’s beards thickening substantially. Some victims gained a bit of height and considerable
muscle and bone mass, and sprouted tusks, always on the lower jaw. Still others continued to grow
to nearly eight feet in height, developing tusks, scaly or bony plates in places across their skin,
and horns somewhat like a ram or antelope. People changed by Looking Glass Fever came to be
collectively known as Boojums, although mythological and literary terms such as elf, dwarf, snark,
and troll gained use for common variants. While Looking Glass Fever was attributed to the Portal,
no definitive proof was ever established. The appearance of LGF in other parts of the world only
added to the confusion.

In December of 1878, Victoria’s second daughter Alice contracted diphtheria in the city of
Darmstadt, Prussia. The recent construction of an international telegraph system brought the news
to the Palace quickly enough that the bulk of the Edinhurgh Seven and Dr. Elizabeth Anderson
herself were able to travel to assist the princess. This time, using a method of heat-treated diphtheria
toxin, it was clear that the medical advancements of the Women’s School of Medicine saved their
patient’s life. The same day she heard that Alice recovered, Queen Victoria called for the House of
Commons to consider a law granting women in general the vote.
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That New Year's Eve, the Royal Conservatory presented Prince Albert with a new personal
walking frame. With the ingenuity and leadership of James Clerk Maxwell, and the incorporation of
Charles Parson’s microsteam technology, the device had been refined into an exoskeleton with half
the mass and bulk of the original clumsy and primitive prototype. The Anarcho-Artists immediately
censured the device for its implied potential to be used as a tool of warfare.

Expansion into the Gruv

Over the next two years, a fully enclosed iron-lined steel tunnel was built and pushed through
the portal to the far end, creating a means to traverse the portal without a protective suit. Four rail
lines, one road and a Walking path were laid in the tunnel. The far end became the site of a rail
yard and fort, code named Fort Alice, completed in ]anuary 1879. This became the foothold of the
British in the new world, from which they would strike out to lay their claim on the lands beyond.

The new world could not be called “the new world” forever. A petition for naming was made
and Her Majesty declared the new world to be known as the Grosvenor Land, no doubt influenced
by the Prince-Consort’s close fricndship with the deceased inventor. After a few months, most grew
tired of saying the lcngthy name, and an unofficial short version began circulating. In no time the
Grosvenor Land was known to most as simply “The Gruv”.

Even while Fort Alice was being built, groups were striking out further and further away,
establishing small villages and towns wherever the geography was favorable and resources plentiful.
London’s workhouses were turned out and their population shipped en masse to the new world
where plentiful work awaited. The Gruv turned out to be a world rich in natural resources including
timber, coal, copper, tin, iron, silver, gold, and more. The earth was rich and most crops grew well,
and wildlife was plentiful.

Seven months after the Rabbit Hole opened, colonists began to encounter the more hostile
wildlife of the Gruv. Insect and spider-like creatures, some up to the size of a beer lorry, burrowed
under railroad tracks, collapsed construction, and attacked settlers. The entire population of New
Wigan, and an investigating company of soldiers, were massacred by what could only be described
as giant fleas. But these encounters were only precursors to the most deadly threat the British would
face.
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The Saurids

After five months of exploring, a party sent by the army to survey the local landmass came
to the western coast. There they found a settlement of bipedal lizard-like humanoids that were under
attack by a group of their own species. The sergeant in charge ordered his men to help the ones
being attacked. The attackers were swiftly driven off and the soldiers found themselves welcomed as
friends. It took only days to begin basic communication with the Saurids, as they were dubbed, as
they took to communication by picture and gesture quite quickly. Within a month many Saurids
had picked up rudimentary English, which was fortunate since humans scemed unable to properly
speak the Saurid’s sibilant tongue. That’s when they found out the act of saving the settlement had
indebted the Saurids of that tribe to the British Empire, but it wasn't just that village. The tribe
had scores of villages and numbered many thousands strong. The British suddenly found themselves
with hundreds of eager recruits willing to join the army.

They were skilled fighters, with knowledge of the dangers of the wilderness, a love for the
thunder of guns and cannons, and an absolute yen for the color red. By the end of the year, red-
coated Saurids were seen training with human troops at Fort Alice.

The Samsut

On 8 November 1878, a patrol near the settlement of New Capetown encountered a group
of stran%ely dressed humans. They spoke no recognizable language and appeared as shocked to
see the British soldiers as the soldiers were to see them. They brought back others of their kind,
apparently of a higher rank. Enough communication was made in the form of pictures and gestures
to indicate the people would bring back a delegation of some kind to meet with them. Words of
their language were written down and taken back to l_.ondon, where they were identified as a form
of ancient Akkadian, possibly Babylonian. After an intense search, a scholar was found who could
speak some of the ancient tongue. He was promptly put on the next train through the Rabbit Hole.

The delegation of humans showed up at New Capetown on 4 January 1879. They were clearly
divided in three different social classes. The leader was dressed in flowing clothes of fine cloth
accented by copious amounts of gold jewelry, and was young, strong, and handsome in appearance.
His dress and mannerisms evoked a feeling of the pharaohs of ancient Egypt. His guards looked
older, but obeyed without question. There were also people who were obviously servants, or perhaps
slaves. A group of them were completely covered in hooded robes, so that nothing could be seen
of them. The leader of the delegation spoke and the scholar translated.

They were the Samsut, descendants of people from the ancient land of Babylonia. War and
invasion had driven them out of Babylon and surrounding lands, and forced them south. Fleeing the
army attacking Babylon, they came upon a “great door in the air”. It led the refugees, thousands
strong, to this new world. Hailing their king Samsuditana as their savior for invoking a miracle
from the god Marduk, they renamed themselves the Samsut in his honor and settled the new land.

Before long they discovered ruins of an ancient city containing items of unidentifiable purpose,
including a great, arcane machine at the center of the city ruins. Other cities were discovered further
out from their arrival point; each contained the arcane machine at their hearts. It took centuries, but
eventually they learned the machine would “take and give the breath of life”. The machine gave the
leaders virtual immortality, while greatly extending the lives of their faithful followers.

The next thing the Samsut leader said confused the translator. The best he could translate
was that they wanted the dead in exchange for the British settling the land. Not understanding,
the translator begged pardon and asked the leader to repeat what he said. The leader complied
and repeated the words. Upon seeing the confused look on the translator’s face, he motioned to a

nearby guard. The guard walked up to one of the hooded servants and flipped back his hood. The
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British were horrified to see a decayed face of
an obviously dead man, only this dead man still
moved. Members of the British delegation were
shocked and outraged.

To use some form of devilish magic to
animate the corpse of a man who should be
interred was intolerable. The British colonel in
charge of the meeting began to shout at the
leader, who looked taken aback, then angered as
the scholar translated the colonel’s declaration
that the British would not deal with people who
desecrated the dead. The leader gcstured, and the
corpse began to walk towards the colonel. To
this day, no one is sure what the Samsut leader
intended, but the shock was too much for some
men. Without orders, several soldiers opened
fire on the walking corpse. Unfortunately their
aim was off, and the Samsut leader fell after
being struck by two rounds.

The colonel and other officers present
immediately called for cease fire, but the damage
had been done. The Samsut guards picked up
their fallen leader, ignoring the translator’s
pleas to understand that what had happcncd
was a grievous mistake by frightened men. They
simply departed without further hostility, after
delivering a message: “You have committed a
deed which cannot be forgivcn. You do not
respect the balance.”

The transcript of the encounter with the
Samsut delegation was sent back to London
to be reviewed. The Parliament quickly voted
to declare war on the Samsut people for their
aberrant practice of making the dead walk.
The Samsut were portrayed as followers of
the worst evil, likened to the Thuggcc. This
sensationalism naturally fired public outrage,
which made it rather casy to sell the people on
a new war. Recruitment drives were begun to
swell the ranks of the military. It was swiftly
realized that the British army alone might not
be largc enough to take and defend territory in
the Gruv.

For the first time, British colonials were
invited to join the army, and existing colonial
regiments were brought to London to make the
journey through the Rabbit Hole. Sepoy troops
from India, Maori warriors from New Zealand,
and Zulu riflemen and spearmen from South
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Africa all came to join the British army proper. The tunnel trains ran day and night for weeks to
ferry soldiers and supplies to Fort Alice. As soon as companies were assembled, they were sent out
to reinforce settlements, outposts, and strategic locations.

Two months after the fateful first meeting with the Samsut, some of the more remote British
settlements came under attack. There were few survivors, as the Samsut took all - living and dead
- with them after the attacks. The British army first engaged the Samsut in battle on 12 March
1879, outside the mining village of Bourne’s Hill. The Samsut proved to be tough opponents. Their
living troops used a kind of rifle that fired a bullet, but without gunpowder. The skeleton and zombie
troops seemed to be without fear, and would keep coming even as they were being cut down. The
Samsut even had cavalry; men who rode strange horse-like creatures. The British army was forced
to retreat after seven hours of sustained conflict. Only during their next conflict, a day later, did
they realize they had made a mistake. The Samsut had rejuvenated their zombie companies with the
addition of dead British soldiers. The second battle was even more dire, as soldiers had to face their
dead comrades. The army was forced to retreat, leaving Bourne’s Hill in the hands of the Samsut.

By early April, information of the Samsut’s capabilities as well as captured weapons and
technologies had been sent to Fort Alice for analysis. Within a week, miasma masks were being
produced and issued to troops to combat nausea from the stench of zombie troops. Tactics were
reviewed and revised to combat the unique threat of the Samsut and their undead soldiers, and the
first steam-driven vehicles built exclusively for war entered the conflict.

Life on the Warring Frontier

Conlflict with the Samsut has been largely restricted to the land bridges that connect the
Grosvenor Land, since revealed to be a massive peninsula the size of the entirety of the British Isles,
to the Edeesmatu, the Samsut homeland, which from preliminary reports is an entire continent of
its own. With this constraint, the rest of the Gruv has been readily available for exploration and
colonization. The Saurids, of course, have had some opinions on this and, not wishing to repeat
the more noteworthy fiascos of the North American colonization, Her Majesty’s government has
wisely chosen to consult wit the Saurids as to where the people of Earth might settle without
conflict. Sometimes this consultation has not gone as well as it might havc, and conflict between
Terrestrial colonists and Saurids does occur, but thankfully this has not significantly slowed the rate
of progress. Expansion continues, east and south into the Darlington I\%ountains, north into the
CGladstone Mountains, and westward towards the great forest and the Straits of Darwin. With so
many hundreds of miles of territory waiting to be explored, tamed, and settled, generations may go
by before it all lies under British rule.

Life Back Home

In order to maintain order and protect Her Majesty’s subjects across such a vast land, many
more soldiers were needed. Colonial militias were regularized, putting the Sepoys, the Bengali
Lancers, the Maori, and the Zulus into the red coat of the British Army. The Zulus brought women
as well as men to the ranks, having a long tradition of female warriors, with an elite female-on]y unit
still known as Shaka’s Own two reigns after the king who organized them. Once the Zulu women
wore the red, no good reason could be found to bar any other woman. The British Army had a
history of women in the front ranks, disguised as men, going back hundreds of years, as did every
other military, but now women could serve openly, and in the officer corps, not just the enlisted.
The Navy, citing possible issues in the confined spaces of a ship at sea, continues to resist gender
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integration, but finds itself increasingly strapped for able hands as a result. The Army, meanwhile,
now reflects the Empire it serves, in color of skin, ethnic background, and gender.

Passed in February, the Suffrage Act of 1879 gave all men and women who owned a house
or paid at least 10 pounds a year in rent the right to vote. This granted approximately sixty percent
of the men and fifty percent of the women of England voting rights, and marked the last bit of
social change before events surrounding the Portal finally consumed the collective consciousness of
the nation.

After the brutal defeat of British forces by the Samsut in April of that year, Victoria added a
Military Applications Branch to the Royal Conservatory, and the focus of the Royal Family shifted

towards the possibility of war.

Gender Issues

1879 is a tumultuous time for gender issues. Women have been expected to be both the
self-sacrificing angel and the servant-driving general of the home, tending to their husband’s needs,
organizing and implementing social functions, and raising the children, all while having no legal
rights to property or wages. Now, thanks to Her Majesty and the urgings of Dr. Elizabeth
Anderson, within the last seven years women have suddenly found themselves able to maintain their
own wages, earn degrees at universities, have some modest control over their reproductive systems,
and for those who, cither by themselves or with a spouse, own houses or rent moderate apartments,
even vote. Combine that with the push for everyone to contribute to science wherever possible, plus
the Prime Minister’s call for all able-bodied hands to consider service in the military, and a new
world of opportunities has opened for women in Britain.

Laboratory coats and military uniforms now compete with fashions designed to accentuate
a woman's separation from the world of work. Men now find the fair gender sitting beside them
in college lecture halls, offering them medical services, or accompanying them to the rifle range.
Politicians have to rethink their strategies, finding new means of dealing with the electorate beyond
the cigar smoke-filled parlors of men’s clubs and brothels.

The women of the working and lower classes do not enjoy the right to vote, for the most
part being unable to afford a proper home and sometimes sharing an apartment with several other
families. They are, however, most likely to be drawn into the enlisted ranks of the military or, where
permitted, the machine operators of factories.

The publication of Fruits of Philosophy not only addressed the issue of reproductive control,
but brought into question the generally accepted sexual practices of the era. Upper- and middle-class
women were expected to have no more physical contact with a man before marriage than passionate
hand holding, modest public dancing, or the very occasional kiss. One out of every three working-
and lower-class women, on the other hand, was pregnant when she got married. Fruits of Philosophy
presented the ideas that working-class families could decide how many children they would have,
and that it might be possible for upper-class women to practice more amorous behavior without
bringing scandal to their family names. The resulting geological shift in morals and mores still
rumbles through society, the tremors not yet subsided.

Fducation

Education throughout the empire was unequal for centuries. The sons of gentlemen received
their initial education at home from private tutors or a governess until approximately age 13, when
they were sent off to a boys-only boarding school. For the next five years, the boys would wear
a uniform and study Latin, Ancient History and other staples of a classical education, all while
harassed by the upper classes and subjected to severe corporal punishment (flogging day was usually
reserved for Fridays). Those aspiring to Parliament would head off to Oxford, while those with
a more scientific bent would enroll at Cambridge. Daughters, on the other hand, were normally
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educated entirely within their own homes. Only the most fortunate few were sent off to a boarding
school, sometimes called a finishing school. They studied the arts, such as dancing and music, and
sometime accounting, sewing, or geography, with which their education ended.

Middle class children of either gender were less likely to learn outside the home. For the
working- or lower-class child, even literacy was out of the question.

The Queen’s many reforms worked to close the gender gap somewhat, creating a handful of
new all-girl boarding schools around Britain, while also opening up the college campuses to women.
For a number of reasons, including the predominantly female staff and faculty, the most popular
university for women by far was the Elizabeth Anderson Women's School of Medicine.

The push for science has influenced the boarding schools, changing curricula to include the
premiere topics as determined by the Royal Conservatory. In the last few years, people below the
middle class have grown to recognize the potential value of a simple innovation in the eyes of Her
Majesty’s more learned servants. Many of the poor now listen outside the windows of boarding
school classes, or volunteer at scientific or medical institutions in exchange for tutoring. The petty
theft of the streets has taken on some moderate revisions, making textbooks, unpublishcd scientific
treatises, and wondrous contrivances increasingly popular on the black market. The penalties for
body-snatching have gone up considerably, in light of comparison with the Samsut practiccs, but at
the same time, the trade in fresh corpses has become more lucrative. The recent Promethean scandal
came as both an explanation and a justification, with a cult of Weird Science maniacs experimenting
with the very nature of life itself.

Where Is This All Coing?

That’s the question most asked in the tabloids, on the streets, in the Houses of Parliament,
and in the board chambers of the great firms. Technological progress has accelerated to a frightening
speed, where even the great calculating machines that were thought so clever are obsolete in six years’
time. Society has been set on its ear so often it gets dizzy trying to stand upright. Women voting
and serving in the armed forces, boojums appearing in our very midst, and a race most demonstrably
both intelligent and not at all human raising questions of Creation and Evolution leave the average
subject of Her Majesty dazed, all at sixes and sevens. What will our world look like in five years’
time? In ten? What wonders will our descendants have to contend with, or live alongside? In the
midst of all of this uncertainty, one sure thing may be found, one touchstone, one anchoragc point,
that gives all of us somcthing reliable in our lives.

Britain Prevails.

God save the Queen!
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1879 PLAYERS GUIDE

R&CCS

Evcv}/ person, every race, every nation, has its own particular keynote which it brings fo
the genem/ chord of life and of ﬁumam’t/. lﬁ‘ is not a monotone but a man}/-sm'nged
ﬁarman/, and to this barmozl}’ is contributed a distinctive note b}' each individval
~ Annie Besant

c ; hile species and sub-species might actually be more accurate terms

from a scientific standpoint, the Victorian woﬁd was obsessed with the concept of
race. We have deliberately left out the overt racism of the period, but in a nod to
the obsession, kept the term “race” for the various forms of intelligent life on Earth
and the Gruv. TEis chapter describes the races, and provides game mechanics for
playing them as characters.

Humans

Earth has no non-human races. Boojums, those people transformed by Looking Glass Fever
(LGF) into various sub-types, are still technically human, as they come from human root stock.
They have their own section because of differences in game mechanics. The currently accessible part
of the Grosvenor Land is dominated by two types of humans: the Samsut, whose ancestors came
from Earth; and the Terrestrials, those people who have arrived from Earth via the Rabbit Hole.
While children have been born to Terrestrials on the Gruv, none of them are yet old enough to be
considered for player characters.
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Terrestrials

Terrestrials are those people born on Earth,
cither living there or in the Grosvenor Land, and
those of Earthly descent born in the Gruv. This
includes both standard humans and members of
the four Boojum races (elf, dwarf, snark, troll).
Any ethnicity or variation that existed in the late
Victorian era is available, although some may
require more explanation than others as to why
they are going off adventuring. Game statistics
for humans do not vary according to ethnicity.
They do vary based on Boojum status, with
each race having adjustments to the human base
statistics. Skill selection is based on background,
and thus ethnicity will have an impact. A British
Soldier from Manchester isn’t going to know
much about wilderness survival, and a Zulu
Tribal Warrior won’t have a Streetwise Skill.

Sams ut

Descendants of the ancient Babylonians, Akkadians, Hittites, and other Semitic peoples, the
Samsuts’ ancestors passed through the Babylon Portal thousands of years ago. While some genetic
drift has occurred in that time, it'’s not enough to consider the Samsut as anything other than
human. The differences between Terrestrials and Samsut are cultural and technological in nature, not
racial. Only the top caste, the Amelites, will have any differences in statistics from other humans,
and those are the result of Life-Giver technology application.

Samsut player characters will be covered in a future sourcebook that will also describe the
Samsut culture, Skills unique to the Samsut lands, and so forth. For now, the Samsut must remain
something of a mystery.

Boojums

Boojums are considered separately from humans because their physical and mental
characteristics have been altered by their encounter with LGF. When creating a Boojum character,
remember that Boojums were human until just a short time ago. Some of them are still adjusting
to their new existence. They have no culture or language of their own. Boojums generally keep their
pre-LGF names, although a few have changed their name to sever family connections. Names can
therefore be anything possible in the culture in which they were born.

94




Chapter 4 I

Dwarf

Short, stocky, and muscular, dwarves
average three and a half feet tall and nearly as
broad. LGF compresses their forms similarly to
achondroplasty, shortening their arms and lcgs,
as well as shortening and broadening their torsos,
creating a race of barrel-chested mesomorphs.
Dwarf men grow heavy, full beards. Dwarf
women do not grow facial hair (with the rare
exception — even humans have the occasional
bearded lady). Their eyes are adapted to see heat
as a form of light, giving them access to a range
J of colors that humans cannot even imagine.

By

Elves average a few inches taller than humans.
Their build tends toward the slender in both men
and women, with minimally pronounced primary
and secondary gendcr characteristics, elves being
somewhat androgynous. Their ears taper up to
points, but are not markedly elongated. The top
of the ear generally comes up just short of the
top of the skull.

Elven ears are no more mobile than those of
a human. Their eyes, however, are catlike, shining
in the dark. This is due to reflective surfaces
inside the eye that allow elves to see clearly in
light too dim for a human to navigate. A single
candle lights a room sufficiently for an elf to be
comfortable. They can read by moonlight. Elves
tend to have little or no body hair, including
facial hair. Elven men don’t normally grow
beards, although there are rare exceptions. Their
high cheekbones and almond-shaped eyes give them a somewhat Eastern appearance.

Elven skin tone and hair color vary considerably, and do not necessarily reflect the pcrson’s
pre-elven race. Someone who was dark-skinned before LGF might find themselves pale afterward,
while someone with light skin could find themselves the color of old mahogany. Hair color can be i
anything found in nature, which doesn’t limit it much when you start looking at flowers and bird . 1

|

feathers.
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Snark

A few inches taller than humans, like elves,
but broad and muscular like dwarves, snarks
stand out partly for their build and partly for
their tusks. LGF causes their lower canines to
enlarge massively, projecting an inch or more
out of their mouths. Their features coarsen
in general, making them unattractive to most
humans. Their body and facial hair are both
profuse, snark women not growing beards but
having heavy brows and the occasional stray facial
hair. Snarks can see in low-light conditions as
well as elves. They have the proverbial cast iron
stomach, being able to eat pretty much anything,
and being generally more resistant to toxins
and disease than any other race. LGF seems
to leave them somewhat unbalanced mentally.
Snarks have a foul, savage temper that goes off
unpredictably, sending them into a berserk rage.
After the storm subsides, they spend considerable time depressed and ashamed of their behavior.
Many snarks become cautious in their dealings with others, fearful of losing their self-control.

Troll

Trolls  suffer ravenous hunger during
their bout with LGF, as they grow rapidly and
massively, achieving a size of eight to nine feet
tall and a weight of five hundred pounds or
more. Because of this, they normally come from
families of a Social Level of 2 or higher, as
Social Level 1 families simply cannot afford
enough food and the incipient troll starves to
death. Trolls, once changed, may fall in Social
Level from their familial origins. Like snarks,
their lower canines cnlargc into tusks three to
four inches long. Bony deposits form in their
| skin, providing some degree of natural armor,
but creating a rough appearance. They sprout
horns, usually two and on opposite sides of the
head, but sometimes one or three. While the
horns have a similar appearance to those of a
ram or a gazellc, they rarely grow in such an
orderly and symmetric fashion. Their body hair becomes more profuse, although not as much as
that of a snark. The mens’ beards thicken, although not so much as that of a dwarf. Between the
horns, the tusks, the bony deposits, and the sheer size, trolls present a frightening aspect to other
races. The distance and isolation this creates has deleterious effects on the troll's mind, leavin
them sad or angry at their lack of social contact. Their inability to enter most buildings further
compounds the issue. The average troll cannot even go into a pub for a pint, barring them from
this most basic of British activities.

96




Chapter 4

Saurids

Native to the Grosvenor Land, the Saurids appear to have descended from something
resembling a dinosaur the way Mr. Darwin says that humans descended from something resembling
a monkey. Bipedal, but with a long, heavy tail similar to that of a theropod, thcy stand an average of
five and a half feet tall with a lean and muscular build. The tail, while not prehensile, can be used as
a support, for balance, or with training to wield a rudimentary weapon, such as a spike. Their hands
have three fingers and a thumb each, and their birdlike feet two large toes on the front and a stubby
single toe on the back, all digits sporting non-retractable claws. Their heads are decidedly saurian,
with a Iong snout, quite a few teeth, and a crest that rises and falls with exertion or emotion. In
color, thcy vary from green to blue to brown, with a lighter, often contrasting color down the front,
although some have been seen in warmer shades, rusty reds and dusky orange, like leaves in the fall.

Saurids hatch without gender, and are nursed by the males. At or about the age of twelve,
they pass through a ycar-long Change, called kayissa, acquiring gender and physical maturity. Those
rare younglings who do not pass kayissa, and do not acquire gender, grow to sterile adulthood as
sil'kayissar, the Unchanged, and are treated as a third gender. Most tribes have customs surrounding
the Change, including assigning large amounts of physical labor to the youngling, to keep them
tired so that they are less grumpy. Some tribes use a child-name for the young that is discarded for
an adult name when they pass through the Change.

The Forest tribes have a magical ritual, the Rite of Crossing Opver, that allows a mature
Saurid to change their physical sex to match their gender identity, creating the ki'isna, or Changed
Ones. The Plains and Mountain tribes reject the ki'isna, sometimes violently, as arrogant, having
defied the decision of the gods as to their physical form. More detail will be provided in the
upcoming Saurids sourcebook.

While there are Aquatic Saurids, both freshwater and saltwater, the land-dwelling Saurids have
little commerce or interaction with them, and strongly advise the Terrestrials to avoid them as well.
Apparently the Aquatics are savage, nearly feral, and difficult to negotiate with, best left alone. The
Aquatics have made it very clear that they regard ships sailing into deep water as an invasion of their
territory. Crossing the Straits of Darwin requires caution, keeping the ship to the shallow water
channels, and offering tribute to the Aquatics at key points. The Samsut have coastal fishing boats,
but do not venture out into the open occan, as they have yet to find an effective weapon against the
Aquatics. Again, more detail will be provided in later sourcebooks.
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Plains

The Plains Saurid race, not to be confused
with the Plains Saurid cultures, have adapted for
life predominantly on dry land. Plains Saurids
are found not only on the plains, but in the
forest and the mountains, with three primary
cultures identified in the Gruv thus far. They
remain  somewhat amphibious, but can only
breathe under water for a half an hour or
thereabouts before the capacity of their vestigial
gills is exhausted and they must return to the
air. While they prefer a full immersion at least
once a day in order to avoid their skin drying
out, they refine a number of oils from nuts,
grains, and animals that will kecp them in decent
enough shape for a while. A Plains Saurid who
hasn’t gotten a dip in the river in more than
three days, howcver, is going to be itchy and
grumpy no matter what sort of skin oil they've
been using.

Names

Names vary by culture. Plains tribes are patriarchal, with a Personal son/ daughter of Father
naming structure. Forest tribes are egalitarian, with a Personal of Family naming structure. Mountain
tribes are matriarchal, with a Personal son/ daughter of Mother of Family naming structure. Sibilants
tend be elongated in pronunciation, but not emphasized. Examples:

Plains: Larayin virn (son of) Krohisor, Tikisna vrint (daughter of) Houesta

Forest: ]iksuthi of Tschlodram, Daurenk of Houmotla

Mountain: Kavarsu virn (son of) Cormudram of Sylos, Duvame vrint (daughter of) Trisai of

Krosel
Kistalmi

Known to the Earth people as Tree Saurids
or Gliders, but to the Saurids themselves as
Kistalmi, these Saurids resemble the Plains sort
except for the patagium, the gliding membrane
that stretches from wrist to ankle on each side.
Similar to the wing membrane of a pterosaur,
or the gliding membrane of a ﬂying squirrel,
the patagia allow the Kistalmi to glide through
the air. Where Plains Saurids have an innate
fear of heights, Kistalmi actively seek them out,
becoming first restless, then frantic if denied the
freedom of the air. Kistalmi live in villages in the
high mountains, normally coming down to the
lowlands only for the annual trading of children.

Younglings without patagia hatched to

Kistalmi communities are given to the lowland
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tribes, and younglings with patagia hatched to lowland tribes are given to the Kistalmi. While the
separation is hard, a Saurid trying to grow up in the wrong community does not usually survive
to adulthood due to the stresses involved. Kistalmi have their own language, but speak the lowland
Saurid language with a bit of an accent. Their coloring tends to be lighter than that of the lowlands
Saurids, in keeping with the lighter shades found in their environment.

Names

The structure Personal of Family Tribe is used most often in Glider tribes. Names similar to
lowland Saurids are common, although with variant spellings. Examples:

Casohyi of Dylos Ktais

Syrstalos of Trisyoshnk Gdolos

Inyoshlos of Ksolah Khasu

Hulks

Hulks are atavistic Saurids of low
intelligence and great strength, hatched very
infrequently among the Plains, Glider, and
Aquatic tribes. They grow rapidly, entering
their changing year at nearly the size of a
normal adult. During this year, hulks lose their
childhood teeth, and sprout the large, jagged,
crocodilian teeth that humans expect all Saurids
, | to have. The claws on their fingers and toes,
)| that all Saurids have as humans have nails,
likewise enlarge substantially, becoming useful as
weapons. They can only be put to the simplest
of tasks as their minds, already feeble, become
overwhelmed with a desire to hunt and to kill.
Often, hulks are relegated to the status of guarcl
animals during their kayissa year, simply because
nothing else can be done with them. At the end of kayissa, they recover enough of their minds
to speak intelligibly, and to participate in their adulthood rite. They never quite lose the terrible
bloodlust.

Hulks generally reside outside of their tribe’s village in crude shelters that they cobble
together themselves, or out in the open. At full growth, they stand half again as large as a normal
Saurid. They hold positions as hunters, guardians of the tribe, and warriors, not being suited for
anything that does not involve violence and bloodshed. When Saurids go to battle, they release
their hulks ahead of them, and recover them carefully afterward, knowing that they may still be in
the grip of the war-madness.

Naomes

Hulks occur among the Plains, Kistalmi, and Aquatic populations, and do not have a culture
of their own. They use the naming practices of their tribe.
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1879 PLAYERS GUIDE

Character Creation

The law of harvest is to reap more than you Sow. Sow an act and Jyou reap a habit.
Sow a habit and Jyou reap a character. Sow a character and Jyou reap a a’cstitl}/.

— Jomes Allen

A player character in 1879 is similar to a character in a novel or a
movie. The character is part of a story, interacts with other characters, villains, and
monsters, and makes decisions that affect how the story turns out. The important
difference between a character in a novel and an 1879 character is that the player
decides how the character views life, how they conduct themselves around other
people, and what they are particularly %;)od at.

Every player character has certain basic Attributes, abilities, and Skills. Player
characters have an instinct for adventure, and the courage and personal integrity
to follow that instinct. By behaving in an extraordinary %ashion, player characters
become the heroes others admire, trust, and depend on.

61




CHARACTER CREATION

Building a Character

Crcating a character follows a series of ten steps:

Choose a Profession

Choose a Race

Generate Attributes

Determine Characteristics

Record Racial Abilities

Assign Abilities, Ranks, and Spells
Assign Skill Ranks

Determine Social Level

Equip the Character

Give the Character a History and Personality
Play the Game!

ESoeoNoUnawN—

Each step is described in detail below, demonstrating the process at each stage by creating
a sample character. Once you reach step ten, and have finished filling out the Character Sheet, the
character will stand ready to become a hero.

Let’s think about that word. We are telling the stories of competent, confident people. Thcy
gencrally know what thcy’re doing. Thcy may ask questions, have doubts, face problems that are
hard to overcome, but they are people of action, the sort who, upon seeing a problem, try to fix
it. Their solution may not work. If it doesn’t, they'll try something else. A great deal of heroism is
simply continuing on in the face of adversity. These are people who Do Not Give Up.

Cetting Started

In addition to a blank Character Sheet and a pen or pencil, you may want to use another sheet
of paper (useful for making notes as you build your character). Many decisions made when creating
a character are affected by other decisions. Your choice of race affects your Attributes, your choice
of Profession affects the abilities available to your character, and so on. You'll want to take notes
and have scratch paper to work on while you make these decisions. As you determine the values that
define your character, fill in the appropriate spaces on a Character Record Sheet.

Choose a Profession

The first step in creating a character for 1879 is to choose that character’s Profession. This
determines the Core Skills, (%ptional Skills, and Abilities available to the character, and defines
much of what they are.

Some Professions are restricted to particular Races or cultures, due to the necessary
background. For example, a British nobleman cannot be a Shaman, because the aristocratic culture
of Britain does not provide the cultural background required for summoning ancestral spirits.

A Saurid from the western forest cannot be a Byron, because Saurid culture does not include
Analytical Engines. Exccptions may be made for sufficiently dcvelopcd backgrounds, histories for
the characters that explain why they are exceptional. For example, the child of a British nobleman,
whose parents died during a Siberian expedition and who was raised by Evenkian tribesfolk, could
be a Shaman, but would have no idea how to get along with the British aristocracy.
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A Saurid who abandoned their tribe and
lived among Terrestrials long enough to learn
Engine technology could become a Byron, but
would have trouble fitting in if they tried to
return to their tribe.

Think about the character’s history.
What formative or pivotal experience set their
feet upon their path? Why did they join the
military and become a Soldier? What led them
to an interest in clockwork and the Profession
of the Brassman? Did the spirits speak to them
and bring them to the path of the Shaman,
or did someone spot their potential and select
them for training? This question sets the
history of the character into motion, provides
justification for their Profession, and creates
story possibilities once the character is in play.

As explained in more detail in the

Skills Selection

Initially, the character is limited to
picking Core and Optional Skills from their
Profession’s Initiate lists. When they advance
to the Novice Tier, the Novice Core and
Option Skills lists add to the pools. This
happens again at the Journeyman Tier, and at
Warden and Master. When the Professional
Rank rises, new Skill slots open. The player
may pick any Core Skill or Optional
Skill from the pools of available Core and
Optional Skills to fill these slots, going all
the way back to Initiate. Advancement in
Tier is dependent on the Professional Rank,
which is in turn dependent on the Ranks
of the Profession and Core Skills. See the
Character Advancement chapter, pg.259, for

Character ~ Advancement  chapter  (pg.259), more information.
characters start out as an Initiate, with a
Professional Rank of 1, and then advance
through Tiers by raising their Professional Rank, to Novice, ]ourneyman, Warden, and finally
Master. Along the way, characters learn new Skills, gain new abilities, and become more proficient
in the core practices of their Profession. This is represented by a structure of Skills, with Core
Skills and Optional Skills revolving around a central Profession Skill. Characters start out with their
Profession Skill, the Read and Write Language Skill, and the Speak Language Skill, plus six slots
that they can fill with picks from the Core and Optional lists and four slots for Free Skills. Core
and Optional Skills not picked from the lists during character creation go into pools for later use.
As the Professional Rank increases, more Skill slots open up, which can be filled with new Skills,
representing the character’s abilities broadening (see the Character Advancement chapter, pg.259).
When the Profession Skill and the requisite number of Core Skills have risen high enough in Rank,
the character may advance to the next Professional Rank. Raising this in turn advances the character
in Tier, opening up new lists of Skills.

The Professional Rank measures the character’s progression along their career path. It also
determines the amount of Karma that the character may recharge each day, which will be discussed
further later in this chapter. Meeting the qualifications to advance in Professional Rank involves
raising the Profession Skill and Core Skills in their own Ranks. Some Professions may involve a
formal challenge to advance in Tier, much like real-world career paths may have examinations for
professional certification. When a character has achieved sufficient Professional Rank, they advance
to the next Tier, for example leaving their Novice grade behind and becoming a ]ourneyman. The
Character Advancement chapter (pg.259) goes into more detail regarding this process.

The Profession Skill defines the character and the Profession. The Profession Skill must be
at sufficient Rank before the character may advance to the next Professional Rank or Tier of their
Profession. All other Skills, Core and Optional, defined in the Profession, act to support the
Profession Skill at one or two removes.

Core Skills, besides contributing to character advancement, perform two other important
functions. First, they help define the Profession. Core Skills apply directly to the Profession, being
next in importance to the Profession Skill in what the character does. For example, an Airship Pilot

would have Pilot Airship as their Profession Skill, but then would need Knowledge (Chemistry) and
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Crew Airship as Core Skills to support their work. Second, Core Skills may have Karma spent on
them to buy additional dice for Tests made with the Skill. Karma will be addressed in more depth
later in this chapter, but Core Skills gain a great advantage over Optional Skills in this regard.

Optional Skills support the Profession and the Profession Skill at a second remove, being
things that are useful for the character to know but not vital to their profession. Characters are
constrained as to how many Optional Skills they may have by the rules of character advancement.
See Chapter 10, Character Advancement, for more information on how this works. Essentially, the
character must have a certain number of Core Skills at a specific Rank, supporting their Profession
Skill, in order to advance. This leaves only a limited number of slots for Optional Skills.

Free Skills may or may not be related to the Profession and the Profession Skill. At character
creation, the Initiate Tier, these are limited to Knowledge and Language Skills, which is explained in
greater detail further along. At any point after the Initiate Tier, the character may learn Skills from
outside of their Profession, if the player can justify it in the context of the story and the Gamemaster
approves. These are called Free Skills, and are limited to a maximum Rank of 10. The character
must always have more Core Skills than Free Skills, in order to continue following their profession.
Changing career path, and thus changing Profession, will be dealt with in the 1879 Companion.

Professions also provide special abilities to the character, Profession Abilities, that allow
the character to do extraordinary things based on the nature of their Profession. These divide into
Attribute Bonuses, Karma Bonuses, Recovery Bonuses, Skill Bonuses, and Special Abilities. The
first four provide extra Steps to specific Tests, or allow the use of Karma for actions other than
Core Skill Tests. Special Abilities expand the Profession, granting additional powers beyond the
boundaries of the Skills. For example, a Weird Scientist or Engineer might gain the Field Repair
ability, allowing them to patch a device or machine back together quickly with the available tools
and supplies by spending extra effort on the action.

This generally shows up as Strain, a type of damage caused by pushing yourself harder than
normal. Again, this will be discussed in more detail in the Character Creation chapter (pg.70).

The next chapter, Character Professions, discusses the structure of Professions, and describes
the available Professions in detail. For now, we’ll move on to the next step in building the character.
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Chapter 5

Choose a Race

Once you select a Profession, the next step is to choose your character’s race. Full descriptions
of each race may be found in Chapter 4, Races (pg.53). The following table shows the starting
(average) Attribute values for the races available, as well as the Movement Rates, Karma Modifier,
and Karma Die for each race.

Race Base Attributes

Movement | Karma |Karma

Race |DEX|STR [TOU|PER |WIL/CHA| Rate Modifier | Die
Human 10 10 10 10 [ 10 10 6 6 d8
Dwarf 10 12 13 10 | 10 8 S 1 dé6
Elf 2 10 8 11 11 11 7 4 dé6
Snark 0 13 11 10 8 9 6 S d4
Troll 0 4 12 9 11 10 7 3 d4
Saurid (Plains) | 11 0 11 10 | 10 11 6 1 dé6
Saurid (Glider) | 12 10 11 10 10 11 6 14 dé6
Saurid (Hulk) 9 14 13 8 8 7 7 3 d4

It’s important to remember that there were no Boojum races on Earth before the opening of
the Rabbit Hole in 1877. Any Boojum of Terrestrial origin, and that includes Boojums of Earthly
descent living in the Gruv, who are over two years old were born human. When creating a Boojum
character, think about how their coming down with Looking Glass Fever and their subsequent
transformation affected them, not just physically but mentally, emotionally, and socially. Does their
family still accept them? Did they lose their job? How do their old friends treat them?

Also note that life expectancy for the Boojum races is not yet established. All that is known so
far is that anyone over the age of forty years who transformed into a Snark immediately died. With
no established life expectancies, there are no medical standards or actuarial tables. Boojums cannot
get life insurance. Finding health care may be difficult, partly because of anti-Boojum prejudice, but
partly because the medical establishment still has only a partial understanding of Boojum physiology
and biochemistry. For example, elves generally lose the ability to digest meat, but most can still
handle dairy products. Snarks, meanwhile, can safely eat meat that's half gone over, having the
proverbial cast iron stomach. Why is this? There’s a lot of hypotheses being bandied about, some
more idly than others, but there’s just not enough data yet to form a proper theory. Without a
theory, all that’s available is speculation.

Only the slightest beginnings of Boojum culture exist. Some Boojums have taken new names
for themselves, usually because of being disowned by their family. The old concept of the remittance
man, the embarrassment who is paid a stipend to stay well away from the family, has returned.
Most Boojums still retain their birth names. There’s rumors of some kind of elven language, but
most people believe it’s just a few words that the elves made up to seem posh. Boojum enclaves,
like ethnic areas of town, have started to form, but are still a very new phenomenon and not well
defined as of yet.

In a few years, as the Boojums have children who are themselves Boojums, an ethnic culture
may arise, but as of yet, the Boojums are still, for the most part, trying to fit in with the culture
that bore them.
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Generate Attributes

Each character in 1879 possesses six Attributes that define the character’s natural, unlearned
physical and mental abilities. These Attributes — Dexterity, Strength, Toughness, Pcrccption,
Wi]lpower, and Charisma - are of greater or lesser importance to different Professions. When
assigning values to Attributes, you will want to favor those Attributes especially related to your
character’s Profession. See the Character Professions chapter (pg.81) and the specific Profession
you've selected for which Attributes are considered most important.

Dexterity (DEX): Dcxterity measures a character’s agility, speed, and hand-to-eye coordination.
It also determines your character’s basic ability to engage in and avoid physical attacks.

Strength (STR): Strength measures a character’s muscle power. It determines the base damage
inflicted by physical attacks, what weapons they can use, and how much a character can lift and carry.

Toughness (TOU): Toughness measures a character’s endurance and general health. It gauges
a character’s ability to absorb damage and still keep going, as well as their natural ability to heal
himself.

Perception (PER): Pcrccption measures a character’s mental quickness, alertness, and ability
to notice things. Perccption is important to the casting of magical spells, as well as avoiding the
effects of spells.

Willpower (WIL): Willpower measures a character’s concentration, sense of self, and force
of will. It helps characters resist illusion magic and potentially damaging spells. Willpower also
increases the effectiveness of spellcasting.

Charisma (CHA): Charisma measures a character’s persuasiveness, social savvy, and ability to
create a positive impression on others. Charisma determines a character’s success or failure at using
charm, persuasion, taunt, or other social skills. It's also vital in summoning and bargaining with
spirits, and working with animals.

Point Purchase Method

: . Every character starts with the base Attribute Values
Attl}})ﬂt@,‘l\mdlﬁer for their race, and receives 25 Attribute Points to modify
0St 1able them. A player can also lower an Attribute to gain more
Attribute Points. This must be approved by the Gamemaster.
Modifier | _Attribute Attribute point costs (and the bonus points granted to lower
5 Point ZCOSt attributes) appear on the Attribute Modifier Cost Table.
- +
i +] Unused Attribute Points
+] 1 Sometimes, a player will have leftover Attribute Points
2 2 after purchasing their character’s Attribute Values. Any
+3 3 unused Purchase Points convert into additional Maximum
+4 S Karma Points at a one-to-one ratio. Note that this is one-
+5 7 way. You cannot sacrifice Maximum Karma Points to gain
+6 9 additional Attribute Points.
+7 12
+8 15

66




Chapter 5

Roll Attributes

As an alternative to purchasing Attributes with points, players may roll their Attributes using
the following method.

1. Roll 446.

2. Discard the lowest-value die.

3. Add the remaining three.

4. Record this number on scratch paper.

5. Repeat until six numbers have been determined.

6. Assign the six numbers to the six Attributes as the player feels appropriate.

7. Apply racial adjustments according to the following table.
Race DEX | STR | TOU | PER | WIL | CHA
Human 0 0 0 0 0 0
Dwarf 0 +2 +3 0 0 2
Elf +2 0 -2 +] +] +]
Snark 0 +3 +] 0 2 -
Troll 0 +4 +2 -1 +] 0
Saurid (Plains) +] 0 +] 0 0 +]
Saurid (Glider) +2 0 +] 0 0 +]
Saurid (Hulk) -1 +4 +3 2 ) -3

Record Values and Step Numbers

After determining your Attributes, consult the Characteristics Table for each Attribute Value to
determine your character’s Attribute Steps. Record the Value and Step Number beside each Attribute
on your Character Record Sheet.

Determine Characteristics

A character’s Attribute Values determine how well the character defends against various kinds
of attacks, how much damage they can take before falling unconscious or dying, how far they can
move each round, how much they can carry, and so on. Consult the Characteristics Table to find the
value for each characteristic. Following is the breakdown of how the values are calculated.

Step: (Attribute Value / 3) + 1, rounded up

Defense Rating: (Attribute Value / 2) + 1, rounded up

Carry Capacity: Starts at 10 pounds for STR 1, goes up by 5 pounds per point after that
until STR 5, then goes up by 10 pounds per point until STR 10, then 15 pounds per
point until STR 15, etc.

Unconsciousness: Toughness Value * 2

Death: Unconsciousness Rating + Toughness Step

Recovery: Toughness Value / 6, rounded up.

Mystic Armor: Willpower Value / 5, rounded down.
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Characteristics Table

Value | Step [Defense| Carry | Unc | Death | Wound |Recovery| Mystic
| i 2 0 2 4 3 SE R
2 2 2 5 4 6 3 0
3 2 3 20 6 8 4 0
4 3 3 25 8 ] 4 0
5 3 4 30 0 3 5
6 3 4 40 2 5 5
7 4 5 50 1 8 6 2
8 4 5 60 6 20 6 2
9 1 6 70 8 22 7 2
10 5 6 80 20 25 7 2 2
11 S 7 95 22 27 8 2 2
2 S 7 10 24 29 8 2 2
3 6 8 25 26 32 9 3 /
4 6 8 40 28 34 9 3 2
5 6 9 55 30 36 0 3 3
6 7/ 9 75 32 39 0 3 3
7 7 0 195 RE 11 ) 3 3
8 7 0 215 36 43 3 3
9 8 235 38 46 2 1 3

| 20 8 255 40 48 2 1 14
21 8 12 280 42 50 13 1 4
22 9 12 305 44 53 13 1 1
23 9 3 330 46 59 14 14 1
24 9 3 399 48 57 4 4 1
25 10 4 380 50 60 S S S
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Characteristics Table

Value | Step [Defense| Carry | Unc | Death | Wound |Recovery| Mystic
26 0 4 410 52 62 5 5 5
27 0 S 440 ) 64 6 S S
28 11 15 470 56 67 16 S S
29 11 16 500 58 69 17 S b
30 11 16 530 60 71 7 S 6
3l 12 7 565 62 74 8 6 6
32 2 i 600 64 76 8 6 6
33 2 8 635 66 78 9 6 6
34 13 18 670 68 81 19 6 6
35 13 19 705 70 83 20 6 7
36 13 19 745 72 85 20 6 7
37 4 20 785 74 88 2 7 7
38 4 20 825 76 90 2 7 7
39 1 21 865 78 92 22 7 7
40 15 21 905 80 95 22 7 8
11 15 22 950 82 97 23 7 8
42 S 22 995 84 99 23 7 8
43 6 23 040 86 102 24 8 8
44 6 23 085 88 04 24 8 8
45 6 24 1130 90 06 25 8 9
46 17 24 1180 92 109 25 8 9
47 17 25 1230 9 111 26 8 9
48 17 25 1280 96 113 26 8 9
49 18 26 330 98 116 27 9 9
S0 18 26 380 100 118 27 9 10

Armor Ratings

Physical Armor represents the physical protection the character wears or carries. Physical
Armor is not listed on the Characteristics Table because it is not based on an Attribute. It helps
defend a%ainst physical attacks by reducing the amount of physical damage the character takes from
attacks. The Physical Armor Rating combines the protection provided by purchased and worn armor
and shields.

Mystic Armor helps protect the character from some magical attacks, such as spells, by
reducing the spell’s damage. For example, 4 points of Mystic Armor reduces the damage from many
spells by —4 Damage Points per attack. The character’s Willpower Value determines their natural
Mystic Armor Rating. Certain magical equipment may improve this value.

Dcfensc Ratings

Physical Defense represents a character’s ability to avoid physical attacks. Based on the
character’s Dexterity, Physical Defense serves as the Target Number an attacker must overcome when
making a physical Attack Test against the character. For example, an attack made against a character
with a Physical Defense of 6 is successful if the Attack Test result is 6 or more.

Mystic Defense represents the character’s innate ability to avoid spells and other magical
attacks. Based on the character’s Perception, their Mystic Defense is the Target Number a magician
must overcome when making a magical Attack Test against the character.
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Social Defense is based on a character’s Charisma and represents a character’s chance to know
when they are being lied to or manipulated by others. In this sense, a lie is an intentional deception,
as opposed to a falsehood told through ignorance, and is therefore tested against the character’s
ability to believe it. The person your character is talking with may genuinely believe that they are the
best cricket player in the county, even if they’re not. Social Defense would not help a character detect
that the person’s statement is false. However, if they were intentionally trying to deceive someone
into believing their sporting prowess when they didn’t believe it themselves, then the character’s
Social Defense would be the Target Number for the Test to make the character believe the lie.

Health Ratings

Based on Toughness, a character’s Health Ratings determine how much damage they can
take before being knocked unconscious (Unconsciousness Rating), taking a serious wound (Wound
Threshold), or dying (Death Rating). Health Ratings also determine how quickly a character heals.

There are two different types of damage: Physical Damage and Stun Damage. A character’s
Death or Unconsciousness Rating represents the amount of each type of damage the character can
take. When your character’s damage (Physical or Stun) equals or exceeds their Unconsciousness
Rating, they fall unconscious. When their Physical Damage equals or exceeds their Death Rating,
the character dies.

Any single attack that inflicts a number of Damage Points equal to or greater than a
character’s Wound Threshold also inflicts a Wound. Wounds heal more slowly than normal damage,
and reduce the character’s ability to perform actions.

Recovery Tests refers to the number of times per day a character may make a Test to reduce
the amount of damage they are currently carrying. When characters use their Recovery Tests, they
roll Action Dice based on their Toughness Step to determine how much Physical and Stun Damage
they heal. Wounds impair the character’s ability to recover damage. Recovery Tests can also be used
to fuel some magical abilities. This will be explained where appropriate.

Durability

Durability increases the character’s Death Rating and Unconsciousness Rating with each Rank
purchased. Characters gain access to Durability when they advance from the Initiate Tier to the
Novice Tier. See the éharacter Advancement chapter, pg.259, for a full explanation of Durability.

For now, put a zero in the Durability box on the character sheet.

Initiative
A character’s Initiative Step determines when they act during a combat round. The Initiative
Step is equal to the character’s Dexterity Step, minus any modifiers for armor. For now, put the
Dexterity Step in the base Initiative box. You'll figure armor penalties when you equip your character.

Karma

A character's Maximum Karma is determined by multiplying the Karma Modifier for the
character’s race by their current Professional Rank. This is recalculated each time the Professional
Rank is raised; see Character Advancement, pg.259. If the character had leftover Attribute Points,
they are added to this number, and not lost in the recalculation. Characters start with their Available
Karma equal to their Maximum Karma. Once per day, the character may reload their Available
Karma by spending Adventure Points (APs), buying up to their Professional Rank in Karma points
for ten APs each. When a Skill or other ability requires Karma, the character spends a point from
their Available Karma, and rolls the Karma Die for their race in addition to the other dice required

by the action. This is explained further in the chapters on Skills, Combat, and Magic.
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Movement Rate

A character’s Movement Rate determines how far they can move in combat, and is determined
by the character’s race, based on the average length of stride for the race. This value allows the
character to move up to their Movement Rate in hexes, or twice their Movement Rate in yards,
each combat round. Additional movement may be taken at the expense of the character’s action
that round.

Cartying Capacity
A character’s Strength value limits their ability to carry or lift weight and ultimately shows
how weak or strong they really are. The Carrying Capacity is the number of pounds a character
may carry without suffering a penalty for carrying too much weight. See Encumbrance (pg.277 ) in
the Equipment chapter for the game mechanic.

Record Racial Abilities

Characters may have abilities specific to their race, such as a special type of vision or a unique
attack capability. These need to be recorded on the Character Sheet.

Dwarves and Trolls receive the racial Ability of Heat Sight. Characters with Heat Sight can
visually perceive heat emitted by another character or object. Different clegrees of heat translate
into different colors; the color of an object depends on the heat difference between it and its
surroundings. Extreme differences show the warmer object as white, the scale thereafter goin,
through red, orange, yellow, green, blue, and finally violet for minute differences. Heat Sight slightly
impairs the perception of details unaffected by temperature. Anyone who has been a Boojum for
more than a week, however, has learned to compensate. Magical effects that prohibit normal sight,
for example magical darkness, also affect Heat Sight, and Heat Sight does not penetrate objects
any more than heat does.

Elves and Snarks receive the racial Ability of Low-Light Vision, which allows a character to see
at much lower light levels than humans. For a character with Low- Light Vision, a single torch easily
illuminates a 30—yard by 30-yard meeting hall. Starlight provides plenty of light on a clear night, and
even on a night shrouded by thick cloud cover the character can see as well as a human sees at dusk.
Characters with Low-Light Vision are no more susceptible to flash-blindness than humans. Complete
darkness—the complete absence of light—will render a character with Low-Light Vision unable to see,
like other characters requiring normal vision. Low- Light Vision stays in effect at all times.

Snarks receive the racial Ability of Rugged Constitution. They gain +] Step to all Toughness
Tests against poison and disease, including Tests to resist drug addiction and to avoid intoxication
penalties when drinking alcohol. They do not need to make Toughness Tests against bad trail rations
or other possibly spoiled food, although they may have to make a Willpower Test to eat it.

Saurids receive the racial Ability of Tail Combat. Saurids often make use of their tails when
engaged in combat. A Saurid can use their tail to whip at opponents in unarmed combat much
like striking with an arm or kicking with a leg, using an appropriate unarmed combat skill for any
Attack Tests. The Damage Step used is the character’s Strength Step, unless modified by abilities
that enhance unarmed combat Damage A Saurid may also fasten a melee weapon of up to Size 2
to their tail, which is then treated as an Attached Weapon (see pg- .279). Tail Combat allows Saurids
to use the Combat Options of Tail Attack and Tail Parry (see pg.244).

Saurid Hulks receive the racial Ability of Natural Armor. gI'hey have very tou i skin, with

enlarged and noticeable scales, which serves as armor. Saurid Hulks receive a Physical Armor Ratmg

of 3.
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Assign Skill Ranks

The Skills available to a character are determined by the Profession chosen. Skills are rated
by Rank. The higher the Rank, the more proficient the character is. Skills add a Step bonus equal
to the Skill Rank to the related Attribute Step to generate the final step rolled for Tests made with
that skill.

The Professional Rank starts at I, putting the character in the Initiate Tier. This is recorded
in the appropriate block on the Character Sheet.

The Profession Skill receives a free Rank of 1, and is recorded in the Profession Skill slot
on the Character Sheet.

The Read/Write Language and Speak Language Skills each receive a free Rank of 1, indicating
that the character can speak and is literate in their native language. See the notes about illiterate
characters in Language Skills, below.

Durability does not receive a free Rank, as it cannot be learned before the Novice Tier. A
place for Durability is provided on the character record sheet for later convenience, but it will not
be used during character creation.

Players have ten Ranks to assign to their Profession Skill and starting Core and Optional
Skills, chosen from those available to their Profession. An Initiate has ten slots available for startin
Skills, plus two slots taken up by the Speak Lan uage and Read/Write Language Skills. The player
must fill six of these slots with Skills from the Fnitiate Core Skills and Optional Skills lists. The
remaining four slots are for Knowledge and General Skills; see Assign Free Ranks below. Any Skills
not chosen at this time will remain available for later purchase. See the Character Advancement
chapter (pg.259). Players may assign up to three Ranks to a Skill, for a maximum starting Rank
of 3. Slots may be left open if the player so desires, but a minimum of three Core Skills must
be selected.

Assign Free Ranks

Players receive a number of free Ranks for Knowledge and Language Skills. These represent
areas of expertise a character cannot do without. For example, characters cannot speak a language
without the Speak Language Skill, so characters must assign Ranks to Speak Language if they
wish to be fluent in more than their native tongue. The number of Ranks available for Knowledge
and Language Skills and how they have to be spent are detailed below. In addition to the specified
Ranks for each category, the player receives an additional five Ranks to distribute freely among
the Skill categories of Knowledge, Language, and General Skills. Players may not purchase Skills
with these Ranks that are on their character Profession’s Core or Optional Skills lists. A Skill
may.be assigned up to three Ranks at character creation. The Gamemaster may allow more Ranks
for Profession, Core, Optional, Knowledge, Language, or General Skills at start time if it fits the
game’s tone.

Knowledge Skills

The character has lived in the game world all their life. They should know more about the
world than the player, and so starting characters receive two free Ranks for Knowledge Skills. These
represent areas of study with which the character is familiar. Ranks in Knowledge skills are added
to the character’s Perception Step to determine the Skill Step. See the Skills chapter, pg.l69, for
more about how Knowledge Skills work.
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Language Skills

Starting characters should all be fluent and literate in at least one language (unless their Social
Level or culture allows illiteracy). The character sheet provided with this manual has the Speak
Language and Read/Wrrite Language Skills already listed, in slots of their own, that do not take up
any of the ten Skill slots provided to a new character.

Since the British Empire controls the majority of the game world on both Earth and the
Gruv, everyone speaks and reads English unless specifically noted otherwise. English might not be
your character’s primary language. Everyone gets a Rank in Speak Language for free, reflecting their
native language. If the character is of British background, the player must buy a Rank in the Speak
Language Skill to speak anything other than English.

If the character isn’t British, they must buy a Rank in Speak Language in order to speak
both their native language and English. The same applies to the Read/Write Language Skill, which
receives one free Rank for the native language, but must have a Rank bought for it if the native
language is not English. Illiterate characters do not have to buy a Rank in Read/Write Language for
English, but are likely to suffer in-game because of it.

General Skills

General Skills represent more practical abilities than Knowledge or Language. Most of a
character’s bonus five Ranks will normally be spent on General Skills, but they may also be spent
to learn additional languages or more knowledge. Again, see the Skills chapter, pg.l69, for more
information.

Starting Spells

If your character is a Mage, Priest, Shaman, or Weird Scientist, you must select the spells
your character knows at the outset. You do not have to make a Test to learn these spells. Four spells
are allowed. We recommend taking the four Initiate Tier spells from the character’s Lodge Spell
Listing Table (see the Secret Societies chapter, pg.457 ). However, you are not restricted to those. You
may take any Initiate Tier spells that the Gamemaster will allow. You must create KAVs for these
spells that fit the Style of your Lodge. See the Spellcasting chapter (pg.357) for more information
on KAVs and Style.

Determine Social Level

The Victorian era was highly class-conscious. Social Level, or SL (see pg.157), represents the
standing within society of the character, their placement lay virtue of hirth, personal achievement, and
recognition. Characters may rise or fall in Social Level, but only due to momentous events. The
following table shows the basic Social Level structure, with suggested positioning for the Professions
described in this book. Note that some Professions could easily be found either higher or lower
in the social structure, such as the Priest, Mage, or Military Officer. Others could have their
Social Level adjusted by their backstory, such as a Cowboy who became an outlaw and fell to SLI.
Determine the character's Social Level by their Profession and backstory, and through discussion
with the Gamemaster. Note that Boojum characters tend to be treated as if their SL was one point
lower, due to socictal prejudices.
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Social Level Definition Professions
1 Lower Class / Criminal Byron, Dodger, Fiddler
2 Working Class / Commoner Cowboy, Investigator, Journalist, Pioneer,

Soldier, Tribal Warrior

3 Middle Class / Bourgeoisie Airship Pilot, Brassman, Doctor, Engineer,
Explorer, Mage, Medium, Military Officer,
Priest, Weird Scientist

4 Upper / Merchant Class Big Game Hunter, Scientist, Shaman (in

their own culture)

S Nobility Aristocrat

Equip Your Character

Your character needs equipment to adventure. Food, clothing, protection, weapons, and more
are all necessary for the character’s day-to-day survival. As adventurers, all characters bcgin play
with basic clothing, weaponry, and tools as determined by their Profession, which does not have
to be paid for as long as it is specified in the Profession description or within reason, the latter
being determined by the Gamemaster. The character may receive additional funds for equipment
purchase during character build. Again, this will be determined by the Profession or allotted by the
Gamemaster.

If you purchase armor or a shield (or equivalent, such as a Weird Science device) for your
character, fill in the Physical Armor Rating on the Character Record Sheet. Some types of armor
and shields improve your character’s Mystic Armor as well. Be sure to check the equipment
description and adjust the character’s Mystic Armor Rating if necessary. If your character starts out
with a talisman or amulet of a protective nature, be sure to add this to the character’s Mystic Armor.

Use the following table, or assign starting funds and weekly income as appropriate for your
campaign. Cencrally, starting funds should represent about a month’s wages, with some variation
due to the problems of trying to save up that much. Starting funds are represented in old-style
British currency, pounds/shillings/pence. See the Equipment chapter, pg.273, for a discussion of
Victorian British money. If the category has a dash in it, then no dice are rolled for that level of
currency. For example, the Social Level 2 Moderate category has a Starting Funds of £d4-1/2d6/-.
The player rolls 1d4, minus 1, for the number of pounds the character has to their name, 2d6 for
their shillings (bcing sure to convert every 12 shillings to a pound), and no dice for pence, as the
character is above the need for counting every penny. Note here that since the d4 is rolled at minus

1, it cannot roll up, but the 2d6 rolled for shillings can roll up.
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Starting Funds and Income By Social Level

SL Category Starting Funds  |Income (per week)

1 Low e £-/d4-1/d6 p
Moderate §-/2d10/- 3s
(Well Off £d4-2/2d6/- 7s

2 Low £d44-2/2410/- 8s
Moderate £d4-1/2d6/- 12s
Well Off £d4/246/- 17s

3 Low £46/d20+d8+d6/- Sl
Moderate £d410/2d6/- $1/8/-
Well Off §£2d6/2d6/- §£2/2/-

4 Low £2d10/-/- £3/-/-
Moderate £2420+2d8/-/- £8/-/-
\Well Off £6d20+2d10/-/- §21/-/-

S Low £200+3d8/-/- £55/-/-
Moderate £500+5d20+2d12/-/- S144/-/-
Well Off £1500+2d20/-/- £377/-/-

Make Your Character a Person

Now you know how your character fits into the game, but what kind of person are they? The
following suggestions will help you flesh out your character and create a unique individual.

Nome and Gender

Choose a name for your character based on their cultural background. Remember, the British
Empire spans much of Earth, and includes India, New Zealand, South Africa, and many other areas
where traditional British names are the exception rather than the rule. If your Doctor is from Uttar
Pradesh and studied at the Pondicherry [nstitute, his name could be Shashadri Ranganathan. If your
Cowboy is from the western Confederacy, in an area settled partially by Mexihcans, her name could
be Melchora de Santos Suarez. Even in Britain, there are people of Moorish descent, people whose
ancestors came from other European countries, and people from across Asia. In a cosmopolitan
empire, many backgrounds are possible.

The same applies to gender. The Gender blank on the character sheet should reflect the
character’s presentation, how they present themselves to the world. The British military has a long
history of women among the enlisted soldiers, disguising themselves as men to fight for Crown and
country. Modernization has brought women openly into the ranks and the officer corps. A woman
living as a man would have their gender recorded as Male (Female), indicating the secret they carry.
Some people cross over and live openly as another gender, such as Doctor ]ames Barry, born
Margaret Bulkley, the British Army’s inspector general for military hospitals until his death in 1869.

Many cultures that are part of the Victorian era British Empire have third or even fourth
genders. In the Raj, the hijra have been repressed by the British, but continue to be an accepted
and cherished part of Indian native culture. Living often in their own intentional communities, but
sometimes among the general population, the hijra leave masculinity behind for a feminine approach
to life integral to their religious beliefs and practices. Samoans recognize a third gender, the
fa’afafine, people who embody both male and female characteristics regardless of what l)iology gave
them at birth. In some Native American cultures, the Two-Spirit people hold important positions
as shamans and ritual celebrants. Born cither male or female, Two-Spirit individuals may live as any
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of four presentations, masculine men, feminine men, masculine women, or feminine women. Even
in Britain there are those who challenge gender norms, either quietly or openly.

All of this only covers humans. The Saurids hatch without gender, and spend their first twelve
years as neuter. Only when they reach kayissa, the Change, do they acquire physical gender, over
the course of a year of what is in effect puberty.

Within the Plains, Forest, and Mountain tribes, children who do not pass kayissa, the rare
Sil’kayissar who do not acquire physical gender and grow to adulthood sterile and sexless, may be
shunned, celebrated, exiled, or simply ignored based on the individual tribe’s culture. A Saurid’s role
within their culture may or may not be dependent upon their physical sex.

Within the Plains tribes, the males generally are the warriors and political leaders, with the
females relegated to sacred duties, tending the fields, raising the children, and other patriarchal-
culture feminine roles. Some females do not accept this, and challenge for the right to live as
males. Some of the fiercest warriors are females who have crossed over and live as men. Within
the Mountain tribes, the females generally rule, providing both secular and sacred leadership, with
the males relegated to the same roles that females occupy among the Plains tribes. Again, males
can adopt female roles by crossing over. The Forest tribes take this a step further. For those whom
adopting the role is simply not sufficient, there is a powerful magical ritual, the Rite of Crossing
Over, that allows the individual to cross over physically, rel)uilding their body to match their
inernalized gender. Not all ki'isna, the Changed Ones, emerge from the ritual as male or female.
Some emerge as sil’kayissar, having discarded physical gender entirely. The Plains and Mountain
tribes do not approve of this ritual, seeing it as defiance of the choice of the gods. They refer to the
ki'isna as the Arrogant Ones, and will usually attack them as soon as they are identified.

Personality
An individual’s personality defines how that person interacts with the world. Are they stubborn?
Cynical? Cunning? Spiteful? Trustworthy? Larcenous? Altruistic? Characters can be defined the
same way. The easiest way to define your character’s personality is to assign them a number of
personality traits. Personality traits are simply labels for the way a character acts and interacts with
the world.

Personality Traits

The traits given below (positive, neutral, and negative) should help players and Gamemasters
begin forming their characters™ personalities. Choose one or two traits or make up one or two of
your own. Make sure your Gamemaster approves them. If you later find that you want to round
your. character out further by adding more traits, work with your Gamemaster to determine what
caused your character to change.

Sample Personality Traits: Aggressive, Aloof, Altruistic, Ambitious, Amoral, Apprehensive,
Argumentative, Astute, Attentive, Bloodthirsty, Bold, Charismatic, Chivalrous, Cold, Compassionate,
Compassionless, Condescending, Confident, Conniving, Conservative, Courageous, Courteous,
Cowardly, Creative, Cruel, Cunning, Curious, Cynical, Depraved, Dignified, Disciplined, Dishonest,
Drunkard, Easy-going, Eloquent, Energetic, Extroverted, Fanatical, Follower, Forgiving, Friendly,
Generous, Good-humored, Gracious, Greedy, Gullible, Honorable, Humorless, Idealistic, Immature,
Immoral, lnsightful, Insulting, Intellectual, Intense, Intimidating, Intolerant, Introverted, Intuitive,
Irrational, Jealous, Judgmental, Kind, Lazy, Liar, Logical, Loner, Loyal, Lustful, Malcontent,
Manipulative, Militant, Miserly, Mocking, Moral, Naive, Obsessive, Opinionated, Optimistic,
Overbearing, Paranoid, Passionate, Patient, Persuasive, Pragmatic, Protective, Proud, Rational,
Reactionary, Realistic, Reasonable, Rebellious, Reserved, Resourceful, Rude, Sadistic, Sarcastic,
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Selfish, Sensitive, Sentimental, Shrewd, Spontaneous, Superstitious, Suspicious, Sympathetic,
Treacherous, Vengeful, Witty.

Hidden and Suzface Traits

Optional Rule: Most characters act in a manner that fits with their chosen personality traits.
That is, their personality traits really describe how they act; they have few or no secrets to hide.
For those players and Gamemasters who want to add a little more depth to their characters, we
provide the following option.

Characters can have two types of personality traits: surface and hidden. The surface traits
are a character’s public face, what everyone but his most intimate companions sees him to be.
For some characters, the surface trait is a vital part of their personality. They act and think in
that manner most of the time. For other characters, however, the surface trait serves as a facade,
a mask worn to conceal their real nature or their hidden traits. The character’s hidden traits
should only rarely come to the surface. These secret traits providc the character’s true motivation,
- define the character’s view of the world, and determine how the character goes about achieving his
long-term goals. Hidden traits will also color a character’s interaction with others.

Gamemasters who decide to use this option should allow their players to give their
characters at least one surface trait and one hidden trait. While multiple traits certainly create
more believable characters, they create greater roleplaying challenges. The demands of certain
traits may begin to conflict with other traits. It’s hard enough being a real human being and
trying to work through these conflicts without worrying about acting them out for the character,
too.

Sebastian decides to give his elf Priest the hidden trait of sensitive, which will be a nice addition to his
gullible surface trat. Everyone who meets this character will see that it is easy 1o lie to him. Sebastian

chovses to matke his Priest secretly sensitive, so he will be hurt by such lies, seeing them as acts of deliberate
cruelty and malevolent ill-will, He rarely gives away what he jeels inside, revealing this trait only to his
Closest friends.

| The Reward (and Price) of Roleplaying

Roleplaying your character according to his surface and hidden personality traits may
gain him additional Adventure Points at the end of a story. How many Adventure Points
your character carns depends on the story told, the circumstances, and how well he acted and
reacted. If you ignore or play fast and loose with your character’s traits as the story unfolds, the
Gamemaster may remind you to remain true to your character’s traits. If you continue to act
out of character, or expose his hidden traits, the Gamemaster may award fewer Adventure Points
at the end of the story.

| Character History

| Once you establish your character’s personality, decide what made him that way. An easy way
| to create a backstory, a history, for you character is by answering the sorts of questions authors and

| readers might ask about a character in a story. The basic journalism questions, Who What Where
‘ When Why How, make a good start.
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Where did she come from?

Who are his parents?

Why did she take up her career! What made him who he is today? Why is she involved in
this terrible business? Doesn’t he have an uncle that could have gotten him a more respectable
position?

What is your character’s gender? Does it match their physical form? Whether your character
is male or female can make a difference. A character who is dysphoric, and feels that they are
living in the wrong body, adds an entire new level of complication.

How large (or small) is your character? Are you of average size for your race? Stout? Tall?
Skinny?

What color is your characters hair, eyes, and skin?

What is your character’s general appearance? What would be someone’s first impression of
your character? Does the character dress stylishly or conservatively? Does he have any markings
or decorative tattoos?

[s your character attractive? Intimidating? Approachable? Does your character slouch, walk
gracefully, or march as if always on patrol?

Where was your character born? Your character’s race can be the determining factor for where
he was born.

How old is your character?

Does your character have a family? What is your character’s family like? Does he have any
siblings? Are his mother and father still alive? What do they think of their child’s lifestyle?
What about the rest of the family? Are they poor, middle-income, Wealthy? Are they pillars of
the community, or are they Working to knock those pillars down?

Has your character begun his own family? If not, does he want to start one? Does the rest of
your character’s family want him to settle down and start one?

What are your character’s spiritual beliefs?

What is your character’s moral code? Under what conditions will your character kill? Steal?
Lie? Does he adhere to a personal code of ethics about violence? What about sex?

What special qualities does your character possess? Can your character put a deal together
that even a king would envy? Does he have a knack for spotting unusual jewelry? Does your
character see the job through, no matter what it takes? Does he get along with members of
other races?

What is it your character simply cannot do? Does money run through the character’s fingers?
Does your character find it impossible to pass up a chance to get that really interesting magic
ittm? Does your character freeze during the first moments of a romantic encounter! Does
your character panic under stress? Does your character speak his mind at all the wrong times?
What does your character love? The smell of ginger tea? Ale and good tavern talk? The bustle
of a busy market? A clever comment? Another person?

What does your character hate? Gate guards who ask personal questions? Kings who think
they can order you around? Slow service? ‘Assassins who just haven’t got the sense to leave
you alone?

What is your character’s name? Was your character born with the same name he uses now? Is
his current name a nickname? If so, who gave it to him?
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Play the Game!

With all of this accomplished, you now have a fully developed character and are ready to enter
the world of 1879. Consult your Gamemaster if you have any further questions before starting play.
Once you get going, it’s hard to make adjustments to your character, like trying to change the spark
plugs on a running engine. Above all else, have fun!
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1879 PLAYERS GUIDE

Character Professions

Every man should make his son or daughter learn some useful trade or profession, so
that in these days of changing fortunes of being rich today and poor tomorrow they may
have something tangible to fa// back ypon. This provision might save many persons /rom

misery, who by some unexpected turn af fortunc have lost all their means.

~ Phincas Taylor Barnum

A character’s Profession is what they do with their life, but it involves
much more than that. The character’s Profession provides a foundation for how
they see the world. For example, a Zulu Tribal Warrior considers first whether
someone is a friend or an enemy to their ikhanda, or tribe. They put their ikhanda
first, then the commands of their chief, then their family, then their own needs and
desires. They look outward, across the land, checking for threats, and take a direct
approach to’ eliminating them. The Airship Pilot worries about their Giffard first,
then themselves, then %he needs and desires of their current employer or military
commander. They think vertically as well as horizontally, understanding that .you
don’t have to go through an obstacle that you can fly over. They keep an eye on
the weather, poglitically and socially as well as what’s in the sky, always aware that
the wind can change violently without warning.

This chapter provides an explanation of the Proissions most often encountered in the world
of 1879, a list of Skills available at each advancement Tier, and some tips on roleplaying the
Profession. Future supplements will describe Professions for the Samsut, less common Professions
for Terrestrials, and Professions for the Saurids, as well as providing the rules for building new
Professions.

Some of the Profession descriptions may specify a 1§ender in their use of pronouns. This
should never be taken as a restriction or preference in that Profession for the specified gcndcr. For
example, the Cowboy description uses female pronouns, but quite a few Cowboys are men. The
Engineer description uses male pronouns, but the most famous Engineer in the Gruv is Dr. Bronwen
Pelloutier, the woman in charge of the Alice and Gruv Railway’s engineering departmcnt.
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The Profession determines the Profession
Skill and the Core Skills, the abilities that Racial Restrictions
define the character. These Skills can have
Karma spent on them to improve their Action Not all races work properly with all of
Dice. Optional Skills are also determined by the Professions. Sometimes, this is due to
the Profession, but cannot have Karma spent physical constraints. Trolls are just too big
on them. Each Profession is divided into Tiers to be Airship Pilots. Cultural issues may
(Initiate, Novice, Journeyman, Warden, Master), preclude a Profession. Most Terrestrials
which indicate the character’s level of experience. don’t have the links to the land and the
The Tiers are determined by the character’s ancestors, or the cultural background,
Professional Rank, which is a summation of to follow the Shaman path favored by
the character’s advancement in their Profession the Saurids. Professions that have racial
and Core Skills. Player characters normally restrictions will explain why certain races
begin the game at a Professional Rank of I, an do not normally fit the Profession. If the
Initiate, as described in the Character Creation player can come up with a good backstory
(pg.61) and Character Advancement (pg.259) as to why their character would fit the
chapters, advancing to each consecutive Tier Profession, and the Gamemaster approves,
as they gain experience, measured in Adventure racial restrictions may be set aside. As
Points, and use that experience to advance with any rule in this book, the players and
their Skill Ranks and thus their Professional Gamemaster are free to discard it entirely if
Rank. Each Tier description includes a list of they so desire.
the Skills a character may learn at that level

of experience, and any special Abilities the
character gains at that Tier.

A sample archetype character — one that players can use as a character in the game instead
of creating their own — follows the description of each Profession. These archetypes were created
using the %urchase Point Method of generating Attributes and follow the rules for creating characters
presented in the Character Creation chapter (pg.6]). The archetypes are presented as humans to make
adaptation to other races easier. Players only have to apply the racial adjustments for the new race,
rather than remove racial adjustments and then apply another set. When creating your own character,
you can choose from any of the races allowed to your character’s Profession, a]though this may
require some alterations to the character’s Attributes and abilities. Archetype characters may also be
used by the Gamemaster as opponents and villains in the campaign.

Structure of a Profession

Flavor Quote: Something you might hear from someone following this career path.
Description: An overview of the Profession, giving you the basic idea of what the Profession
does and the place it occupies in the game world.

Important Attributes

The Attributes that should receive the highest values, based on the Core and Optional Skills

the Profession has available.
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Profession Skill

This Skill goes in the top slot on the character sheet. It may be used as a Knowledge Skill

to represent the character’s understanding of their profession.
Racial Restrictions

If any, the reason for the restriction will be specified.
Starting Equipment

This is the recommended starting gear for the Profession. Your Gamemaster may have other
ideas.

Starting Funds, Income

Use the table on pg.75, or assign starting funds and weekly income as appropriate for your
campaign. Generally, starting funds should represent about a month’s wages, with some variation
due to the problems of trying to save up that much. These values are expressed in standard British
currency, pounds / shillings / pence. An explanation of British currency may be found in the

Equipment chapter (pg.273).
Suggested Social Level

The Social Level where the Profession is most often found. Again, your Gamemaster may
have other ideas, or you may be able to convince your Gamemaster that a different Social Level
would be appropriate for your character.

Skills and Abilities

Lists by Tier of the Skills available for the Profession as Core and Optional. Skills that do

not appear on these lists may be chosen as Free Skills.
Notes

Any special considerations for the character Profession, such as explanations of how the
Profession might use a particular Skill.

Character Professions

The available character professions in 1879 are presented on the following pages, along with
a sample character of each type.
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Airship Pilot

“Oh, yeah, we've weathered worse storms than this. Do that over the rail, would you
mind? And no, you can't Iigbt your pipe to settle your nerves. You'd be dead before your eyes
could register the flash. ”

Not just a dab hand at the tiller, the Airship Pilot knows the workings of a Giffard, a flexible-
gasbag airship, inside out and back to front. He understands the delicate balance between lift and
asbag tension, can tell when the engine is straining by the vibration of the deck, and knows what
winds are likely by the shape and movement of the clouds. He can refill his ship’s hydrogen from
the Kipp in the midst of battle without spilling a drop of acid on the deck, and put his ship down
on a shilling and give you thruppence change. He also plays a savage hand of cribbage. If you want
to get there, quickly, and there’s no rail or road, the Airship Pilot is your man. Bring plenty of
dosh. Between his fee and the cards, you'll need it.

lmportant Attributes: DEX, PER

Profession Skill: Pilot Airship

Racial Restrictions: Troll - too large and heavy, Saurid - race does not have the technology natively
Starting Equipment: Cheap suit, Work clothes, Rubber-soled boots, Pistol

Starting Funds: Low

Income: Moderate

Suggested Social Level: 3

Skills and Abilities

INITIATE
Core Skills
Crew Airship, Knowledge (Chemistry), Mechanic, Navigation, Read Sky
Optional Skills
Climbing, Ficld Engincering, Firearms, Knowledge (Mathematics), Unarmed Combat

NOVICE
Core Skills

Awareness, Clockwork, First lmpression, Mapmaking, Slough Blame
Optional Skills

Avoid Blow, Cambling, Knowledge (Ceography), Melee Weapons, Swimming

JOURNEYMAN
Core Skills
Bribery, Danger Sense, Graceful Exit, Haggle, Shake It Off, Streetwise, Throwing Weapons
Optional Skills
Conceal Object, Craftsman (Ropemaking), Flirting, Knowledge (Aviation History), Lip Reading,
Lock Picking, Wilderness Survival
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CHARACTER PROFESSIONS

Abilities

The Airship Pilot gains +] to their Social Defense.

The Airship Pilot gains +] to their Physical Defense.

The Airship Pilot may spend one point of Karma on any PER-only Test.

Weather Reading: The Airship Pilot may assess the weather and gain a bonus to any weather-
related Action, ranging from piloting a ship through a storm to navigating around it to gaining
an advantage from a shift in the wind. The character makes a Read Sky Tgest and pays 2 Strain.
The Airship Pilot gains +] per success in this Test to the weather-related Action.

NOtCS

The Knowledge Skills listed are used as follows. See the Skills chapter (pg.l69) for the more general
definitions of these Skills.

Aviation History: The Airship Pilot can recall stories of famous aviators, details of their aircraft, and
possibly remember a situation similar to the current predicament and the solution that was tried
at that time.

Chemistry: Necessary for managing the Kipp apparatus, which generates hydrogen for the ship’s
gasbag. Can be applied to other operations, such as using the leftover acidic effluent to flush the
ship’s sanitation system or clean the engine stack.

Ceography: The Airship Pilot can use this Skill in place of a map in familiar areas, and can apply
successes from a Test as +| bonuses to Navigation Tests. The Skill can also be used to find shelter
for the ship from weather conditions, predict the likelihood of villagcs that are not yet on the map,
and otherwise make educated guesses about the land and what lies on it.

Mathematics: Pilots must be able to calculate Wcight to lift ratios, figure the balance of their ship,
and keep track of their fuel burn rate. This Skill can also be used as an adjunct to Navigation,
making a Knowledge (Mathematics) Test against the Target Number for the course to be plotted,
and applying successes as +] bonuses to the subsequent Navigation Test.
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Example Character
Professional Rank: |

ATTRIBUTES
DEX: 15: 6/DI0 STR: 13: 6/DI10 TOU: 13: 6/DI10
PER: 16: 7/DI2 WIL: 9: 4/D6 CHA: 12: 5/D8

CHARACTERISTICS
Physical Defense: 9 Mystic Defense: 9 Social Defense: 7
Initiative: 6 Movement: 6 Carrying Capacity: 125
Mystic Armor Bonus: | Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 26 Death: 32 Wound Threshold: 9
Recovery: 3

LANGUAGES
English (British): Speak; R/W
French: Speak, R/W

ARMOR

Flak Jacket: Phys 4, Myst 0, Init 0

WEAPONS
Light Pistol, 100 rounds

EQUIPMENT

Cotton shirt, Weekday suit, Flannel shirt, Wool trousers, Workman’s boots (rubber soled), Pilot’s
logbook, Writing kit
Money: £-/13/3

SKILLS
Skill C/O/F Skill Rank Skill Step
Pilot Airship Prof 3 0
Speak Language L 2 9
IRead/ Write Language 5 2 9
Crew Airship C 7
Mechanic C 8
avigation C 8
Read Sky C 8
Climbing [0) 7
Field Engineering [0} 8
7 i O 7
ge (Mathematics) O 8
ge (Gruv Geography) 3 8
ge (Earth Ceographv) 3 2
Evaluate 3 8
Gunnery 3 8
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Aristocrat

“One must do what one’s position requires

one to do. Noblesse oblige and all that. Rifles

don’t impress them? Let’s see if waving around
a baronial title will.”

Well, someone has to pay for all of this,
and see to it that the effort is led properly,
don’t tlicy? Noble blood brings obligations,

not the least of which is leadership. And if
negotiations are required, well, someone
who has been raised properly and knows
how to be diplomatic will be invaluable.

The aristocrat, born to the purple,

took in proper behavior and courtly
intrigue with their mother’s milk. They
can be charming, gracious, and witty
while sliding a knife between your ribs,
although the strike does tend to come
from the back more often than the front.

lmportant Attributes: PER, CHA
Profession Skill: Diplomacy
Racial Restrictions: Saurid - race does not
have the cultural position natively
Starting Equipment: Everyday nice clothing,
Formal clothing, Court dress with regalia
appropriate to titles, Riding horse with
tack or coach and pair, Dueling sword,
Pistol
Starting Funds: Well Off
Income: Well Off
Suggested Social Level: 5

88




Chapter 6

Skills and Abilities

INITIATE
Core Skills

Conversation, Equestrian, Etiquette, First impression, Knowlcdgc (Secrets of the Aristocracy)
Optional Skills

Artist (Court Dancing), Fircarms, Hunting, Knowledge (Sport), Melee Weapons

NOVICE
Core Skills

Flirting, Knowlcdge (Politics), Resist Taunt, Slough Blame, Taunt
Optional Skills

Animal Handling, Avoid Blow, Entertainer, Gambling, Riposte

JOURNEYMAN
Core Skills

Awareness, Bribcry, Engaging Banter, Graceful Exit, Hagglc, Knowledge (Court Protocol),

Winning Smile
Optional Skills

Animal Training, Knowledge (Wild Animals), Shake It Off, Sure Mount, Swimming, Trick

Riding, Unarmed Combat

Abilities

The character gains +] to their Social Defense.
The character gains +] Recovery Test per day.
The character may use Karma on any CHA-only Test.

reply to anything for five minutes.

Witty Rejoinder: For 2 Strain, the Aristocrat may Riposte a Taunt, turning it back on its
originator. Use of Riposte in this way bases the Test off CHA instead of DEX. If the
Aristocrat does not have the Riposte Skill, they may make a raw CHA Test in its place for
an additional 1 Strain. The Riposted Taunt affects its originator with the result of the Riposte
Test. Extra successes may result in applause from onlookers. On a Rule of One result, the
Aristocrat loses their train of thought halfway through, and is left spluttering and unable to

Notes

The Knowledge Skills listed use the standard definitions and mechanics, as described in the Skills

chapter (pg.l 9).
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Example Character
Professional Rank: 1

ATTRIBUTES

DEX: 15: 6/DI0 STR: 8: 4/D6 TOU: 8: 4/D6
PER: 16: 7/DI2 WIL: 11: /D8 CHA: 17: 7/DI12

CHARACTERISTICS

Physical Defense: 9 Mystic Defense: 9 Social Defense: 10
Initiative: 6 Movement: 6 Carrying Capacity: 60
Mystic Armor Bonus: 2 Social Level: §

KARMA

Current Karma: 6 Max Karma: 6 Karma Diﬁ! D8

DAMAGE

Unconsciousness: 16 Death: 20 Wound Threshold: 6

Recovery: 2

LANGUAGES

English (British): Speak; R/W
Greek: Speak, R/W
Latin: Speak, R/W

ARMOR

Ballistic Vest (Silk): Phys 5, Myst 0, Init 0

WEAPONS

Light Pistol
Rapicr

EQUIPMENT

Sunday suit with Silk hat, City boots
Formal court garb

Horse, riding, with tack

Money: £180/-/-

SKILLS

Skill C/O/F Skill Rank

Skill Ste

p

Diplomacy Prof

Speak Language

Read/Write Lanuage

Conversation

Etiquette
First Impression

— N |t |t [0 |C |0

Knowledge (Secrets of the Aristocracy)

Artist (Court Dancing)

Firearms

Melee Weapons

Knowledge (Finance)

1 1|O|O |0 OO0 O 1=

—

1Nl [l {0 oo o] Nelle oJ(e Iy =)

Forgery
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Big Game Hunter

“So there | was, out of
ammunition, bearers had all run
off, notbing between me and eternal
Providence but a Bowie knife and my
wit, facing off against
a thousand pounds of
razor—cdgcd murder.

Lost a finger  when

I went up and over the top of
the beast, but mordslangers
have got a weak spot behind
the cyes, and now ['ve got

a carapace on my wall
bigger than that polar bear
Halbjornssen shot last year.”

Bother the lions and tigers and bears,
there’s dinosaurs and giant armor-
plated bugs in the Gruv! He'll
need an entire new trophy
room built. A crack shot and
a dab hand at tracking, the
Big Game Hunter brings
useful Skills as well as
bluster. Offer him a worthy
target and a hard challenge
and he’s there before you
can say Quentin Durward.

Important Attributes: DEX, TOU
Profession Skill: Hunting
Racial Restrictions: Saurids — they do not
hunt for sport, but for subsistence
and to prove themselves to their
tribe.
Starting Equipment: Field
clothing, Sturdy boots, Rifle and
plcnty of ammunition, Camping
ear

tarting Funds: Well Off
Income: Well Off
Suggested Social Level: 4
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Skills and Abilities

INITIATE

Core Skills

Firearms, Knowledge (Wild  Animals),
Stealthy ~ Stride, ~Tracking, ~Wilderness
Survival

Optional Skills

Animal Handling, Climbing, Equestrian,

Navigation, Swimming

NOVICE

Core Skills
Awareness, Cobra Strike, Eagle Eye, Poison
Resistance, Shake It Off

Optional Skills
Animal Training, First lmpression, Fishing,

Knowledge (Ceography), Unarmed Combat

JOURNEYMAN

Core Skills
Creature Analysis, Danger Sense, Heartening
Laugh, lmpressive Display, Melee Weapons,
Sprint, Tiger Spring

Optional Skills
Animal Bond, Crushing Blow, Haggle,
Knowledge (Botany), Mapmaking, Physician, Sure Mount

Abilities

The character gains +] Recovery Test per clay.

The character can use Karma on TOU-only Tests.

The character gains +] to their Physical Defense.

Long View: For | Strain, the character gains +] on any visual PER Test, for example looking
out across the savannah and spotting the dust raised by a moving herd.
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Example Character

Professional Rank: |

ATTRIBUTES
DEX: 17: 7/DI2 STR: 13: 6/DI10 TOU: 15: 6/DI0
PER: 13: 6/D10 WIL: 12: 5/D8 CHA: 8: 4/D6
CHARACTERISTICS
Physical Defense: 10 Mystic Defense: 8 Social Defense: 5
Initiative: 7 Movement: 6 Carrying Capacity: 125
Mystic Armor Bonus: 2 Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 30 Death: 36 Wound Threshold: 10
Recovery: 3
LANGUAGES
English (British): Speak, R/W
ARMOR
Leather (equivalent military surplus): Phys 3, Myst 0, Init 0
WEAPONS

Bolt-action Rifle, 200 rounds standard ammunition, 100 rounds express ammunition

Khnife

EQUIPMENT

Field clothing, Hiking boots
Tent, Bedroll, Mess kit, Tinderbox or water-proof matches
Money: £10/-/-

SKILLS

Skill C/O/F Skill Rank Skill Step

Hunting Prof

Speak Language

Read/Write L;nguage

et ot s [0

Firearms

Knowledge (Wild Animals)

Stealthy Stride

Tracking

Wilderness Survival

Climbing

Equestrian

Navigation

Knowledge (African chends)

Battle Shout

Flirting
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Field Engineering
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CHARACTER PROFESSIONS

Brassman

“Oh, aye, tidy bit of work that, just needs a bit
of attention. Pop this grit out from between the teeth,
reset the governor, and there we go ticking anng like
the day it was first made.”

Clever with his hands, the Brassman makes and
repairs devices, steam, clockwork, electrical, providing
other heroes with the gadgetry they need. He’s also
good with a lock or a power system. You need a
door open? A boiler fired up and an engine set in
motion? Talk to your Brassman. If he’s good enough,
he might be called a Guppy, after Sarah Guppy, an
amazingly inventive woman who after her death was
recognized as the first Brassman.

Important Attributes: DEX, PER
Profession Skill: Clockwork <
Racial Restrictions: Saurids — their culture does not have
the technology required to support the Profession
Starting Equipment: Tools, Decent clothing
Starting Funds: Moderate
Income: Moderate
Suggested  Social Level: 3 (unless Dodger
connections are publicly known, in which
case 1)

Skills and Abilities

INITIATE

Core Skills

Craftsman (Metalworking), Field
Engineering, Lock Picking, Mechanic,
Streetwise

Optional Skills

Artisan (Metalworking), Eidetic
Memory, Firearms, Knowledge (Natural
Philosophy), Research

NOVICE
Core Skills
Civil Engincering, Craft Firearm,
Detect Trap, Haggle, Slough Blame
Optional Skills
Avoid Blow, Bribery, Disguise, First

Impression, Melee Weapons
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Chapter 6

JOURNEYMAN

Core Skills
Conceal Object, Craft Armor, Craft Weapon, Disarm Trap, Evaluate, Exploding Ammunition,
Forge Firearm

Optional Skills

Artisan (Glassworker), Cryptography, Engaging Banter, Etiquette, Navigation, Spot Armor Flaw,
Unarmed Combat

Abilities

o Delayed Blast: For 2 Strain, the Brassman may delay the effect of Exploding Ammunition for
up to Rank hours, allowing the ammunition to be passed on to someone else for use. The
user may select when the ammunition explodes, up to the time limit, when it explodes on its
own. Until the time limit is reached, the ammunition will only explode if fired from a gun.

*  The character may use Karma for DEX-only Tests.

*  The character’s Recovery Step increases by +1.

*  The character’s Social Defense increases by +1.

Notes

The Knowledge Skills listed use the standard definitions and mechanics, as described in the Skills
chapter (pg.l 9), with the following modifications and considerations.

Craftsman (Metalworking) allows the Brassman to build metal objects, to form metal, weld it, and
render it into functional shapes. Artisan (Metalworking) allows the Brassman to do decorative work,
to embellish with filigree, to add scrollwork and ornamentation, and to make the device attractive.
Arcane Mutterings requires a handheld device or complicated and not easily recognized tool to be
waved at the target in a vaguely threatening way. The target’s unease is directed more toward the
device or tool than the Brassman.




CHARACTER PROFESSIONS

Example Character
Professional Rank: 1

ATTRIBUTES
DEX: 16: 7/DI2 STR: 1I: 5/D8 TOU: 1I: 5/D8
PER: 16: 7/DI2 WIL: 10: 5/D8 CHA: 14: 6/DI0
CHARACTERISTICS

Physical Defense: 9 Mystic Defense: 9

Social Defense: 8

Initiative: 7 Movement: 6 Carrying Capacity: 95
Mystic Armor Bonus: 2 Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 22 Death: 27 Wound Threshold: 8
Recovery: 2
LANGUAGES
English (British): Speak, R/W
ARMOR
Ballistic vest (Cotton): Phys 4, Myst 0, Init 0
WEAPONS
Light pistol, 50 rounds
EQUIPMENT

Craftsman’s tools, Artisan’s tools, both for metalworking
Lockpicks

Mechanic’s toolkit (hammer, pliers, spanners, etc.)

Money: £-/14/-

SKILLS
Skill C/O/F Skill Rank Skill Step
Clockwork Prof 3 0
Speak Language F 1 8
Read/Write Language F 1 8
Craftsman (Metalworking) C 8
Field Engineering i C 8
Lock Picking C 8
Mechanic C 2 9
Streetwise C 1 7
Firearms O 1 8
Research O 1 8
Knowledge (Building Security) F 8
Knowledge (Telegra:ﬂhv) F 8
Crew Vehicle F 2 9
Detect Trap F 1 8
Stealthy Stride F 1 8
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Byron

“You can’t rush these things.
Attention to detail is the key to success.
There we go, that’s got it. Now every
time tbey run the montb]y accounting,
a tenth of a percent of the net will be
shunted off to Payroll and a cheque
sent to our fictitious clark, and we have
a bit more income.”

Living in a world of cogs and pegs
and punchcards, the Byron understands
the Differential and Analytical Engines
better than the people who build them.
Not only can he program a firm’s engine
to skim off a bit of coin and route it to
his own pocket, he can set it up so that
it looks like the money is going to the
corrupt Payroll accountant. Engines do
more than handle the finances of large
firms. They run the census data for
the Crown, handle the shunting
and signaling in the railyards,
and mind the alarm systems on
the warchouses. People think of
Engines as massive beasts at the
heart of big business, but they
can be small and tucked into all
sorts of places. They're everywhere,
these days, running all sorts of
calculations and operations, and
whoever controls them controls
security, money, and knowledge.

Be respectful to the Byron. Who

knows what hC’S gOt running?

Important Attributes: PER, DEX
Profession Skill: Engine
Programming

Racial Restrictions:  Saurids -
their culture does not have the
technology required to support the
Profession

Starting Equipment: Tools, Decent
clothin

Starting Funds: Well Off

Income: Well Off

Suggested Social Level: 1
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Skills and Abilities

INITIATE
Core Skills

Awareness, Clockwork, Cryptography, Eidetic Memory, Mechanic
Optional Skills

Bribery, Firearms, Knowledge (Finance), Slough Blame, Stealthy Stride

NOVICE
Core Skills

Detect Trap, Graceful Exit, Knowlcdgc (Tclcgraphy), Lock Picking, Streetwise
Optional Skills

Engaging Banter, Evaluate, Field Engincering, Knowledge (Mathematics), Research

JOURNEYMAN
Core Skills

Conceal Object, Disarm Trap, Disguise, Evidence Analysis, Fast Hand, Forgery, Mimic Voice
Optional Skills

Etiquette, First Impression, Haggle, Mapmaking, Picking Pockets, Sprint, Unarmed Combat

Abilities

The character gains +] to their Social Defense.

The character may spcnd Karma on any PER—only Test.

The character gains +] to their base Karma step.

Codespeak: Byrons use a jargon that is incomprehensible to outsiders. By expressing themselves
in Engine—related concepts and terms, they can converse in such a way that non-Byrons simply
cannot understand them. Codespeak may be spoken or written, and forms an encryption that
only another Byron (or a Lovelace, with an Engine Programming Test at -2 Steps) can decrypt.




Chapter 6

Example Character
Professional Rank: |

ATTRIBUTES
DEX: 16: 7/DI2 STR: 1I: 5/D8§ TOU: 1I: 5/D8
PER: 16: 7/DI2 WIL: 10: 5/D8§ CHA: 14: 6/D10
CHARACTERISTICS
Physical Defense: 9 Mystic Defense: 9 Social Defense: 8
Initiative: 7 Movement: 6 Carrying Capacity: 95
Mystic Armor Bonus: 2 Social Level: |
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 22 Death: 27 Wound Threshold: 8
Recovery: 2
LANGUAGES
English (British): Speak, R/W
ARMOR
Ballistic vest (Cotton): Phys 4, Myst 0, Init 0
WEAPONS
Light pistol, 20 rounds
EQUIPMENT

Sunday suit, City boots, Weekclay suit, Mechanic’s toolkit, Clockworks toolkit, Card punch, Stack
of blank cards

Moﬂcvz SJ'/-S/"
SKILLS

Skill C/O/F Skill Rank Skill Step

ngine Programming Prof 3 0
Speak Language F 1 8
Read/Write Language F 1 8
Clockwork C 1 8
Cryptography C | 8
El&etchemorv C ] 6
Mechanic C 8
Bribery (@) 7
Firearms (@) 1 8
Stealthy Stride 0) 1 8
Slough Blame 0) 1 7
Knowledge (Building Security) F 8
Knowledge (Finance) F 8
Actlng F 7
Avoid Blow F 1 8
Cllmbmg F 1 8
Navxgatxon F 1 8
Seduction F )| Vi
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CHARACTER PROFESSIONS

COWbO)’

“Watch  your foot, there.”
BLAM! “No, don’t kick it. Not its
fault you put a boot down rigbt by
where it was sunning itself. There’s
enougb meat on that to make it worth
adding to the pot, and I can use the
venom glands for anesthetic the next
time | have to stitch somebody up.”

From the American West to the
South African veldt, the South American
pampas to the plains of the Gruv, the
cowboy can ride, shoot, rope, and fight,
and knows animals better than you might
think. She can pick off a sabertooth with
her rifle from the back of a galloping
harpy, or route a stampeding herd
through an enemy camp. She also knows
quite a bit about raising herd animals,
from their life cycle to curing their
ailments using the plants and supplies
ready to hand. She can deliver a breech
calf in the morning, move the herd to
new graze in the afternoon, and make a
decent enough stew in the evening with
what she shot from the saddle.

Note: The name of the Profession
should not be considered to be indicative

of gender.

Important Attributes: DEX, TOU
Profession Skill: Equestrian

Racial Restrictions: Troll - there just
aren’t mounts big enough

Starting Equipment: Horse (or equivalent
mount? with tack, Rifle, Rugged outdoor
clothing, Basic camping gear, Rope
(lasso / lariat)

Starting Funds: Low

Income: Low

Suggested Social Level: 2
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Skills and Abilities

INITIATE
Core Skills

Animal Handling, Firearms, Navigation, Shake It Off, Wilderness Survival
Optional Skills

Animal Training, Awareness, Craftsman (Leatherworking), Creature Analysis, Tracking

NOVICE
Core Skills

Avoid Blow, Sure Mount, Trick Riding, True Shot, Unarmed Combat
Optional Skills

Hunting, Knowledge (Livestock), Melee Weapons, Taunt, Throwing Weapons

JOURNEYMAN

Core Skills
Danger Sense, lmpressive Display, Long Shot, Mount Attack, Resist Taunt, Second Shot, Steely
Stare

Optional Skills
Animal Bond, Eagle Eye, Knowledgc (Ceography), Mapmaking, Stout Constitution, Wheeling
Attack, Winning Smile

Abilities

The character gains +] to their Physical Defense.

The character may spend Karma on any TOU-only Test.

The character’s Recovery Step increases by +1.

Fancy Ropin’: By spending 2 Strain, the Cowboy may make a Melee Weapons or Throwing
Weapons Test (whichever is higher) to Entangle a target with a lasso in a specific way, without
having to make a Called Shot. For example, the Cowboy could drop the lasso over a foe,
pinning their arms to their sides and preventing them from drawing or firing a gun, or snare
the legs of a flecing animal in such a way as to hogtie it in a single toss, halting its escape.
The result of the Melee Weapons or Throwing Weapons Test is the Target Number to escape

the entanglement.

NOtCS

The Cowboy uses Craftsman (Leatherworking) for a variety of tasks. While Equestrian can be used
for basic harness and tack repair, the Cowboy occasionally must make new tack, repair a saddle
that has been extensively damaged out in the wilderness, and use leather straps, buckles, and harness
rings for securing livestock. The Cowboy can also use this Skill to make a new belt or a fancy

hatband of braided leather.
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CHARACTER PROFESSIONS

Example Character
Professional Rank: 1

ATTRIBUTES
DEX: 16: 7/DI2 STR: 12: 5/D§ TOU: 15: 6/DI0
PER: 13: 6/D10 WIL: 9: 4/D6 CHA: 14: 6/DI10
CHARACTERISTICS
Physical Defense: 9 Mystic Defense: 8 Social Defense: 8
Initiative: 7 Movement: 6 Carrying Capacity: 110
Mystic Armor Bonus: | Social Level: 2
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 30 Death: 36 Wound Threshold: 10
Recovery: 3
LANGUAGES
English (North American): Speak
ARMOR
Leather duster: Phys 3, Myst 0, Init 0
WEAPONS

Bolt-action rifle, 100 rounds ammunition
Medium pistol, S0 rounds ammunition

EQUIPMENT

Flannel shirt, Canvas trousers, Riding boots, Tent, Bedroll, Mess kit, Horse, with tack, Rope (line)
30 yards
Money: £-/4/-

SKILLS

Skill C/O/F Skill Rank Skill Step

Equestrian Prof

— (A0

Speak Language

Read/Write Language

Animal Handlin:g: i

Firearms

Shake It Off

\Wilderness Survival

Animal Training
&
Awareness

Craftsman (Leatherworking)

Tracking

Knowleagc (Wild Animals)

Musician

Emotion Song

Charge

11111 O[O |O|O|O) [ O[O|O =1 =1
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Haggje
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Chapter 6

Doctor

“Hold this and keep it tigbt. i
have the bleeding stopped in a moment.
Got yourself ripped up proper, didn’t you?
Caugbt some God-awful disease out in the
bush? Should have had me with you. I migbt
have spotted that poisonous plant before you
touched it, kept your fingers from rotting off.
Next time, make sure you have a doctor in
your expedition party. Stop squirming, it’s
just a needle and thread.”

The Doctor tends to wounds and illnesses.
There’s nothing in the Hippocratic Oath that
says he has to be nice about it if they resulted
from reckless behavior. His degree may have
come from Cambridge, or the Sorbonne, or
Heidelberg, or one of those American schools.
His experience may have come from a hospital
or a battlefield. Where he’s going is to the

next patient.

Important Attributes: PER, DEX
Profession Skill: Physician
Racial Restrictions: None
Starting Equipment: Medical kit
Starting Funds: Moderate
Income: Moderate

Suggested Social Level: 3

Skills and Abilities

INITIATE

Core Skills
Avoid Blow, Evidence Analysis, Knowledge
(Anatomy), Knowledge (Chemistry),
Research

Optional Skills
Distract, First lmpression, Knowledge
(Botany), Streetwise, Unarmed Combat

NOVICE

Core Skills
Anticipate Blow, Awareness, Eidetic Memory,
Empathic Sense, Haggle

Optional Skills
Conversation, Equestrian, Etiquette,

Firearms, Slough Blame
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CHARACTER PROFESSIONS

JOURNEYMAN
Core Skills

Disarm, Hypnotize, Impressive Display, Lasting Impression, Leadership, Steely Stare, Taunt
Optional Skills

Arcane Mutterings, Conceal Obyject, Diplomacy, Fast Hand, Graceful Exit, Heartening Laugh,
Knowledge (Medical History)

Abilities

The character gains +] to their Social Defense.

The character may spend Karma on any PER-only Test.

The character may spend Karma on Recovery Tests.

It's Not Lupus: The Doctor may make an educated guess to treat a poison, disease, or other
problem that the character has not previously encountered. The character spends 2 Strain
and makes a Physician Test against the Target Number of the problem (Mystic Defense of
the poison or disease, Physical Defense of the wounded patient, or other characteristic as the
Gamemaster deems appropriate). On a success, the Doctor properly diagnoses the ailment and
can treat it. Additional successes add a +1 Step bonus each to the treatment. On a Rule Of
One result, the Doctor misdiagnoses the problem, and does their Physician Rank in damage
to the patient from applying the wrong treatment. :

Notes

Doctors use Knowledge (Chemistry) to compound medications, extract pharmaceutical components
from plants and other materials, and for diagnostic chemical analysis. For example, a Doctor could
use this Skill to try and determine the nature of a poison from a patient’s blood sample.
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Example Character
Professional Rank: |

ATTRIBUTES
DEX: 17: 7/DI2 STR: 8: 4/D6 TOU: 8: 4/D6
PER: 17: 7/DI2 WIL: 12: 5/D8 CHA: 13: 6/DI10

CHARACTERISTICS
Physical Defense: 10 Mystic Defense: 10 Social Defense: 8
Initiative: 7 Movement: 6 Carrying Capacity: 60
Mystic Armor Bonus: 2 Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 16 Death: 20 Wound Threshold: 6
Recovery: 2

LANGUAGES
English (British): Speak, R/W
Latin: Speak, R/W

ARMOR

Ballistic vest (Cotton): Phys 4, Myst 0, Init 0

WEAPONS
Light pistol, 10 rounds

EQUIPMENT

Physician’s kit, 3 refills
2 each Penicillin for injection, Lionel’s decoction, Megan’s elixir, Chlorodyne

Money: £4/6/-

SKILLS

Skill C/O/F Skill Rank Skill

Ste

P

Physician Prof

Speak Language

Read/Write L;nguage

— NN (v

Avoid Blow

Evidence Analysis

Knowledge (Anatomy)

Knowledge (Chemistry)

8
Research

First Impression

Knowledge (Botany)

[y DY DY Y

Unarmed Combat

Knowledge (Wild Animals)

Melee Weapons

—

Forgery
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Lip\‘Reading
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CHARACTER PROFESSIONS

Dodger

“Nar, we'd done for the factory
Workmgs like we wuz paid to, and wuz
aIfWay out of the skylight, we wuz, when Bill
drops ‘is spanner. Clang off the pavement
and didn’t it make a terrible noise! Peelers
came round straightaway, but by then we'd
scarpered, all but old Bill, still tryin’ to find
‘is spanner. Get ‘nother one, I told him,
but no, he wasn’t ‘avin’ none of it, a sovran
an'a’alf it cost him, he said, paid ‘onest for
it and wouldn’t do t’leave it behind. Well, ‘e
won't grass us, not old Bill, but it’s Dino-
Land for ‘im now.”

A person willing to cause trouble for a firm
in return for the coin paid by a rival can make a
small fortune in short order. Of course, the risk
is considerable, ranging from imprisonment or
transportation to execution. ]ust being arrested
is dangerous, as some firms would rather kill
their erstwhile employees than take the chance
of them being too chatty with the authorities.
The men and women who ply this trade have to
be quick-witted and sly, equipped with foresight
and charm and the ability to vanish without a
trace. Small wonder that the popular press has
taken to referring to them with the name of Mr.
Dickens’ character, the Artful Dodger. These
real-life “dodgers” aren’t cheeky, plucky lads
who survive by their wits. Many of them come
from better origins, havmg turned to dodgmg
after falling on hard times. Some are career
criminals who learned new skills as a way of
rising in the underworld. All of them seek their
fortune in ways they know are blatantly il]cgal,
coldly accepting the possibility of disaster as
the cost of making their living.

lmportant Attributes: DEX, CHA

Profession Skill: Stealthy Stride

Racial Restrictions: Saurids - their culture does
not support the Profession

Starting Equipment: Thieves’ tools

Cheap clothing: Khnife or Sap

Starting Funds: Moderate

lncome: LOW

Suggcsted Social Level: 1
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Skills and Abilities

INITIATE
Core Skills
Awareness, Climbing, Lock Picking, Streetwise, Unarmed Combat
Optional Skills
Bribery, Danger Sense, Detect Trap, Knowledge (Building Security), Picking Pockets

NOVICE
Core Skills

Avoid Blow, Haggle, Melee Weapons, Slough Blame, Sprint
Optional Skills

Disarm Trap, Disguise, Forgery, Surprise Strike, Taunt

JOURNEYMAN
Core Skills

Conceal Object, Distract, Evaluate, Fast Hand, Graceful Exit, Lip Reading, Winning Smile
Optional Skills

Disarm, Eidetic Memory, Hypnotize, Maneuver, Mapmaking, Shake It Off, Stout Constitution

Abilities

The character may spend Karma on any DEX-only Test.

The character gains +] to their Social Defense.

The character gains +] to their base Karma step.

That Drainpipe Looks Solid Enough: The Dodger spends 2 Strain and a minute of study of
the situation, and reduces the Target Number of a climb by 3. For example, going up a wall
normally requires a Test against a Target Number of 12. The Dodger spends a minute studying
the wall, spots a few hand and foot holds, spends the required Strain, and attempts the climb
with a Target Number of 9.

Notes

Knowledge (Building Security) allows a Test to determine what sort of means a building or other
structure might have for its defense, ranging from guard patrols to bars on the windows to locks on
the doors. Successes with a Knowledge (Building Security) Test can be applied to dodging guards,
having the right tools along for the job, and gaining steps on Lock Picking and similar Tests from
having studied the possible systems.
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CHARACTER PROFESSIONS

Example Character
Professional Rank: 1

ATTRIBUTES
DEX: 16: 7/DI2 STR: 10: 5/D8 TOU: 10: 5/D§
PER: 13: 6/D10 WIL: 12: 5/D8 CHA: 14: 6/DI10
CHARACTERISTICS
Physical Defense: 9 Mystic Defense: 8 Social Defense: 8
Initiative: 7 Movement: 6 Carrying Capacity: 80
Mystic Armor Bonus: 2 Social Level: |
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 20 Death: 25 Wound Threshold: 7
Recovery: 2
LANGUAGES
English (British): Speak, R/W
ARMOR
Leather (equivalent military surplus): Phys 3, Myst 0, Init 0
WEAPONS
Khnife
EQUIPMENT

Thieves™ picks and tools
Flannel shirt, Wool trousers, Workman’s boots, Cloth cap
Money: £-/1/5

SKILLS

Skill C/O/F Skill Rank

Skill

Ste

p

Stealthy Stride Prof

Speak Language

Read/Write L;nguage

Awareness

Climbing

DO [t [t | ot [t |0

Lock Pigking

Streetwise

Unarmed Combat

Detect Trap

Knowledge (Building Security)

Knowledge (Finance)

[y Y DY Y

Knowledée (London Ceographv)

Cryptography

Great I:eap

Mimic Voice

Throwing Weapons
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Tiger Spring
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Explorer

“That’s precisely the point. We don't
know what’s out there. The tecbno]ogy to win
the war, or the cure for a dreadful ailment,
or a pile of diamonds the size of a steamer
trunk could be waiting for some brave soul
with gumption enough to claim it. All we
have to do is go.”

There’s blank spots on the map needing
filled. There’s plants and animals to discover
and name. There’s swamps to slog through,
mountains to climb, rivers to cross. Adventure
and the unknown beckon. The Explorer has the
skills to get into previously unknown places,
find out what’s there, and bring back the report
to the Socicty. Fortune would be nice, but fame
opens better doors. Academic renown, opening
the way to a new land, discovering the next
Crown colony, that’s the sort of work gets one
knightcd. To be the first to cross the threshold,
to set foot at the top of the mountain, to brave
the elements and reach a goal no one has before,
that’s a story your great-grandchildren will still
be telling long after you're gone. Anyone can
make a name for themselves amassing a pile of
money, but who remembers the financiers two
generations on? Get a mountain named after
you, that’ll be there forever.

Important Attributes: PER, CHA

Profession Skill: Navigation

Racial Restrictions: None

Starting Equipmcnt: Sturdy travcling clothing,
Pack, Bedroll, Basic camping gear, Mapmaking
tools

Starting Funds: Moderate

Income: Moderate

Suggested Social Level: 3
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CHARACTER PROFESSIONS

Skills and Abilities

INITIATE
Core Skills

Equestrian, Knowledge (Ceography), Mapmaking, Research, Wilderness Survival
Optional Skills

Animal Handling, Climbing, Firearms, Hunting, Unarmed Combat

NOVICE
Core Skills
Awareness, Bribery, Evaluate, Haggle, Streetwise
Optional Skills
Avoid Blow, Creature Analysis, First Impression, Shake It Off, Swimming

JOURNEYMAN

Core Skills
Danger Sense, Diplomacy, Eidetic Memory, Evidence Analysis, Impressive Display, Life Check,
Stout Constitution

Optional Skills
Crew (Airship/Ship/Vehicle), Cryptography, Fishing, Lasting Impression, Sprint, Stealthy
Stride, Tracking

Abilities
*  The character may spend Karma on any PER- w
only Test. =5
* The character gains +] to their Physical :
Defense.

*  The character may spend Karma on
Recovery Tests.

e The Next Hill Over:
For one point of
Strain per person
in the traveling
party, including
.themselves, the
Explorer can inspire
their companions to
greater effort, allowing
them to travel another two
hours beyond the normal maximum
of eight without having to make a Toughness Test against Fatigue (see Fatigue and ]njury, in
the 1879 Gamemaster's Guide). This effect can only be used once per day, and cannot be used
to extend travel time beyond ten hours. The Strain is taken all at once. The effect does not
extend to the party’s animals, which must make the normal Fatigue Test.
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Example Character
Professional Rank: |

ATTRIBUTES
DEX: 13: 6/DI10 STR: 1I: 5/D8§ TOU: 12: 5/D§
PER: 16: 7/DI2 WIL: 10: 5/D8§ CHA: 13: 6/DI10
CHARACTERISTICS
Physical Defense: 8 Mystic Defense: 9 Social Defense: 8
[nitiative: 5 Movement: 6 Carrying Capacity: 95
Mystic Armor Bonus: | Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 24 Death: 29 Wound Threshold: 8
Recovery: 2
LANGUAGES
English (British): Speak, R/W
ARMOR
Ballistic jacket (Cotton): Phys 6, Myst 0, Init -l
WEAPONS
Medium pistol, S0 rounds
EQUIPMENT

Flannel shirt, Canvas trousers, Hiking boots, Tent, Bedroll, Mess kit, Ropc (line) S0 yards,

Grapp]ing hook, Pitons, Hammer, Artisan’s tools (mapmaking)
Money: £-/9/8

SKILLS

Skill C/O/F Skill Rank Skill Step

Navigation Prof

Speak Language

Read/Write L;nguage
Equestrian

Pt | bt [t [t [ C A

Kflowledge (Ceographv)

Mapmaking

Wilderness Survival

Climbing

Firearms

Hunting

Unarmed Combat

Knowledge (Weather)

Sure Mount

True Shot

Crew Airship

Storytelling

1111111 O |O O O[O OO (O 1=
QO NN [NJ(ON OO NN [NJ(00|00 |00 (00 |00 |

|t | et [t | ot [N [t | et |+t

Knowledgeu(Wild Animals)
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CHARACTER PROFESSIONS

Fiddler

“Of course they never bothered to
check my references. I picked a firm well
established enougb to be impressive, with
enougb reputation not to be bothered with
such a trivial matter, and just below the level
where they'd have wondered why I left such
a position for the one they offered. And now
they can’t believe that the nice blond chap
with the old-fashioned mustache has gone
the day before they discovered the papers
missing. A shave and a bit of hair dyc and
i I'll be working right down the street from
’ their offices tomorrow, with none the wiser.”

:I A bold fellow, the Fiddler comes in
| by the front door, charms your employees,
and strolls off with what he wanted, Ieaving
you to figure out days later that you've been
had. The name of his trade comes from an
old confidence scam, the Fiddle Game, in
which two con artists convince a mark that a
worthless item is actually quite valuable. The
very word “fiddle” has come to mean doing
things with the accounting that aren’t exactly
honest. The Fiddler gets himself hired with
well—forgcd references, and fiddles the books,
doing with pen and paper what the Byron does
with cogs and pegs. Having been such a nice
fellow and volunteering to work late, he lets
in the Dodgers by the service entrance. He
‘ knows how you like your tea, and has a lovely
‘ wax impression of your spoons and a friend
i who makes cheap duplicates. He's got wax
impressions of a few keys as well, and friends
who appreciate such things. After he shakes
| your hand, count your fingers.

Important Attributes: PER, CHA
Profession Skill: First Impression
Racial Restrictions: None
: Starting Equipment: Nice clothing, Derringer,
: Forger’s tools
: Starting Funds: Well Off

Income: Well Off
‘ Suggested Social Level: 1 (but can pass for much
‘ higher)
|
|
|
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Skills and Abilities

INITIATE
Core Skills
Acting, Disguisc, Forgery, Lock Picking, Winning Smile
Optional Skills
Cryptography, Eidetic Memory, Firearms, Knowledge (Business), Picking Pockets

NOVICE
Core Skills

Awarcness, Evaluate, Lasting Impression, Mimic Voice, Streetwise
Optional Skills

Avoid Blow, Distract, Hagglc, Stca]thy Stride, Unarmed Combat

JOURNEYMAN

Core Skills
Bribery, Conceal Object, Engaging Banter, Fast Hand, Graceful Exit, lnspire Others, Slough
Blame

Optional Skills
Conversation, Engine Programming, Evidence Analysis, Etiquette, Flirting, Hypnotize, Melee
Weapons

Abilities

The character gains +] to their Social Defense.

The character may spend Karma on any CHA-only Test.

The character gains +] to their base Karma step.

Plausible Deniability: The Fiddler may put forth any vaguely reasonable explanation for why
they are someplace they shouldn't ought to be or doing something they perhaps shouldn’t be
doing. The character makes a Graceful Exit Test (or raw CHA Test) at +2 against the target’s
Social Defense, and spends 2 Strain. If successful, their explanation is accepted, and will not
be doubted unless the situation changes. Extra successes increase the Target Number by +I
cach for disbelieving the explanation at a later date. On a Rule Of One result, the Fiddler's
cover is blown, and their target immediately takes action against them.
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CHARACTER PROFESSIONS

Example Character
Professional Rank: 1

ATTRIBUTES
DEX: 13: 6/DI10 STR: 8: 4/D6 TOU: 9: 4/D6
PER: 16: 7/DI2 WIL: 11: 5/D8 CHA: 18: 7/DI2

CHARACTERISTICS
Physical Defense: 8 Mystic Defense: 9 Social Defense: 10
Initiative: 6 Movement: 6 Carrying Capacity: 60
Mystic Armor Bonus: 2 Social Level: |
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 18 Death: 22 Wound Threshold: 7
Recovery: 2

LANGUAGES
English (British): Speak, R/W
German: Speak, R/W

ARMOR
Ballistic vest (Cotton): Phys 4, Myst 0, Init 0
WEAPONS

Derringer (Light pistol), 10 rounds

EQUIPMENT

Weekday suit, City boots, Sunday suit, Artisan’s tools (Forgery)
Money: £1/5/-

SKILLS

Skill C/O/F | Skill Rank

Skill

Ste

p

irst Impressinn Prof

QDCak Lanouaoe

— N N[OV

T [e) (]
Read/Write Language
cting
O

isguise
O

Orgery

I OCT( pickino

O
Winning Smile

aQ
Eidetic Memory
irearms

Knowledge (Bminew)

nowledge (Building Security)

nowledge (Secrets of the Aristocracy)

cartening Laugh
(o) [¢]

1111 1| O[O |O|O| O[O O =1 =

ip Reading
T [e)
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etect Trap
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Chapter 6

Investigator

“And at the end of it all, what have
1 got? A file of incriminating statements, a

skimpy cbeque, and a headache.”

Someone has to find out what happened.
Someone has to dig through the trash, find the
murder weapon, and solve the crime. Someone
has to catch the cheating spouse in the act.
Someone is going to neced a large whiskey at
the end of their clay, after dealing with the
worst of human behavior. The Investigator
deliberately looks into arcas most people avoid.
If the questions make people uncomfortable,
that just might be evidence of guilt. The cynical
demeanor starts as armor, but there comes a
point where it soaks in and becomes part of
everyday living. The world doesn’t get better.
People still do each other over, steal, betray,
and kill. So one mess got cleaned up. There's
still a world full of trouble out there waiting for
someone to get to it.

Important Attributes: PER, DEX

Profession Skill: Evidence Analysis

Racial Restrictions: None

Starting Equipmcnt: Chcap suit, Pistol,
Notebook and pencil

Starting Funds: Low

Income: Low

Suggested Social Level: 2

Skills and Abilities

INITIATE

Core Skills
Awareness, Eidetic Memory, Firearms, Lock
Picking, Streetwise

Optional Skills
Detect Trap, First lmpression, Forgery,
Knowledge (Law), Unarmed Combat

NOVICE

Core Skills
Bribcry, Danger Sense, Empathic Sense,
Research, Stealthy Stride
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CHARACTER PROFESSIONS

Optional Skills
Avoid Blow, Disarm Trap, Disguise, Picking Pockets, Shake It Off

JOURNEYMAN

Core Skills
Engaging Banter, Evaluate, Graceful Exit, Haggle, Impressive Display, Lip Reading, Stout
Constitution

Optional Skills
Climbing, Conversation, Cryptography, Fast Hand, Melee Weapons, Resist Taunt, Slough Blame

Abilities

The character gains +] to their Physical Defense.

The character gains +] to their Social Defense.

The character may spend Karma on Recovery Tests.

Brilliant Deduction: The Investigator can draw conclusions from fragmentary or disconnected
evidence. The character makes an Evidence Analysis Test at +2 steps, against a Target Number
determined by the Gamemaster, and spends 2 Strain. If successful, the player may ask the
Gamemaster a simple question about the situation, and get a truthful answer. The question is
not restricted to those with yes or no answers, but is restricted to direct answers that require
no explanation. Additional successes allow additional questions. The results are played out as if
the character had figured it out on their own. On a Rule of One result, the Gamemaster may
introduce one false clue, that the playcr must act upon as if their character believes it to be true.

| |
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Chapter 6

Example Character
Professional Rank: |

ATTRIBUTES
DEX: 14: 6/DI0 STR: 1I: 5/D8§ TOU: 12: 5/D§
PER: 16: 7/DI2 WIL: 12: 5/D8 CHA: 12: 5/D8
CHARACTERISTICS
Physical Defense: 8 Mystic Defense: 9 Social Defense: 7
Initiative: 6 Movement: 6 Carrying Capacity: 95
Mystic Armor Bonus: | Social Level: 2
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 24 Death: 29 Wound Threshold: 8
Recovery: 2
LANGUAGES
English (British): Speak, R/W
ARMOR
Leather jacket: Phys 3, Myst 0, Init 0
WEAPONS
Medium pistol, 40 rounds
EQUIPMENT

Weckday suit, Workman’s boots, Notepad, Pencil
Money: £-/8/5

SKILLS

Skill C/O/F Skill Rank

Skill

Ste

p

Evidence Analysis Prof 3

Speak Language

Read/Write Lsnguage
Awareness

Eidetic Memory

Firearms

Lock Picking

Streetwise

Detect Trap

Knowledge (Law)

Unarmed Combat

Knowledge (Building Security)

— (N [t [t

Acting

Sprint

Tracking

Pilot Vehicle

1|11 | O[O |IO| OO | O[O | O =1 =

Wound Balance

ON\[Oo(Qo| 1 [NINO |00 |00 |\ [NI[N(00 |00 |00 (00|

17




- — Y ————
—
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118

Journalist

“So, Minister, was that before or after
you had the affair with your secretary?”

The public has a right to know. You
have a need to sell newspapers. It’s not enough
to dig up the truth. You have to write it down
well enough that people are willing to pay to
read it. Yes, writing as a profcssion is a hugely
arrogant pursuit, and people will accuse you
of being far too self—important, but you have
a talent for saying things, and people really
should pay you to say them. The lawyers have
a maxim, fiat justitia ruat coelum: let justice
be done though the heavens fall. You've heard
a much better one from your own profession:

publish and be d—ed!

Important Attributes: PER, CHA

Profession Skill: Artisan (Writing)

Racial Restrictions: Saurid - culture does not
support the Profession

Starting Equipment: Cheap suit, Notebook and
pencils

Starting Funds: Low

Income: Low

Suggested Social Level: 2

Skills and Abilities

INITIATE

Core Skills

Awareness, Eidetic Memory, Evidence Analysis,
Knowledge (Current Events), Research
Optional Skills

Bribery, Conversation, Danger Sense, Haggle,
Unarmed Combat

NOVICE

Core Skills

Avoid Blow, Empathic Sense, First Impression,
Streetwisc, Taunt

Optional Skills

Etiquette, Firearms, Knowledge (History), Lip
Reading, Slough Blame




Chapter 6

JOURNEYMAN

Core Skills
Engagin Banter, Fast Hand, lmpressive Display, Lasting Impression, Resist Taunt, Stealthy
Stride, %Vinning Smile

Optional Skills
Cryptography, Disguisc, Flirting, Graceful Exit, Lock Picking, Picking Pockets, Shake It Off

Abilities

¢ The character gains +] to their
Social Defense.

*  The character may spend Karma
on any PER-only Test.

* The character’s Recovery Step
increases by +].

o Making Headlines: Once per
week, the ]ournalist may apply
their Impressive Display Skill
to their craft. The character
makes an Impressive Display
Test against a Target Number
of 12, possil)ly modified by
the Gamemaster, followed by a
Writing Test against the same
Target Number. The character
pays 2 Strain for each Test. If the
lmpressive Display and Writing
Tests are both successful, the
]ournalist has written a story
that makes the front page of the
next cdition, gaining Karma
and &5 per success on the
lmpressive Display Test. This
Karma gain does not count
against the character's Maximum
Karma. Thus, if the Journalist
is two points short of their
Maximum Karma, and gains
three points from a Making
Headlines attempt, the character
gets to keep the extra point over

their Maximum Karma. If both
Tests score 3 or more successes,
a special edition is printed. The Journalist acquires an extra £10 and a social enemy, cither
the subject of the story or someone offended by it. On a Rule of One result for either Test,
the ]ournalist fails to deliver on the story’s promise, and is at a -2 Step penalty for all Tests
involving their publication for two weeks.
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Example Character
Professional Rank: 1

ATTRIBUTES
DEX: 12: 5/D§ STR: 8: 4/D6 TOU: 12: 5/D§
PER: 17: 7/DI2 WIL: 12: 5/D8 CHA: 16: 7/DI2
CHARACTERISTICS
Physical Defense: 7 Mystic Defense: 10 Social Defense: 9
[nitiative: S Movement: 6 Carrying Capacity: 60
Mystic Armor Bonus: 2 Social Level: 2
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 24 Death: 29 Wound Threshold: 8
Recovery: 2
LANGUAGES
English (British): Speak, R/W
ARMOR
Ballistic vest (Cotton): Phys 4, Myst 0, Init 0
WEAPONS
None
EQUIPMENT

Weckday suit, City boots, Notepad, Pencil
Money: £-/6/9

SKILLS

Skill C/O/F | Skill Rank | Skill Step

Artisan (Writing) Prof 3

10

Speak Language

Read/Write Lsnguage

AW&I‘CHCSS

Eidetic Memory

Evidence Analysis

Knowledge (Current Events)

Research

Conversation

Haggle

Unarmed Combat

Knowledge (Finance)

— N |t [

Engine p}ogramming

Acting

Knowledge (Politics)

Mimic Voice
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Sprint
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Chapter 6 ' ’

Mage

“T have access to powers beyond your
comprehension. The fact that I just set your
cravat on fire with a wave of my hand should
confirm that.”

You've studied for years, enacting the
rituals, disciplining your mind, certain that
there had to be more to the occult than parlor
spiritualism. Now the Power has come to you.
The constraints of your order require you to
be circumspect in its use. The Gentlemen’s i
Code requires one to be temperate in the use |

|
|

of strength, so this is not a problem. Simply
knowing that you can shift the nature of reality
by effort of will is enough. Mostly.

If the player wants to build a Mage
character who bclongs to a secret Lodge that
does not reveal its powers, they should focus on
their Optional and Free Skills for creating their
cover identity. From there, it’s just a matter
of rolcplaymg and refraining from using the
character’s magical abilities in public.

Important Attributes: PER, WIL

Profession Skill: Spellcastmg

Racial Restrictions: Saurids - they have Shamans
and Priests but no Magcs

Starting Equipment: Decent clothing, Magical
focus — wand, amulet, coin, or other

Starting Funds: Moderate

Income: Moderate

Suggested Social Level: 3

Skills and Abilities

INITIATE

Core Skills
Astral Sight, Awareness, Dispcl Magic,
Eidetic Memory, Magic Theory |
Optional Skills '
Animal Handling, Artisan (Embroidery), l
Cryptography, Knowledge (History), ]
|
l

Research
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NOVICE

Core Skills
Arcane Mutterings, Craftsman (Magical Tools), Empathic Command, Empathic Sense, Impressive
Display

Optional Skills
Animal Training, Danger Sense, Melee Weapons, Slough Blame, Stealthy Stride

JOURNEYMAN
Core Skills
Evidence Analysis, Frighten, Hypnotize, Resist Magic, Suppress Curse, True Sight, Willforce
Optional Skills
Animal Bond, Call Animal Companion, Conceal Object, Graceful Exit, Heal Animal Companion,
Taunt, Thought Link

Abilities
The character gains +] to their Mystic Defense.
The character may spend 1 Karma Point on spell Effect Tests.
The character may spend Karma on any WlL-only Test.
Prét & Lancer: The Mage keeps their spells embroidered on their clothing, or otherwise
represented symbolically on a clothing item, and maintains attunement to this item. The
character spends 2 points of blood magic to bond the clothing item, which cannot be healed
as long as the item exists. The item must be in direct contact with the Mage’s skin when they
cast spells from it in order to gain the Grimoire Casting advantage. Touching the item with a
hand is sufficient. The bonded grimoire item can be used as a targeting focus against the Mage
if stolen or otherwise obtained. Often this item is concealed in some way, such as putting the
embroidery on the inside of an ascot or scarf.

NOtCS

*  The Street/Criminal Mages known as the Mumpers make the following substitutions:

. Starting Equipment is minimal - a cheap set of clothing and maybe a bodged-together
magic wand made of scrap

¢ Recommended Social Level is |

o Substitute Streetwise for Knowledge (History)

e  Order of Britannia Victorious officers use this Profession instead of the Military Officer,
and substitute military Skills in the Optional Skill lists as required, and as allowed by the
Gamemaster. A full OBV Officer Profession will be presented in the 1879 Companion, along
with other Mage variants for specialized Lodges.
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Example Character
Professional Rank: |

ATTRIBUTES
DEX: 14: 6/DI0 STR: 8: 4/D6 TOU: 8: 4/D6
PER: 17: 7/DI2 WIL: 16: 7/DI12 CHA: 13: 6/DI10

CHARACTERISTICS
Physical Defense: 8 Mystic Defense: 10 Social Defense: 8
Initiative: 6 Movement: 6 Carrying Capacity: 60
Mystic Armor Bonus: 3 Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 16 Death: 20 Wound Threshold: 6
Recovery: 2

LANGUAGES
English (British): Speak, R/W
Ancient Khemetic: Speak, R/W

ARMOR

Ballistic vest (Cotton): Phys 4, Myst 0, Init 0

WEAPONS
Light pistol, 10 rounds

EQUIPMENT

Weekday suit, City boots, Egyptian amulet, worn on a cord about the neck
Money: £1/5/-

SKILLS

Skill C/O/F | Skill Rank

Skill Step

Spellcastmg Prof

SDeak Language

Read/Write Language

Astral Slght

AWZII'CI]CSS

—_— N (N[ OV

Dlspel Maglc

Eldetlc Mcmorv

Magic Theory

Artisan (Embroidery)

Cryptography

Researc

[y DY DY Y

Knowledge (Ancient Egvptlan Rellglon)

Knowledge (Mathematics)

Avoid Blow

Firearms

11|11 | O[O |O O[O O [ O[O =1 =1
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Etiquette
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Medium

“You're quite transparent, Mr. Greaves. |

can see right through your senior shipping clark’s

professional decorum as if it were finest glass, n’gbt to

your heart and the gricf over the death of your daughter

that has cracked it nearly in two. Now, shall we stop

dancing about with social niceties and get on with the
business of reuniting you with your lost child?”

Saying that the Medium is sensitive barely
scratches the surface. She has the gift, or curse,
of knowing much more about the world than the
human mind can handle with ease. Small wonder
she’s brittle, icy, aloof, mysterious. If she told you
all she knows, you’d go mad from the burden.
Her reserve is her armor, her upright bcaring and
careful dignity the binding that keeps her from
shattering. Yes, she can tell you who previously
owned that knife, and what they did with it to
that poor fellow in the alley behind the pub, down
to the last crunch of gristle and drip of blood.
Yes, the trappings are necessary, as no one wants
to believe that she could actually do all of that
without cards or incense or crystal ball. The truth
is just too frightening, which is why she smiles
tightly and shakes her head once, no, when you
press her for more details.

Important Attributes: PER, WIL
Profession Skill: Empathic Sense
Racial Restrictions: Terrestrials only; the Saurid and
Samsut cultures do not support the Profession
Starting Equipmcnt: Propcr everyday clothing,
Fancy dress for séance or ritual work, Tools of
the trade - cards, crystal ball, pendulum, scrying
lass, or other appropriate items

tarting Funds: Moderate
Income: Moderate

Suggested Social Level: 3

Skills and Abilities

INITIATE
Core Skills

Awarcncss, Eidetic Memory, First lmpression,

(Spell slot), (Spell slot)
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Optional Skills
Acting, Firearms, Magic Theory, Research, Streetwise

NOVICE
Core Skills

Astral Sight, Danger Sense, Impressive Display, Spirit Talk, (Spell slot)
Optional Skills

Arcane Mutterings, Distract, Frighten, Melee Weapons, (Spell slot)

JOURNEYMAN
Core Skills
Hypnotize, Resist Magic, Steely Stare, Summon, True Sight, Willforce, (Spell slot)
Optional Skills ;
Avoid Blow, Equestrian, Fast Hand, Graceful Exit, Picking Pockets, Slough Blame, (Spell slot) .
|

Abilities

The character gains +] to their Physical Defense.

The character gains +1 to their Mystic Defense.

The character may spend Karma on any WIL-only Test.

Staring Into Your Soul: For Strain equal to the target’s Social Defense, the Medium may pin
the target to the spot for a number of rounds equal to their Steely Stare Rank. The Medium
makes a Stccly Stare Test as normal. If the Test succeeds, the target may take no action other
than defense against physical attack unless the Medium expressly allows it, and is Harried for
the duration. 8ne secret about the target is learned for each success on the Test. The specific
information is determined by the Gamemaster as appropriate to the situation and the target.
If the Test fails, the Medium takes half Strain. On a Rule of One result, the Medium takes
the full Strain, is unable to use their Steely Stare Skill for one full day, and is Harried by a
splitting headache for the same length of time.

Notes

The Spell slots are filled by picking from the following table. Spells available at lower Tiers remain |
available at higher Tiers. These Spells are innate abilities, treated as Skills, and have a Rank of their :
own used in place of the Spcllcastin Rank. Otherwise, they work the same as the base spells in the |
Spells chapter (pg.369), including éasting Time, Range, Effect, and Strain. Spells taken as Core |
Skills may have Karma spent on their Skill Test as with any Core Skill. Spells taken as Optional |

Skills may not have Karma spent on them unless the base spell requires it.

Tier Spell Tier Spell

[nitiate Clairvoyance Novice See the Past |

[nitiate Detect Magic Novice Read Memories l

[nitiate Detect Spirit Novice Read Object |

[nitiate Read Thoughts Novice Read Person |

[nitiate Set Ward ourneyman Control Person

Novice [llusion (Mental) ourneyman Geas

Novice Invisible Hand ourneyman Improve Karma

Novice Sece the Future ourneyman Possess Person ‘
|
|
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Professional Rank: 1

CHARACTER PROFESSIONS

Example Character

ATTRIBUTES
DEX: 13: 6/DI10 STR: 10: 5/D8 TOU: 1I: 5/D8
PER: 16: 7/DI2 WIL: 16: 7/DI12 CHA: 13: 6/DI10

CHARACTERISTICS
Physical Defense: 8 Mystic Defense: 9 Social Defense: 8
Initiative: 6 Movement: 6 Carrying Capacity: 80
Mystic Armor Bonus: 3 Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 22 Death: 27 Wound Threshold: 8
Recovery: 2

LANGUAGES
English (British): Speak, R/W
Hindi: Speak

ARMOR
Silk ballistic vest: Phys 4, Myst 0, Init 0
WEAPONS

Light pistol, 20 rounds ammunition
Stiletto (treat as Dagger)

EQUIPMENT

Weekday suit with gcntleman's shoes and hat, Sunday suit with town boots and top hat, Embroidered
robes, Turban with large imitation jewel pin, Tarot deck with fancy carved wooden box, Writing kit

Money: £1/6/-

SKILLS

Skill

C/O/F Skill Rank

Skill Ste

Empathic Sense

Prof

p

Speak Language

3
2

Read/Write L;nguage

AW&I‘CHCSS

Eidetic Memory

First Impression

Clairvoyance

Read Thoughts
Acting

Firearms

Streetwise

Knowledge (London)

Knowledée (Occult)

Bribery

Haggle
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Chapter 6

Military Officer

“Commissions don’t just fall out of
the sky, you know. One must earn their place
tbrougb rigorous training, proper breeding,
and staunch support of the government. It's
not enougb to be able to ridc, and sboot,
and fight well with a saber. One must know
the proper ctiquette for table and for dealing
with enemy officers. One must be able to
command, to inspire, and when necessary, to
sacrifice men for the greater good. One must
be not only a warrior, but a gentlcman. i

The Military Officer regards himself as
close to the nobility, if he hasn’t come from it
in the first place. Historically, exemplary service
in the senior ranks has led to titles and lands,
and provided a route for a clever and capable
man to better himself. The Military Officer
carries himself as an aristocrat, and regards
himself as setting an example for the lower
ranks. While tactical expertise and bravery are
necessary on the battlefield, diplomacy and
political acumen are required to survive and
advance outside of warfare. The parlor and the
headquarters office can be just as deadly in
their own way as the trenches and the cavalry
charge. With luck and foresight and prudent
maneuvering, the Military Officer could rise to
a gencral’s rank, a knighthood, and a lordship.

While most officers are male at this
point, female officers have begun to appear. |
The gender bias in this description shows the :
expectation of an officer being male. Female
officers may not be received well, especially
by the Lesser Ranks and the civilian populace.
[t would however be a violation of the
Gentleman’s Code and military tradition for
an officer to show disrespect based on gender.

Important Attributes: DEX, CHA |

Profession Skill: Tactics |

Racial Restrictions: None |

Starting Equipment: Field uniform (2 sets), |

Dress uniform, Pistol, Saber, Rifle or Carbine

(if appropriate)
|
|
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Starting Funds: Moderate
Income: Moderate

Suggested Social Level: 3

Skills and Abilities

INITIATE

Core Skills
Avoid Blow, (Equestrian / Crew Airship / Crew Ship / Crew Vehicle), Firearms, Melee
Weapons, Navigation

Optional Skills
Eidetic Memory, Etiquette, First Impression, Heartening Laugh, Unarmed Combat

NOVICE

Core Skills
Anticipate Blow, Awareness, lmpressive Display, Shake It Off, Tiger Spring

Optional Skills
(Animal Handling / Mechanic), Flirting, Lasting Impression, Riposte, Taunt

JOURNEYMAN

Core Skills
(Charge / Momentum Attack / Swing Attack), Danger Sense, Disarm, Inspire Others,
Leadership, Lion Heart, Steely Stare

Optional Skills
(Animal Bond / Pilot Airship / Pilot Ship / Pilot Vehicle), Diplomacy, Haggle, Resist Taunt,
Seduction, Stout Constitution, Winning Smile

Abilities

The character gains +] to their Physical Defense.

The character may spend Karma on any CHA-only Test.

The character may spend Karma on Recovery Tests.

Rally: The Military Officer can give courage back to troops that have broken. The character
makes an Inspire Others Test as normal, paying 2 Strain. (This ability cannot be learned
until the character knows the Inspire Others Skill.) Affected characters gain the usual bonus,
but also gain +] to WIL Tests to stand firm in the face of danger. This works against both
magical and non-magical Fear attacks. Characters that succeed at their WIL Test turn and face
the enemy. The effect lasts the Military Officer’s Inspire Others Rank in combat rounds. The
Military Officer can reduce the Target Number of the Inspire Others Test by spending 1 Strain
per additional character. This does not have to reduce the TN penalty to zero. For example,
if the Military Officer wants to Rally a troop of twenty men, the TN would be at +19. The
Military Officer could spend 9 Strain to reduce the penalty to +10.

Notes

Depending upon whether the Military Officer is serving as cavalry, or in the Navy, or in the armored
vehicles division, or aboard a Giffard, the player should choose the appropriate Skills from the

parentheses at Initiate Core, Novice Optional, ]ourneyman Core, and ]ourneyman Optional.

128




Chapter 6

Example Character
Professional Rank: |

ATTRIBUTES
DEX: 15: 6/DI0 STR: 12: 5/D§ TOU: 12: 5/D§
PER: 13: 6/D10 WIL: 12: 5/D8 CHA: 15: 6/D10
CHARACTERISTICS
Physical Defense: 9 Mystic Defense: 8 Social Defense: 9
Initiative: 6 Movement: 6 Carrying Capacity: 110
Mystic Armor Bonus: 2 Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 24 Death: 29 Wound Threshold: § Recovery: 2
LANGUAGES
English (British): Speak, R/W
ARMOR
Padded leather (military issue equivalent): Phys 4, Myst 0, Init 0
WEAPONS

Medium pistol, 50 rounds ammunition, 50 rounds express ammunition, 25 rounds Gehrlaus
ammunition. Bolt-action rifle, 100 rounds express ammunition, S0 rounds Gehrlaus ammunition.

Saber

EQUIPMENT

Duty uniform, Riding boots, Dress uniform, Patent leather riding boots, War horse with tack

Money: £2/6/-

SKILLS

Skill C/O/F Skill Rank Skill Step
Tactics Prof
Speak Language
Read/Write Language
Avoid Blow
Equestrian

Firearms

Melee Weapons
Navigation

Etiquette

First Impression

Heartening Laugh
Knowledge (Politics)

Knowledge (Military History)
Battle Shout

Gunnery

Hunting

Physician

Swimming

et st | ot | 0
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CHARACTER PROFESSIONS

Pioneer

“You're just a visitor. I live here. Let me show
you around.”

Every expedition into the wild needs a
woodsman, someone savvy in the ways of the land.
Who better than a man who’s dedicated his life to
carving a home out of the wilderness? Not only able
to get around in the uncivilized part, but accustomed
to living there, the pioneer can build a shelter out of
whatever’s ready to hand, find food in the middle of
a forest, and in a pinch, fight equally well with gun or
axe. He's got a pretty good idea which plants will
heal, and which will cause further injury. Given a
footprint, a broken twig, or a drop of blood, he
can follow the trail and find what's making it. To
you, a river is a barrier. To him, it's a source of
water and power, and a swimming hole. To you,
the wilderness is a place where you try to survive.

To him, it’s home.

]mportant Attributes: TOU, STR, DEX
Profession Skill: Wilderness Survival

Racial Restrictions: None

Starting Equipment: Rugged clothing, Axe,
Basic tools, Medical kit

Starting Funds: Low

Income: Low

Suggested Social Level: 2

Skills and Abilities

INITIATE
Core Skills
Animal Handling, Equestrian,
Firearms, Navigation, Tracking
Optional Skills
Craftsman
(Woodworking),
Mechanic, Swimming,
Unarmed Combat,
Wound Balance

NOVICE

Core Skills
Animal Bond, Awareness,
Hunting, Missile Weapons, Shake
It Off
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Optional Skills
Creature Analysis, Eagle Eye, Fishing, Melee Weapons, Sprint

JOURNEYMAN

Core Skills
Animal Training, Climbing, Impressive Display, Stealthy Stride, Stout Constitution, Sure Mount,
True Shot

Optional Skills

Craft Firearm, Field Engineering, Long Shot, Mapmaking, Physician, Read River, Second Shot

Abilities

The character may spend Karma on Recovery Tests.

The character gains +] to their Physical Defense.

The character may spend Karma on TOU-only Tests.

Make It Do or Do Without: The Pioncer can improvise repairs or build an item using
Woodworking, Mechanic, or Field Engincering, without having quite the proper materials or
tools, using what's ready to hand. For example, the Pioneer could improvise a gasket for a
plumbing pipe using the wax from a wheel of cheese, or cobble together a shelter out in the
desert from scrub brush thatched with sand. The character makes the appropriate Skill Test,
with the Skill and Target Number determined by the Gamemaster, and spends 2 Strain. On a
success, the improvised repair or construction will hold togethcr for the Skill Rank in hours.
Two successes extends the duration to days, and three to weeks. On a Rule of One result,
the materials are used up, the item too badly damaged for further repair attempts, or other
disastrous result as determined by the Gamemaster.




CHARACTER PROFESSIONS

Example Character
Professional Rank: 1

ATTRIBUTES
DEX: 14: 6/DI0 STR: 14: 6/D10 TOU: 15: 6/DI0
PER: 14: 6/DI0 WIL: 14: 6/D10 CHA: 8: 4/D6
CHARACTERISTICS
Physical Defense: 8 Mystic Defense: 8 Social Defense: 5
Initiative: 6 Movement: 6 Carrying Capacity: 140
Mystic Armor Bonus: 2 Social Level: 2
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE
Unconsciousness: 30 Death: 36 Wound Threshold: 10
Recovery: 3
LANGUAGES
English (British): Speak, R/W
ARMOR
Leather coat: Phys 3, Myst 0, Init 0
WEAPONS
Bolt-action rifle, 20 rounds ammunition, Axe
EQUIPMENT

Flannel shirt, Wool trousers, Hiking boots, Tent, Bedroll, Mess kit, Craftsman’s tools (woodworking)
Money: £-/-/9

SKILLS

Skill C/O/F Skill Rank Skill SteD
\Wilderness Survival Prof 3

Speak Languagc

Read/Write Language

Animal Handlmg

Equestrian

Firearms

Navigation

Trackm g

Craftsman (Woodworkmo)

Unarmed Combat

Wound Balance

Knowledge (Animal Husbandrv)

[y DY DY Y

Knowledge (Botany)

Artisan (Cookmg

Haggle

Maneuver
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Swift Kick
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Tiger Spring
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Priest
“So mote it be!”

Scoff if you like, but religion
has real power now, just like in the
old scriptures. Whatever the belief
system of the Priest, whether it’s
a mainstream faith like Christianity
or Hinduism or an obscure one like
Khemetic Orthodoxy or Mithraism,

the Priest has the backing of the

Divine. Banishing a destructive spirit?

Healing your wounds? Purging evil

with fire conjured out of nothing?

That’s covered. Of course, the Priest
still counsels those with troubles,
celebrates the rites of their faith,
and may or may not try to spread
the word of their religion, depending
upon its views on evangelism. Being
a channel of the Divine involves a
good deal more than calling down
righteous fury upon the transgressor.

Most of the works of the Divine

are still the quiet ones. Ministering

to the poor in body or in spirit is a

requirement of most religions, and the
Priest follows the requirements of their
faith, ahem, rcligiously.

Note: Characters of this Profession
may call themselves a Priest or Priestess,
or whatever title is appropriate to their faith.
This Profession applies to any formalized
religion that has a recognized priestly class.

Important Attributes: PER, WIL, CHA
Profession Skill: Spellcasting
Racial Restrictions: None (although most
cultures of Saurids do not support the
idea of a priesthood, having Shamans
instead)
Starting Equipment: Decent clothing,
Vestments as appropriate to the
faith, Tools as appropriate to the
faith (book, chalice, &c)
Starting Funds: Low
Income: Low

Suggested Social Level: 3
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CHARACTER PROFESSIONS

Skills and Abilities

INITIATE
Core Skills

Astral Sight, Dispel Magic, Empathic Sense, Knowledge (Religion), Magic Theory

Optional Skills

Artisan (Embroidery), Avoid Blow, Haggle, Physician, Research

NOVICE
Core Skills

Eidetic Memory, Heartening Laugh, Spirit Hold, Streetwise, Suppress Curse

Optional Skills

Awareness, Etiquette, First Impression, Knowledge (Comparative Religion), Spirit Talk

JOURNEYMAN
Core Skills

Diplomacy, Impressive Display, Leadership, Resist Magic, Summon, True Sight, Willforce

Optional Skills

Conversation, Engaging Banter, Evidence Analysis, Inspire Others, Lifesight, Lion Heart, Steely
Stare

Abilities

The character gains +] to their Social Defense.

The character gains +1 to their Mystic Defense.

The character may spend Karma on any Test to heal others.

We Shall Not Want For It: The Priest can stretch consumable supplies to last longer, through
a combination of clever technique and magic. The character makes a Spellcasting gl'est against
the highest Mystic Defense among the people directly relying upon the supplies, +] for every 2
additional people, and spends 2 Strain. The target group size is limited by double the Priest’s
Spellcasting Rank, thus a Priest with a Spellcasting Rank of 6 can only provision a group
of 12 people. The Target Number can be reduced by paying additional Strain, 2 points of
Strain per | point of Target Number reduction. On a single success, the Priest doubles the
number of hours the supplies will last. Two successes raises the duration to days, while three
or more successes raises the duration increase to weeks. On a Rule of One result, the Priest’s
intercession has failed, causing spoilage, and the available supply duration is cut l)y half. This
miracle can only be performed once on any given supply cache. The Priest cannot extend the
supply duration a second time. The miracle cannot be performed on ammunition, poisons, or
other supplies whose primary reason for existence is to cause harm.

NOtCS

The word “Religion” in the Knowledge (Religion) Skill at Initiate Core should be substituted
with the actual name of the Priest’s faith. For example, an Anglican Priest would have the skill
Knowledge (Anglicanism).

The Comparative Religion Knowledge Skill at Novice Optional grants the Priest understanding
of faiths other than their own. A Comparative Religion Test can be made to see if the Priest
knows anything about another faith, and how much is known.
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Example Character
Professional Rank: |

ATTRIBUTES
DEX: 12: 5/D§ STR: 8: 4/D6 TOU: 1I: 5/D8
PER: 16: 7/DI2 WIL: 16: 7/DI12 CHA: 16: 7/DI2

CHARACTERISTICS
Physical Defense: 7 Mystic Defense: 9 Social Defense: 9
[nitiative: 5 Movement:6 Carrying Capacity: 60
Mystic Armor Bonus: 3 Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 22 Death: 27 Wound Threshold: 8
Recovery: 2

LANGUAGES
English (British): Speak, R/W
Latin: Speak, R/W

ARMOR

Ballistic vest (Cotton): Phys 4, Myst 0, Init 0

WEAPONS
None

EQUIPMENT

Black weekday suit with clerical collar, City boots, Vestments for Sunday services, Cross, Bible,

Book of common prayer

Money: £-/5/2

SKILLS

Skill C/O/F SkillsRank Skill Step

Soellcasting Prof

Speak Language

2
Read/Write Language 2

Astral Sight

Dlspel Magic

Empathlc Sense

Knowledge (Angllcan Clhristianity)

Magic Theory

Avoid Blow

Haggle

thsician

Knowledge (Botany)

Artisan (Cookmg

Artist (Smgmg)
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CHARACTER PROFESSIONS

Sailor

“Ships don't sail by the commands
of their officers. They sail by the sweat of

. 3
their crew.

All the fancy machinery and navigational
skill in the world won’t get a ship from point
A to point B without a hardy and reliable crew.
Some ships still rely on the wind, and need
hands that know how to tie a bowline and
haul a line. Others take oilers and stokers to
keep them going. Airships have to be balanced,
and that means a lot of carrying and securing.
The Sailor specializes in surface or air ships,
working as a deckhand on the sea or in the
sky. Without Sailors, an Airship Pilot is just

somebody in fancy dress standing at a tiller.

Important Attributes: DEX, WIL

Profession Skill: Crew Airship / Crew Ship
(spccify Sail or Steam)

Racial Restrictions: None (although Saurids in
the Grosvenor Peninsula do not natively have
Airship or Steamship Sailors, only Sailing
Ship Sailors)

Starting  Equipment: Duty uniform, Casual
clothing for going ashore, Knife

Starting Funds: Low

Income: Low

Suggested Social Level: 2

Skills and Abilities

INITIATE

Core Skills
Climbing, Gunnery, Read (Ocean / River /
Sky), Shake It Off, Unarmed Combat

Optional Skills
Avoid Blow, Firearms, Flirting, Lip Reading,
Melee Weapons

NOVICE

Core Skills
(Craftsman-Carpentry / Mechanic), Haggle,
lmpressive Display, Navigation, Slough
Blame

Optional Skills
Awareness, Battle Shout, Distract, Hcartening
Laugh, Maneuver
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JOURNEYMAN

Core Skills

Disarm, Lion Heart, Stout Constitution, Swing Attack, Taunt, Throwing Weapons, Wound
Balance

Optional Skills

Bribery, Down Strike, Leadership, Mapmaking, Pilot (Airship / Sailing Ship / Steamship),
Stccly Stare, Streetwise

Abilities

The character gains +] to their Physical Defense.

The character’s Recovery Step increases by +1.

The character may spend Karma on PER-only Tests.

Getting Her Into Fighting Trim: Once per battle or other action, the Sailor can quickly
rearrange the weight distribution aboard the ship, improving the trim, or balance, of the hull
and making the ship easier to maneuver. The character makes a Crew Ship/ Airship Test against
the Mystic Defense of the vessel and pays 2 Strain. Each success on this Test adds +I Step to
the Pilot’s Tests during the remainder of the battle or action. The effect lasts until the action
is over or until something happens to significantly alter the ship’s trim, such as having a piece
of the hull shot away. On a Rule of One result, the adjustment fails miserably, and the Pilot’s
next Test is at a penalty equal to the Sailor’s Crew Ship/Airship Rank.

NOtCS

At the Initiate Tier, the player chooses the Read Skill appropriate to whether the Sailor is
crewing a riverboat (Read River), an oceargoing vessel (Read Ocean), or an airship (Read Sky).
Likewise, the player chooses Hunting or ishing based on whether the Sailor is serving aboard
an airship or a water-bound vessel.

At the Novice Tier, the player chooses Craftsman (Carpentry) for Sailing Ships or Mechanic
for Steamships or Airships.

At the Journeyman Tier, the player chooses the appropriate Pilot Skill again based on their
Sailor’s career path.




Professional Rank: 1

CHARACTER PROFESSIONS

Example Character

ATTRIBUTES
DEX: 17: 7/DI2 STR: 13: 6/D10 TOU: 13: 6/DI0
PER: 9: 4/D6 WIL: 14: 6/DI0 CHA: 13: 6/DI10

CHARACTERISTICS

Physical Defense: 10
Initiative: 7
Mvstic Armor Bonus: 2

Mystic Defense: 6 Social Defense: 8

Movement: 6 Carrying Capacity: 125

Social Level: 2

KARMA

Current Karma: 6

Max Karma: 6 Karma Die: D8

DAMAGE

Unconsciousness: 26
Recovery: 3

Death: 32 Wound Threshold: 9

LANGUAGES

English (British): Speak, R/W

ARMOR

Flak jacket: Phys 4, Myst 0, Init 0

WEAPONS

Khnife

EQUIPMENT

Duty uniform, Workman’s boots, Flannel shirt, Wool trousers

Money §-/3/8

SKILLS

Skill

C/O/F Skill Rank

Skill

Ste

p

Crew Steam Ship

Prof 3

Speak Language -

Read/Write L;nguage

Climbing

GUI\I\CI‘V

Shake [t Off

Unarmed Combat

Avoid Blow

Flirting

Lip Reading

Melee Weapons

Knowledge (Geography)

Artist (Skfnging)

— N |t [t

Emotion Song

Acrobatic Defense

Tiger Spring

Swift Kick _
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Scientist

“There are no experimental failures,
just more data.”

Knowledge is its own reward, although
academic honors and the respect of one’s peers
are nice, yes. There are deep mysteries in the
world, on Earth and in the Gruv and in the
place in between that nobody wants to discuss.
Delving into those mysteries establishes the
principles by which the engineers come up with
all those clever devices. Someone must do the
foundational work before the clockworks can
be built. Hypothesize, experiment, analyze,
theorize, the stages of the scientific method
must be followed rigorously if valid principles
are to be deduced. “Publish or perish”, goes
the saying. If a scientist derives a critical axiom
and does not share it with the world, what use
is his work? Learn, and share what has been
learned, seeking ever to expancl the scope of
human understanding.

Important Attributes: PER, DEX

Profession Skill: Knowledge (Scientific Field)
Racial Restrictions: Saurids of the Gruv — their
cultures do not support the Profession
Starting Equipment: Average clothing for
everyday and travel, Nice clothing for academic
presentations, Suitcase of scientific instruments
appropriate to the field of study

Starting Funds: Moderate

Income: Moderate

Suggested Social Level: 4

Skills and Abilities

INITIATE

Core Skills

Awareness, Craftsman (Scientific lnstruments),
Eidetic Memory, Evidence Analysis, Research
Optional Skills

Cryptography, Field Engincering, Fircarms,
Mechanic, Navigation
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NOVICE
Core Skills

Engine Programming, Haggle, Knowledge (Mathematics), Slough Blame, Taunt
Optional Skills

Avoid Blow, Clockwork, Etiquette, Forgery, Melee Weapons

JOURNEYMAN

Core Skills
Arcane Mutterings, Conversation, Diplomacy, Geraceful Exit, lmpressive Display, Knowledge
(Select), Resist Magic

Optional Skills
Bribery, Disarm, Equestrian, Hypnotize, Inspire Others, Mapmaking, Steely Stare

Abilities

The character gains +] to their Mystic Defense.

The character gains +] to their Social Defense.

The character may spend Karma on WIL-only Tests.

Revising the Hypothesis: The Scientist may discard a previously held idea and draw new
conclusions. The character spends 2 Strain to reroll a failed Knowledge Test (using any
Knowledge Skill). The new Test results must be kept, even if the new result is a Rule of One.
The Scientist may only discard one hypothesis per situation.

Notes

*  When the Scientist character is created, the player must pick a field of study. The Profession
Skill is then set to that field. The Scientist can then be referred to in game as a professional of
the field. For example, if the Profession Skill is set to Knowledge (Geology), then the character

would be referred to by other characters in the game world as a Geologist.
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Example Character
Professional Rank: |

ATTRIBUTES
DEX: 13: 6/DI10 STR: 9: 4/D6 TOU: 1I: 5/D8
PER: 18: 7/DI2 WIL: 12: 5/D8 CHA: 12: 5/D8

CHARACTERISTICS
Physical Defense: 8 Mystic Defense: 10 Social Defense: 7
Initiative: 6 Movement: 6 Carrying Capacity: 70
Mystic Armor Bonus: 2 Social Level: 4
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 22 Death: 27 Wound Threshold: 8
Recovery: 2

LANGUAGES
English (British): Speak, R/W
Latin: Speak, R/W

ARMOR
Ballistic vest (Silk): Phys 5, Myst 0, Init 0
WEAPONS

Light pistol, 10 rounds ammunition

EQUIPMENT

Weekday suit, City boots, Sunday suit, Silk hat, Suitcase of scientific instruments

Money: £6/3/-

SKILLS

Skill C/O/F Skill Rank |  Skill Step

Knowledge (Natural Philosophy) Prof

Speak Language

Read/Write Language
Awareness

—_—— N [NV

Craftsman (Scientific Instruments)

Eidetic Memory

Evidence Analysis

Research

Cryptography
Firearms

Mechanic

[y DY DY Y

Knowledge (Botany)

Knowledge (Law)

Artist ( Dvrawing)

Evaluate

o~ |00 |on |00 0|00 [~ oo [ao| oo | oo [~ajoo oo |

Artist (Musician)
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Shaman

“My great-great-grandfather says that
you are not telling me all of the story. You
can lie to the Iiving, but the spirits see
further.”

Whether Native American, Saurid, or any
other group that still keeps to the most ancient
of their peoplc’s ways, the Shaman occupies a
position in tribal culture similar to that of the
Priest in Western civilization. Healer, teacher, and
spiritual conduit, the Shaman creates medicines,
passes on the wisdom of the elders to the young,
and intercedes with the divine on behalf of the tribe.
chond that, the Shaman listens to the world of the
spirit and communes with its denizens. Speakin
with the essences of the natural world and the spirits
of long-dead tribal members, the Shaman gains
knowledge of the world beyond what is visible in
the merely physical. Do not doubt the reality of
the spirits. With a request to them, the Shaman
may cause the earth to swallow her enemies, or rain
to drown them, or lightning to strike them. The
ancestral spirits can tell the Shaman not only about
what has gone before, but what may happen in the
future, as their view of time is not the
same as that of the living. Be polite
to the Shaman, and respectful to the
spirits, whether or not they can be
seen. Rest assured, they are there, and
the Shaman knows them by name.

lmportant Attributes: WIL, CHA
Profession Skill: Summon
Racial Restrictions: Humans
- must come from a
culture with an active
shamanic  tradition,

which precludes

most Europeans and

Asians

Starting  Equipment:
Everyday  clothing,
Ceremonial  dress,

Tools appropriate to

faith and tradition

Starting Funds:
Moderate
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Income: Moderate
Suggested Social Level: 2 (among Westerners) 7.4 (among own culture)

Skills and Abilities

INITIATE
Core Skills
Astral Sight, Magic Theory, Spellcasting, Spirit Hold, Spirit Talk
Optional Skills
Animal Bond, Animal Handling, Artist (Painting), Unarmed Combat, Wilderness Survival

NOVICE
Core Skills
Alchemy, Dispel Magic, Equestrian, Physician, Wood Skin
Optional Skills
Animal Talk, Animal Training, Artist (Storytelling), Claw Shape, Knowlcdgc (Tribal History)

JOURNEYMAN

Core Skills
Empathic Sense, Evidence Analysis, Impressive Display, Lifesight, Orbiting Spy, Resist Magic,
Willforce

Optional Skills
Air Spcaking, Animal Possession, Hypnotize, Safe Path, Spirit Dodgc, Tracking, True Sight

Abilities

The character gains +] to their Mystic Defense.

The character may spend Karma on Tests made by Summoned spirits.

The character may spend Karma on WIL-only Tests.

Divination: The Shaman can consult the spirit world for information. The character asks a
question about a current situation or subject of interest, makes a Summon (9) Test, and pays
2 Strain. If the Test succeeds, the character gains one useful piece of information about the
question, provided by the Gamemaster. While true, the information may be phrased in vague
or mctaphorical terms, as the spirits do not always reply directly or clearly. Additional successes
may bring additional clarity or more information as the Gamemaster finds appropriate. On a
Rule of One result, either the spirits do not know anything about the subject, or are unwilling
to comment on it, and may even warn the Shaman to avoid the subicct cntirely.
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Professional Rank: 1

CHARACTER PROFESSIONS

Example Character

ATTRIBUTES
DEX: 12: 5/D§ STR: 10: 5/D8 TOU: 10: 5/D§
PER: 16: 7/DI2 WIL: 16: 7/DI12 CHA: 13: 6/DI10
CHARACTERISTICS
Physical Defense: 7 Mystic Defense: 9 Social Defense: 8
[nitiative: S Movement: 6 Carrying Capacity: 80

Mystic Armor Bonus: 3

Social Level: 4 (Native Culture) / 2 (Western Civilization)

KARMA

Current Karma: 6

Max Karma: 6 Karma Die: D8

DAMAGE

Unconsciousness: 20
Recovery: 2

Death: 25 Wound Threshold: 7

LANGUAGES

Tsalagi: Speak, R/W

English (American): Speak, R/W

ARMOR

Leather: Phys 3, Myst 0, Init 0

WEAPONS

Khnife

EQUIPMENT

Cotton shirt, Canvas trousers, Hiking boots, Ceremonial clothing for ritual work, Drum, Rattles,

Tobacco

MOI’ICV: S-/S/-

SKILLS

Skill

C/O/F Skill Ste

P

Summon

Skill3Rank

Prof

Speak Language

Read/Write L;nguage

2
2

Astral Sight

Magic THeorv

Spellcasting

Spirit Hold

Spirit Talk

Artist (Painting)

Unarmed Combat

(Wilderness Survival

Knowledge (Botany)

Lip Reading

Avoid Blow
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CHARACTER PROFESSIONS

Soldier

“Mine is not to question why. Mine is but to do and have a pint afterward.”

An enlisted woman in Her Majesty's forces learns real quick to keep her mouth shut, to do
what she’s told, and to never, under any circumstances, volunteer for anything. And yet here you are,
assigned to detached duty with a lot of adventurers and cxplorcrs, hoping it'’s not your head that
ends up detached. Well, when all else fails, you can depend on your Martini-Henry, your bayonet,
and that the officers will end up smelling like a rose. Given a choice between field missions with a
load of idiot civilians and digging latrines, you’d have to sit down and think it over.

Important Attributes: STR, DEX, TOU

Profession Skill: Firearms

Racial Restrictions: None

Starting Equipment: Field uniform, Dress uniform, Rifle (infantry) or Carbine (cavalry), Bayonet,
Pack with bedroll and field kit

Starting Funds: Low

Income: Low

Suggested Social Level: 2

Skills and Abilities

INITIATE
Core Skills
Avoid Blow, (Maneuver / Equestrian), Melee Weapons, Shake It Off, Sprint
Optional Skills
Awareness, (Climbing / Animal Handling), Stealthy Stride, Streetwise, Unarmed Combat

NOVICE

Core Skills
Anticipate Blow, Battle Shout, (Riposte / Charge), Slough Blame, (Wound Balance / Sure
Mount)

Optional Skills
Danger Sense, Hagglc, Navigation, Tiger Spring, (Tracking / Animal Bond)

JOURNEYMAN

Core Skills
(Crushing Blow / Wheeling Attack), Frenzy, Impressive Display, (Long Shot / Wheeling
Defense), (Momentum Attack / Double Charge), (Second Shot / Mount Attack), Stout
Constitution

Optional Skills
Battle Bellow, Disarm, Eagle Eye, Frighten, Leadership, Mapmaking, Wilderness Survival
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Abilities

The character gains +1 to their Physical Defense.

The character’s Recovery Stcp increases by +1.

The character may spend Karma on DEX-only Tests.

Comrades In Arms: Once per battle, the Soldier may call upon the combined strength of the
allies that fight beside them. The character pays 3 Strain per ally, restricted to those within
one grid space / hex / arm’s reach, and a number of people equal to the Soldier's Firearms
Skill Rank. The Soldier adds their combat Skill Ranks to the Soldier's own for a single
Attack Test. The Skill Ranks added must be from the same Skill that the Soldier is using.
Thus, if the Soldier uses Firearms for the Attack Test, only Ranks from the allies’ Firearms
Skills can be applicd. If the Soldier attacks using Melee Weapons, only Ranks from the allies’
Melee Weapons Skill may be applied. The allies do not have to be of the same Profession as
the Soldier, only trained in the same Skills. Being included in the use of this ability does not
prevent the next Soldier in the line from using it as well. Soldiers are trained to coordinate
their use of Comrades in Arms so that a platoon can all reinforce each other for a single
devastating attack.

Notes

The Soldier is cither infantry or cavalry. An infantry Soldier picks the first option in each set
of parentheses, while a cavalry Soldier picks the second. Separatc Variants of the Soldier for
infantry, cavalry, and marine service will be presented in the 1879 Compnnion.
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Example Character
Professional Rank: 1

ATTRIBUTES
DEX: 17: 7/DI2 STR: 14: 6/D10 TOU: 15: 6/DI0
PER: 10: 5/D8 WIL: 9: 4/D6 CHA: 10: 5/D8

CHARACTERISTICS
Physical Defense: 10 Mystic Defense: 6 Social Defense: 6
Initiative: 7 Movement: 6 Carrying Capacity: 140
Mystic Armor Bonus: | Social Level: 2
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 30 Death: 36 Wound Threshold: 10
Recovery: 3

LANGUAGES
English (British): Speak, R/W

ARMOR
Padded leather (military issue equivalent): Phys 4, Myst 0, Init 0
WEAPONS

Bayonet
Bolt-action rifle, 20 rounds ammunition (more issued as needed)

EQUIPMENT

Field uniform, Hiking boots, Dress uniform, Bedroll, Mess kit, Backpack
Money: £-/-/10

SKILLS

Skill C/O/F Skill Rank Skill

Ste

p

Firearms Prof

Speak Language

Read/Write L;nguage
Avoid Blow

et st | et o | 0

Melee Weapons

Shake It Off

Sprint

Awareness

Climbing

Stealthy Stride

Unarmed Combat

DO [ s [—

Knowledge (Sport)

Equestrian

GUﬂﬂCI‘V

Animal Handling

[y Ay

11111111 O |O O[O | O OO (O 1=

Artist (Woodcar;ing)
Charge

IO\ [N |ON\[OO[NI|C0|Co (0o (AN | [NI[Co |00 |ON N\
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Tribal Warrior

“You see this coinpurse on my
belt? It is made from the scrotum of
the last man to be disrespectful to me.

I think it looks worn and in need of

replacing. What do you think?”

Tribal Warriors may come
from any race that still holds to their
people’s ancient ways, living in a tribal
society and prizing the role of the
warrior as the defender of the people.
The most likely to be encountered in
1879 are the Zulus, although Maori,
Native Amcrican, Mongol, or Saurid
Tribal Warriors are possible. Let’s
consider the Zulu.

Any British soldier can tell
you that it’s better to have the Zulus
beside you than across the field facing
you. It's not any less tcrrifying, but
you have a better chance of survival.
Zulu women fight just as well as Zulu
men, as this woman can easily prove.

She handles her assegai and shield as if she were born with them
in her hands. She’s actually only been carrying weaponry since she
was able to walk, but that’s close cnough, don't you think? Quiet,
intense, tireless, and fierce, she will gladly face whatever foe her

leadership points her toward. Don't expect her to put up with
any nonsense. She’s a warrior, not a cook or a serving-girl.
Treat her like you would any lethally dangerous and highly
trained fightin% professional, and you might just gain

her respect. That’s worth more than gold.

Important Attributes: DEX, WIL
Profession Skill: Melee Weapons
Racial Restrictions: None, but must originate from
a tribal culture that still maintains and respects a
warrior caste or tradition
Starting Equipment: Standard clothing for culture,
rmor as appropriate to culture, Spear/Assegai/ pole
arm suitable for throwing, Knife/Kukhri/Iklwa/
short blade

Starting Funds: Low

Income: Low

Suggested Social Level: 3 (native culture) /

2 (among Europeans)
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Skills and Abilities

INITIATE
Core Skills

Shield Charge, Sprint, Throwing Wcapons, Tiger Spring, Wilderness Survival
Optional Skills

Awareness, Climbing, Hunting, Swimming, Unarmed Combat

NOVICE
Core Skills

Battle Shout, Danger Sense, Missile Weapons, Shake It Off, Wound Balance
Optional Skills

Acrobatic Defense, Avoid Blow, Hcartening Laugh, Stealthy Stride, Tracking

JOURNEYMAN
Core Skills
Frcnzy, Frightcn, Impressive Display, Momentum Attack, Second Weapon, Steely Stare, Stout

Constitution
Optional Skills
Anticipate Blow, Battle Bellow, Disarm, Leadership, Lion Heart, Resist Taunt, Spot Armor Flaw

Abilities

The character gains +] to their Physical Defense.

The character gains +] to their Social Defense.

The character’s Recovery Step increases by +1.

Battle of Wills: The Tribal Warrior attempts to defeat a chosen foe with an effort of will and
spirit, without resorting to weaponry. The character and the foe lock eyes, requiring them to
be within fifty yards of each other. Both make a Stccly Stare Test, spending 2 Strain. If the
foe does not know the Steely Stare Skill, they may make a straight WIL Test, but must pay
4 Strain. Whoever achieves the greatest Test result wins the battle. Compare the winner’s Test
result to the loser’s Social Defense. On one success, the loser may take no aggressive action
of any sort for the winner’s Steely Stare Rank in rounds. On two successes, the loser silently
and visibly surrenders to the winner, and may be compellcd by the winner (verbally or with a
gesturc) to disarm or retreat. On three or more successes, the loser is badly shaken, and may
take no aggressive action of any sort for the winner’s Rank in hours. As well, the loser hands
over their primary weapon to the winner. In many tribal cultures, it is considered honorable
to return a foe’s weapon to him. Keeping a living foe’s weapon may start an ongoing conflict
as the foe tries to recover their weapon and their honor. The Tribal Warrior will not normally
use this ability against someone from outside their own culture, but stories are circulating of
Saurids and Maoris who have met and recognized cach other as worthy opponents.

Notes

*  Saurids may swap Swimming from Initiate Optional with Sprint from Initiate Core.
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Example Character
Professional Rank: |

ATTRIBUTES
DEX: 17: 7/DI2 STR: 13: 6/DI10 TOU: 14: 6/DI10
PER: 9: 4/D6 WIL: 13: 6/DI0 CHA: 9: 4/D6

CHARACTERISTICS
Physical Defense: 10 Mystic Defense: 6 Social Defense: 6
Initiative: 7 Movement: 6 Carrying Capacity: 125
Mystic Armor Bonus: 3 Social Level: 3 (native culture) / 2 (%Vestem culture)
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D8
DAMAGE

Unconsciousness: 28 Death: 34 Wound Threshold: 9 Recovery: 3

LANGUAGES
isiZulu: Speak
English (British): Speak

ARMOR

Leather: Phys 3, Myst 0, Init 0
Hide shield: Phys +2, Myst +1, Init -

WEAPONS
Assegai (use Spear stats), lklwa (use Short Sword stats)

EQUIPMENT

Cotton shirt, Canvas trousers worn in deference to western sensibilities, Blanket, Water skin

MOHCV: S/'/'/S

SKILLS

Skill C/O/F Skill Rank Skill Step

Melee Weapons Prof

Speak Language

Read/Write Language

—_— O NV
ST N

Shield Charge ¥

Sprmt

Tiger Spring

Wilderness Survival

Awareness

Cllmbmg

Huntmg

Unarmed Combat

Knowledge (Geography)

Knowledge (Botany)

Animal Handlmg

Craft Armor

Artist (Dancmg)

Distract
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QO [N |n|n|NI|n|n|0o Qo |Co |[n|n |

Great Leap
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Weird Scientist
“Fools! I'll show you alll”

Western science and Eastern mysticism:
neither one has all the answers. Applying the
scientific method to arcas of study disdained
by European scholars, to regions unexplored by
those who failed to see the potential that could
be unlocked, has granted you knowledge that
no one else holds. Knowledge is power. Your
explorations into fields other people discarded
as unfruitful or unworthy have delivered the
power you need to prove yourself. Now you
can silence the naysayers, the scoffers, the
hidebound. The time has arrived to take your
devices into the field, to demonstrate your
work, to prove to the world the value of your
efforts. Science will triumph!

Important Attributes: PER, WIL

Profession Skill: Craft Device

Racial Restrictions: Saurids - their culture does
not support the Profession

Starting Equipmem: Decent clothing, Lab
clothing / protective gear, Toolkit

Starting Funds: Moderate

Income: Moderate

Suggested Social Level: 3

Skills and Abilities

INITIATE

Core Skills

Craft Armor, Craftsman (Select), Eidetic
Memory, Impressive Display, Mechanic
Optional Skills

Cryptography, Firearms, Knowledge
(Mathematics), Magic Theory, Research

NOVICE

Core Skills

Awareness, Clockwork, Craft Firearm, Evidence
Analysis, Field Engineering

Optional Skills

Arcane Mutterings, Bribery, Crew (Airship
J Ship / Vehicle), Engine Programming,
Spellcasting
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JOURNEYMAN
Core Skills
Craft Weapon, Forge Armor, Forge Device, Haggle, Lion Heart, True Sight, Willforce
Optional Skills
Disarm, Exploding Ammunition, Knowledge (Chemistry), Pilot (Airship Vi Ship / Vehicle),
Resist Magic, Slough Blame, Spot Armor Flaw

Abilities

¢ The character gains +] to their Mystic Defense.

e  The character gains +] to their base Karma step.

*  The character may spend Karma on the Effect Test when using Craft Device to build a spell
or other power into a device.

*  Hasty Bodge-up: The Weird Scientist can build a device in the ficld out of spare parts that
performs its function once and once only, then falls apart, with key components too badly
damaged to re-use. The character makes a Craft Device Test and pays 2 Strain. On one
success, the device performs as designed, once. On two successes, the Effect Step of the device
ains +1. On three or more successes, the Weird Scientist may use Karma on the Effect Test.
On a Rule of One result, the device misfires when assembled, doing its Effect Step in damage
to the Weird Scientist, and potentially to an area of effect, as determined by the Gamemaster.

NOtCS

*  The Profession Skill may be changed as appropriate to the School. For example, Newtonians
could have Alchemy for their Profession Skill, and Prometheans could take Physician. Variants
of the Weird Scientist Profession fully restructured for specific Schools will be included in
the 1879 Compnnlon.

e The Weird Scientist uses Magic Theory to learn powers and spell effects from grimoires and
other texts and record them in their own writings, for later incorporation into devices. The
actual spell is not learned, but the Weird Scientist gains knowledge from study of the spell
that can be used to empower a device.

. Spellcasting is used for enchanting only, to lay the effects of spells into devices. Weird
Scientists do not cast spells.

o Like the Brassman, the Weird Scientist must have some device or tool to brandish when using
Arcane Mutterings. The unease the target feels is directed more at the device or tool than the
Weird Scientist.

*  The Pilot Skill selected at Journeyman Optional must match the Crew Skill selected at Novice
Optional.
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Example Character
Professional Rank: 1

ATTRIBUTES
DEX: 13: 6/DI10 STR: 8: 4/D6 TOU: 8: 4/D6
PER: 18: 7/DI12
WIL: 17: 7/DI2
CHA: 9: 4/D6

CHARACTERISTICS
Physical Defense: 8 Mystic Defense: 10 Social Defense: 6
Initiative: 6 Movement: 6 Carrying Capacity: 60
Mystic Armor Bonus: 3 Social Level: 3
KARMA
Current Karma: 6 Max Karma: 6 Karma Die: D§
DAMAGE

Unconsciousness: 16 Death: 20 Wound Threshold: 6 Recovery: 2

LANGUAGES
English (British): Speak, R/W

ARMOR

Ballistic vest (Cotton): Phys 4, Myst 0, Init 0

WEAPONS
Light pistol, 10 rounds ammunition

EQUIPMENT

Weekday suit, City boots, Craftsman’s tools (mctalworkmg) Lockpicks. Etheric oscillator: One use
of the Shield spell per day, casting automatically successful, Effect Step 8
Money: £2/7/-

SKILLS

Skill C/O/F Skill Rank Skill Step
Craft Device Prof
Speak Language

Read/Write Language

Craft Armor

Craftsman (Mctalworkmo)
Eidetic Mcmorv

Impressive Display

Mechanic

Firearms

Magic Theory

Research

Knowledge (Natural Phllosophv)
Alchemy

Avoid Blow

Lockpicking

Streetw1se

Taunt
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THE ASCENT OF SOCIETY
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Chapter 7

1879 PLAYERS GUIDE

Society ¢ Social Level

“Never speak tﬁsrespcctﬁ//// of Society, A/gcmon.
Only people who can't get into it do that.”
- Oscar Wilde, The Importance of Being Earnest

~ ictorian society, not just in_the British Empire but in other nations

as well, was highly class conscious. Someone with lofty aspirations would be
denigrated as having ideas above their station. Crude behavior by an aristocrat
woulgd be rebuked as déclassé.

Family reputation counts for a great deal. People start out in life with the reputation of their
family, for better or for worse. If a person’s family is well liked, then the person is in with the
community, but if the family has a stain on its honor, then the person will have much to overcome.

The top classes do not approve of someone who made their fortune themselves. First off,
someone who’s made a fortune obviously did it by unscrupulous means, over the backs of their
workers. Secondly, making a fortune means they've labored, gotten their hands dirty, and this sets
them apart from the aristocrats who have never had to do such terrible things. It doesn’t matter if
they own half the fleet in the harbor and were knighted and given an earldom, there are still parties
they won't get invited to because they’re nouveau riche, not the right sort of people.

Conversely, the lower classes do not approve of the airs the aristocracy puts on, and derides
them as lazy. Folk should pay their own debts, not use their family’s money for them. And doesn't
it say something in the Bible about earning your bread by the sweat of your own brow? Let the
toffs parade around in their fancy clothes and give themselves titles. The working class knows who
really makes the Empire function. A shipload of barons and knights could sink and there’d be a
fancy funeral but the Empire would kccp right on going; lose half the farmers in Dcrbyshirc and
people in London are going to starve.
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Class Descriptions

The Industrial Revolution brought not only improved production and transport, but widesprcad
unemployment, overcrowded cities, and increased tension between the social classes. London alone
increased its population from one million inhabitants to over three million in just cighty years. An
examination of the class structure will shed light on the origins, the nature, and the strife inherent
within each level and between the classes.

Lower Class / Criminal (SLI)

Over a quarter of the population of London live at or below a level of income required for
basic survival. These destitute are cither homeless, or crowded into poorly constructed slums with
no running water, no sewage systems, and no hope. Those that don't attempt to cke out a living
by combing through sewage for lost valuables, cleaning chimneys, selling matches, sweeping the
streets in front of the wellto-do, or criminal activities end up in the workhouses, smashing rocks
or unravcling old ropes all day for a crust of bread, a bowl of watery soup, and somcthing vagucly
rescmbling a bed. In an ironic twist, the totally destitute in the workhouses are given free medical
care, whereas the mcrcly poor who manage to survive on their own are not. Pcoplc of SLI are not
allowed in high street shops, and make most of their purchases from street markets, barrows, and
back alleys. Banks will not do business with people of this class, as they are assumed to be of poor
moral character.

While several initiatives and reform laws have upgraded the condition of workhouses in the
past decades, many workhouse officials still hold on to the belief that the poor are poor because
of their own moral failings. The workhouse system exists more to motivate the poor to better
themselves, and avoid charity, than to support them. The Prime Minister saw a golden opportunity
to create new wealth for the Empire by sending the underemployed destitute through the Portal.
Given the choice between conditions scarcely better than prison, or the promise of a New Victorian
Eden, volunteers lined up in droves, only to find themselves confined to workhouse settlements in
the Gruv not much better than prison camps.

Working Class / Commoner (SL2)

The working class comprises of men and women who perform physical labor and are paid
weekly or daily wages, the unskilled laborers, barrow merchants, factory workers, soldiers, and
household servants. These people tend to make less than thirty pounds (£30) in an entire year.
Skilled workers at the top of the social class, such as carpenters, might make twice that. Their
workday often begins at five in the morning, averaging ten to fourteen hours of toil in the mill,
factory, or mine before it ends. People of SL2 may make high street purchases if their family is
known to the shopkeepers to be of good repute. Their food likely comes from the wet markets,
where the ground or floor is hosed down at least once a day because of the offal and trash that
accumulates.

At the lower end of the Working class, people live two to ten families in a singlc room. The
less income the family has, the more they pay in rent, their poverty rendering them untrustworthy,
sometimes having to pay a toll to enter or leave the room or use the lavatory. At the upper end,
shopkeepcrs, journalists, tailors, and similarly skilled workers can gencrally afford a two bedroom
home and a diet consisting mainly of bread and vcgetablcs. Meat might only be seen once a year,
at Christmas. Alcoholism and addiction to opium is far too common, although the Portal and the
promise of a new world almost within arm’s reach has given many of the working class hope where
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they previously held none. Many banks will not do business with commoners, and those that will
are not of good repute. Their draughts may not be accepted at high street shops or more respected
financial institutions.

Middle Class / Bourgeoisie (SL3)

A growing yet still relatively small group, these are the wealthiest of the inner cities; lawyers,
accountants, keepers of large or more respected shops, doctors, and midtown landlords. These were
the first to move to the suburbs and take advantage of the new railway systems. They enjoy houses
with two or three bedrooms, a garden, and potentially even a servant or two. The middle class exists
within sight of the truly affluent, and constantly strives to emulate their social betters and win their
acceptance. Sadly, it is not at all uncommon for members of the middle class to drive themselves to
bankruptcy attempting to keep up with the latest fashions, or to afford membership to an exclusive
club that might advance them in social status. People of SL3 make most of their purchases in high
street shops or open air markets of good hygiene.

Whereas once only those men of noble birth could be called gentlcmen, by 1879 the practical
use of the term has expanded to include those men of particularly respectable professions. The
definitions of lady or gentlewoman are more difficult to describe. In many cases, women choose to
ignore those terms altogether, instead earning titles such as professor, doctor, and military ranks.

Upper / Merchant Class (SL4)

The factory owners, great merchants, bankers, and uptown landlords enjoy a salary up to
four hundred times that of their domestic help. On the outer edge of certain quarters of the city, a
five story upper class townhouse might consist of a library, two drawing rooms (one for men and
one for women, or perhaps one for married couples and one for the single crowd), two bedroom
suites, four smaller bedrooms, a nursery, a garden, a carriage house complete with steam-powered
conveyance and live-in coachman, and a basement to house the wine cellar, kitchen, scullery, pantry,
and a boiler for heating and power. Quarters for anywhere up to seven servants would be split
between the basement and the garret, tucked in wherever room for a narrow bed could be found.
Most of their purchases are made from shops in the better end of town, with the high street being
seen as déclassé. Their food is procured by servants using a household budget. Payments of more
than pocket change tend to be handled with bank draughts. The more respected banks are restricted
to people of SI4 or 5. “Not our kind of people” was a commonly heard phrase.

The upper class have so distanced themselves from the lower and working classes, in some
cases they no longer recognize they are there. Those of lesser status are simply the cogs in the
background that make things happen and tend to their whims and needs. If the lower and working
classes form the realm of Dickens, the upper class live in the worlds of Jane Austen, the Bronté
sisters, and Jules Verne.

Aristocrats / Royalty (SLS)

Looking down even on the upper class (especially the nouveau riche or “New Money”
merchants, whose wealth still smells of work) are the families of the great landowners, usually
ennobled with hereditary titles. These are people with titles that can only be granted by the Crown,
and with well-known lincages and pedigrees. Their circles run so small and tight that even the upper
class may escape their notice. Their money comes from inheritance, land ownership, and investments,
and their time is truly their own. Purchases are made by appointment from exclusive shops, with
the shopkeeper setting their hours by their customers’ desires. People of SLS may receive gifts from
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merchants wishing to be known as their suppliers. At this SL, people have no clue where their food
comes from, other than the kitchens. They dress for dinner and food is presented to them.

How Social Level Works

For game purposes, Social Level (SL) is given a Rating from one to five. At character
generation, the character’s SL determines their starting funds, their probable income, and the
languages they speak. In play, SL and differences in SL determine how GMCs react to player
characters, where people shop (and are allowed to shop), prices paid for goods and services (and
what’s available), and how much it costs to keep up the character’s lifestyle: the higher the SL, the
higher the maintenance cost. Pretension was rife in the Victorian age. Salons must be attended.
Horses require upkeep and staff. Clothing must be in fashion. The Lifestyle column lists the cost
in pounds sterling that must be paid each month to maintain the SL. If the cost cannot be paid,
a downward slide begins. If the character gains wealth, an upward journey may begin. See the next
section, Gain and Loss of Social Level. The Lifestyle cost may be adjusted by the Gamemaster
according to circumstances, such as unexpected expenses or windfall income.

The following table summarizes SL and some of its effects on character build and gameplay.
The effect of SL on Renown is covered in the Character Advancement chapter. Price differences and
pricing structures based on SL are found in the Equipment chapter. Effects of SL differences on
Interaction Tests with Gamemaster characters are covered in the 1879 Gamemaster’s Guide.

Social Level Definition Table

Social Class Lifestyle
Level Name Law Cost Languages
1 |Lower Class /  |Subject to arrest on $-/1/6 [English /" Gaelic /
Criminal suspicion. Never allowed to Cornish or other
testify. native
2 Working Class / |Viewed with suspicion. Not | £-/6/- [Native language, may
Commoner brought as witnesses unless know others fue to
the police are desperate. trade
3 Middle Class / May testify in court, bring §£-/14/- Native language plus
Bourgeoisie suit; regarded as solid those learned %or
business
4 Upper Class / Sought as character wit- §£4/-/- |Native language plus
MErchant Class [nesses, problems usually one Classical (Cfreek
settled quietly and out of / Latin) or that of a
court, may be involved in trading nation
Chancery suits
S |Aristocracy / Only the most scandalous | £72/-/- |[Native language plus
Royalty of circumstances involve one Classical and
the courts or the law; these French required, other
are the lawmakers and thus European languages
generally above the code optional
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Race and Other Physical Characteristics

Social Level and employment directly affect the possibility of Boojum status. Very few trolls
exist among the lower classes, SLI and SL2. The transformation requires tremendous amounts of
food to provide for the massive expansion of body mass, and lower SL families simply don’t have
the resources. Thus, those LCF victims among the underclass unfortunate enough to bcgin the
transformation into trolls tend to starve to death in the process. Trolls of lower SL origins tend
to be in the military, or similar organizations, where adequate provisions were available for them to
survive. Conversely, those of very high SL unfortunate enough to transform into Boojums have a
tendency to be hidden away by their families, or become remittance men (or women), if they are not
killed outright in the shock and horror of the moment. The predominance of elves in the higher SLs
is directly related to their being found attractive by untransformed humans, with the other Boojum
races being suppressed in one way or another.

A similar phenomenon affects average height. The higher the SL, the better the nutritional
content of the diet. Better nutrition in early life results in larger, healthier people. Men of SL2 have
an average height of S 6”. Men of SLS have an average height of S 9”. Women of the respective
SLs have a similar average height difference. Some members of the upper crust have abused
Darwin’s theory with this data, saying that it proves that the upper social levels are superior, that
the lower classes are not just morally degenerate but physically inferior, a lesser breed of human.

Combine the two, and you have an exacerbation of class prejudice that explains why Boojums
take an SL penalty when interacting with people of higher SL. The large, robust snarks especially
frightcn the upper classes, with their brutish appearance and obvious strength. Class warfare
has not yet broken out into overt physical hostilities, but tracts have appeared wondering about
the incvitability of such. Some of the more inﬂammatory publications, usually appearing under
pseudonyms, call for pre-emptive action of one sort or another, demanding that the Boojums be
exterminated before they rise up against their betters, or urging the snarks to band together against
the oppression of the upper classes and force better treatment for themselves in one way or another.
Of course, revolutionaries of various stripes have seized the opportunity to foment for their own
causes. The pot hasn’t boiled yet, but it's only a matter of time.

In the Gruv, Saurids have legends of Boojums among the Samsut, but the Samsut treated
their Boojums abysmally. The Saurids think of Boojums as similar to their own Hulks, misshapen
children who have to be treated with care because of their potentially violent nature, but more to
be pitied than punished. Some Saurid tribes have had the situation clarified from their contact
with Terrestrial humans and Boojums. News does not always travel among the tribes. What any
individual Saurid knows of Boojums and how they react upon mecting one in person for the first
time will vary considerably.

Gain and Loss of Social Level

Breaches of etiquette and the law can cause a drop in SL. Poverty was assumed to be a result
of moral turpitude. The poor were expected to be doing terrible things. Thus, someone at SLI
is already assumed to be a criminal. Their SL can still drop if they do something that even the
criminal underground finds repellant, causing Infamy (see pg.165). At upper SLs, scandal attaches
to such doings. A firm’s senior partner found to be jiggering the books to avoid taxes and afford a
mistress has not only committed a crime, but breached the Gentlemen’s Code. Such things simply
aren’t done. The senior partner may be able to avoid prison if they have a clever barrister, but
they'll never be invited to the right parties again. Their SL will drop whether or not they are able
to maintain their lifestyle costs.
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Gallant behavior over time can bring someone up in SL. Robert Clive, for example, first
arrived in India as a factor for the East India Company, not much more than a glorified clark and
shopkeeper, at the lower end of SL3. By showing a cool head in a crisis, taking charge where he
could, and rigorously following the Gentlemen’s (g:odc, Clive gained a commission in the army, the
title of First Baron Clive of Plasscy, a knighthood in the Order of the Bath, and eventually the rank
of Major-General and the post of Commander-in-Chief of India. In the process, he rose to SLS,
and left estates to his son that resulted in Edward Clive bcing elevated to Baron Powis of Powis
Castle, Baron Herbert of Chirbury, Viscount Clive of Ludlow, and finally the Right Honourable
Earl of Powis, with a seat in the House of Lords.

Accumulation of wealth and the ability to afford the lifestyle of a higher SL allows the
person to rise, but only to SL 4. To rise to SL 5, the character must be ennobled, which requires
performing some kind of service to the Empire that puts the character on the Honours List, or
the equivalent, such as the tsar elcvating the character to boyar. Caining high political office, such
as becoming the new nawab of the Awadh state, likewise advances the character to SLJ. Loss of
wealth or office or rank may cause a slide downward, especially if the loss was caused by socially
disapproved actions such as theft or sexual misconduct on the part of the character.

The effect of wealth is not immediate. Maintaining the lifestyle of a higher SL must be
sustained for a number of months equal to the destination SL. Thus, a businessman of SL3
achieving the lifestyle of the merchant class, SL4, must maintain that lifestyle for 4 months before
rising in SL. Coing down in lifestyle, unless catastrophic, takes a number of months equal to the
current SL. Thus, a merchant of SI4 falling on hard times would have 4 months’ grace to recover
their lifestyle before sliding down to SL3.

Gain or loss of rank is public, and has an immediate effect. An officer receiving a promotion
to ﬂag rank, which tends to come with a title if the officer doesn’t have one already, advances to
SLA, and possibly SLS depending on the title, at the end of the ceremony. An officer being sent
down to the ranks drops in SL the moment their insignia is taken off their shoulders and put on
their sleeves. The following table shows a few suggested SL adjustments. See the Scandal section,
next, for more details on SL loss.

SL Adjustment Table

Event SL Adjustment

Receiving a Military Commission +] SL if less than 4. Taking military service
should never push SL to 5.

Loss of Military Rank L] SL

Loss of Military Commission 2 SL

Military Gain of Rank (Staff to Flag) +1 SL, allows rise to SLS if promotion

includes a title

Knighthood or Order of Peerage Advance to SLS

Stripped of Peerage 12 SL

Scandal, whether or not criminal charges See the next section

lensue

Criminal Charges being brought 1 SL if SL is greater than 2
Criminal Conviction Ll SL if SL is greater than 1
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Scandal

When someone breaks societal rules or taboos in a way that people find shocking, scandal
ensues. The person becomes a source of gossip, a subject for the tabloid press, and (to varying
degrees) a pariah. Depending on the act that precipitated the scandal and the SL of the person,
they may find their family, friends, and allies dropping away, at least until the situation is resolved,
but possibly for much longer.

Temporary or Permanent SL loss can put the character at a negative SL. Characters with
negative SL have achieved Infamy, explained in the next section. For now, suffice it to say that
Infamy severely interferes with the ability to function in society, and that even the lowest SLI
criminal will feel justified in rejecting someone with Infamy.

Degrees of Offense

The nature of the offense can be described as a matter of degree, from Minor up to
Unforgivable. The following definitions apply, and provide basic information as to how the offense
will be handled in the courts, in public opinion, and among the offender’s family and friends.

Minor: A triﬂing insult, best forgotten. A quick apology may clear this up, although people
may remember the insult long after it is ostensibly forgiven. The higher the SL, the longer the
person will hold a grudge over an insult. No laws have been broken, and no blood has been spilled.

Moderate: A misdemeanor may have been committed. A small financial loss may have
occurred. Apologies simply won't suffice. Restitution must be made. If a court case results, it will
remain in the lower chambers. A few years on and nobody will remember any of this.

Serious: Simple restitution is no longer sufficient. The offender must compensate the victim
for pain and suffering. Reputational loss may have been inflicted. The offender may be charged with
an offense. Friends and family rally to the support of the victim. Physical injury may have occurred,
or may be inflicted by the victim or their allies seeking to get their own back. This event will be
remembered for months and possibly years.

Dire: Considerable injury has been done, whether physical, financial, reputational, or any
combination thereof. The perpetrator will require intervention from the highest levels to keep them
out of the dock. The restitution required could easily devour the family fortune, and result in
considerable effort being required of the offender. An insult of this level results in a duel, whether
it'’s a knife fight in an alley or pistols at dawn. Such a high degree of honor is involved that it can
only be paid for in blood. The offender may be shamed and shunned for years, or even the rest of
their life, and the story will not die down for a generation.

Unforgivnblc: The offender is executed or exiled. No amount of restitution will ever be
sufficient. The victim, if there is one, may commit suicide out of shame, or may spend the rest
of their life consumed with bitter rage. The offender’s family lose friends and allies and may have
to relocate. Family standing may be lost. A hundred years later, the history books will still be
discussing the matter.

SL Loss Due to Scandal

The higher the SL of the person and the greater their transgression, the more impact on their
lives (and those around them) the scandal will have. SL loss may be Temporary or Permanent. The
reater the scandal, the greater the loss of SL, and the more likely a Permanent loss will follow.
gL lost to scandal may be regained, but requires considerably more effort, as redeeming a tarnished
reputation is much harder than burlding a new one. No SL can be regained until the Temporary
loss period expires.
The first table below shows Temporary SL Loss, along with the duration of the effective loss,
organized by the degree of the offense and the SL of the perpetrator. Temporary and Permanent SL
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loss are cumulative. If the period of Temporary SL loss overlaps into the time the Permanent Loss
begins, both are in effect. If this puts the person at a negative SL, they become Infamous, explained
in the next section. When the Temporary loss expires, and the SL is regained, the Permanent loss
still remains. If the person’s SL rises above zero at that time, they lose their Infamy, but still suffer
from their fall from grace.

Temporary SL Loss Due to Scandal

Offense  [SLI SL2 SL3 SL4 SLS

Degree

Minor [ /1 day 1 / 2 days | / 3 days 1 / 4 days 1 /S days
Moderate |1 / 1 week 1 / 2 weeks 2/ 3 weeks 2/ S weeks 2 / 8 weeks
Serious | /1 month |2/ 2 months 2 / 3 months |3 / 5 months |3 / 8 months
Dire 2 / 6 months [2 / 1 year 3/ 2 vyears |3/ 4 years M/ 6 years
Unforgivable 3/ 2vyears 13/ 3years 13/ Svyears MU/ 8 vyears |5/ Never

Permanent SL loss incurs when the person does something particularly heinous. The following
table shows the amount of Permanent SL loss based on the SL of the perpetrator and the severity
of the offense. SL permanently lost to Scandal can be recovered, but requires substantial effort, as
previously noted.

Permanent SL Loss Table

Offense Degree SLI SL2 SL3 SI4 SLS
Minor kf 0 0 0 0 0
Moderate 0 0 0 0

Serious 0

Dire 0 2
Unforgivable 1 1 2 2 3

Infamy

The difference between fame and infamy, reputation and notoriety, lies in who might be willing
to associate with the person in question, and under what circumstances. His Grace the Duke of
Wellington received invitations to society functions at the very highest level. Everyone knew of him,
and more people claimed to know him than he could have ever met. Everyone knew of Ceorge
Gordon, Lord Byron, as well, but considered him “mad, bad, and dangerous to know”. Many people
who had met him denied that they had done so. The Duke was invited to grand balls and functions
with the most respected members of society, even when his political agenda in his later years led to
mobs smashing his windows and the fall of his government. Lord Byron was invited to salons for
shock value, and to weekends in the country full of laudanum and wild behavior, when he wasn’t
hosting such events himself. Having brazened out a series of SL losses, and refusing to apologize
for his lifestyle, Lord Byron went into exile with his SL below zero, having achieved lnfamy.

Someone famous receives offers of discount, goocls, and services from people anxious to
attach that person’s good name to their business. The infamous person receives similar offers
by people afraid of association or of the person themselves, or wishing to be associated for the
shock value, or because their clientele is of a similar disreputable nature. For example, a laudanum
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manufacturer could have profited from an endorsement by Lord Byron.

A negative SL automatically confers Infamy. It can also arise from having survived Scandal
more than once, and having shown little or no remorse. People tend to harbor a sort of %rudging
admiration for those who refuse to conform and continue to defy society’s expectations. In game
mechanics, Infamy occurs after an SL loss, either Temporary or Permanent, reduces the person’s SL
below zero, into negative numbers. The Gamemaster must judge on a case l)y case basis whether
an Infamous person is shunned, or gains a new sort of attention, cither from those wishing to be
thought daring for their association, or from other disreputable people who now find the Infamous
person acceptable.

The Infamous may be insulted, derided, or otherwise treated cavalierly by anyone with a
positive SL without penalty. Society has already disapproved of the person. Displaying an openly
disapproving attitude toward them conforms to the judgement of society as a whole. Among
the Infamous, a sort of scoundrel’s code applies, where insults can still be taken seriously, and
satisfaction demanded, based on the insult and the person. Someone who has become Infamous for
being a drunken wastrel can hardly object to being called such when it is provably true, after all.
lnsulting their mother, who has never done wrong and suffers because of the outrageous behavior of
her child, may result in weapons l)eing drawn.

The Price of Fame

The average person may walk down the street unmolested, if one ignores the shouts of
coster-mongers, the importunements of prostitutes, and the pleas of urchins and beggars. Not so
the famous or infamous. They are recognized wherever they may go, are pointed out discreetly or
rudely, and cannot so much as l)uy a copy of the paper without causing a stir. Once a person gains
a certain measure of Renown, regardless of their SL, they are never left alone again. Even when
fame’s glittering star or infamy’s smokey torch gutter out, the tabloids still speculate as to the fate
of those who once strode the public stage.

As a simple mechanic to represent this, make a Test using the character’s Renown + SL
(change negative SL to positive) against their Social Defense. If successful, their sojourn is
interrupted. The more successes scored in the Test, the greater the nuisance. With only one success,
the person finds themselves asked their opinion on a subject they are known to be interested in
or involved with. More successes increase the annoyance, to gushing autograph seekers, people
offering business propositions of dubious provenance, and suggestions of highly improper liaisons.
Of course, this sort of importunement should not occur every time the well known person ventures
beyond their door, but as Renown + SL rise, the incidence should become frequent enough to cause
an adjustment in estimates of travel time.

The Burden of the Crown

With high SL comes great responsibility. Titles confer office, which in turn requires decisions
to be made. éone are the feudal days when a baron sat in iudgment of their demesne, but new
duties have arisen. Some of these are ceremonial, some administrative, and some legal.

The holder of a title must at some point be ceremonially confirmed in the title, at their age
of majority if they were born to the purple, or at the time of bestowment if they were raised to it.
They must attend the confirmations of their peers and immediate superiors. Members of the chivalry
are encouraged to be present when a new Kniglit or Dame is inducted into their ranks.

Every noble in the Empire does their utmost to be present at the crowning of a new sovereign.
Full regalia is de rigueur, with all of the ribands and medals and ermine-trimmed cloaks. These
events cost a considerable sum, not only in pounds sterling but in time, effort required for travel,
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and interruption of other business. Failure to attend to these rituals will be regarded as bad form at
best, and can result in loss of titles and the SL that goes with them.

While country barons no longer hold court, they still must see to the financial and physical
well-being of their estates. Any landed noble who does not attend the sheep shearing or the harvest
festival will lose the support of their people. Time must be set aside in the spring to walk the hedges
with the greenskcepcr and approve of the maintenance, in the fall to consult with the herdsmen
and review the breeding plans for the livestock, and at various points in the year to see in person
the health or lack thereof of the land. The books must be approved. Of course, a professional
accountant does the sums, but the nobility must make decisions at the strategic level, and sign off
that they have looked over the accounts and found them acceptable. Merchants and nobles have this
in common, that they are both people of business, although that business is of somewhat different
natures.

As the title holder for the lands, the person whose name is on the deeds and the county register,
the noble is held responsible for taxes, maintenance, contracts, and enforcement of ordinances and
special decrees. The noble may have inherited a royal decree from their distant ancestor that once
a year, a shccp fair must be held on the green outside the castle. The green may now be the lawn,
and the long-gonc castle replaced by a manor house, but the farmers still raise shccp, the land still
exists, and a royal decree is still valid until a sitting monarch rescinds it. The sheep fair must be
held. If a court dispute arises over the land’s use or boundaries or ownership or tenancy, the noble
must either appear in court or (more likely) send a barrister on their behalf. Counsel must then be
retained, briefed on the situation, provided with the relevant documents, consulted as to the progress
of the suit, and finally paid once the whole horrid business is resolved.

With luck, the lands and other holdings that come with a title generate income, possil)ly
enough to offset all the expenses that the position incurs. A stipend from the Crown may be present,
although those tend to be just enough to cover the ceremonial dress and the costs of appearing
at the necessary rituals. Odds are the noble has to spend a good deal of time managing their
investments, seeing to their own financial support, as well as the support of their holdings.

So it’s not all fancy-dress balls and riding to the hounds,. There’s a great deal of dreary and
tedious business that comes with holding a title. Achieving a high SL, like any other considerable
achicvemcnt, comes with a price, in this case, the one known as the burden of the crown.
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1879 PLAYERS GUIDE

Skills

Skill is the unified forcc of experience, intellect and passion in their operation.
— John Ruskin

Skills add a bonus to one of your character’s Attribute Steps, providing
an advantage when making things, engaging in combat, and so on. Skills allow a
character to perform actions that require training or expert knowledge, and to make
informed decisions based on available information during an adventure.

There are four types of skills: Artisan, General, Knowledge, and Language. Artisan Skills
represent the arts and crafts. General Skills allow your character to perform everyday actions.
Knowledge Skills represent how much your character knows about the world. Language Skills
determine the spoken or written languages in which your character is fluent.

Learning és lmproving Skills

Because both physical and mental effort are required, Skills take time and work to learn.
A character must train and practice to learn a new Skill or to improve a Skill already known.
Sometimes the character must pay an instructor for training, and buy practice materials.

Skill Ranks assigned during character creation assume that the character picked up the Skill
during adolescence. To add Ranks later in life, the character must find and learn from a suitable
tutor. If your character has the Adventure Points needed to learn a new Skill, or gain a Rank in a
Skill, and access to a tutor or other source of training, the Skill can be learned or improved. See

lmproving Skill Ranks, pg.262, for more information.
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Using Skills

Skill Ranks add a bonus to one of the character’s Attribute steps, as shown in the Skill’s
description. For example, a character with the Melee Weapons Skill adds their Skill Rank to their
Dexterity Step to find that Skill's Step number. A character with a Dexterity Step 6 and Melee
Weapons Skill at Rank § would use Step I when wielding a melee weapon (6+5=11).

The Target Number for the Test is usually based on the target’s Social, Mystic, or Physical
Defense. Other Target Numbers appear in the individual Skill descriptions.

Default Skill Use

Some Skills represent abilities that every person knows a bit about, but that some have
specialized training or extensive practice in. If a Skill indicates “Default Use: Yes”, then untrained
characters can use the Skill by making a Test using only the base Attribute. Despite the ability to
default to an Attribute, the Target Numbers for many Skill Tests make it difficult to reliably succeed
when defaulting. Any requirements based on Rank, such as duration or range, are considered to be
equivalent to the character possessing the Skill at Rank 1.

Moran, a dwarf Sailor, is negotiating for a better price on an item he wants from a local
merchant. After determining whether the item is available to be bought, and a base price for
it, Moran attempts to bargain for the goods. He does not know Haggle, but it is a default
Skill, so he can attempt to use it. Moran gets one chance to make a successful Charisma Test
to negotiate a better price. Smiling, the merchant listens to the dwarf’s stumbling attempt at
explaining Wby he should pay less for the item, then waves it off and reiterates the price.

Skill Tests

To make a Skill Test (usually referred to l)y the name of the Skill, for instance, an Etiquette
Test), the character rolls the Action Dice indicated by the Skill Step. For the Test to succeed, the
result must be equal to or greater than the Target Number (TN). If the result exceeds the TN, the
character achieves extra successes for each five points, which may increase or otherwise beneficially
change the effect of the character’s Skill use. For example, if the TN for the Test is 8, and the
character rolls a 13, they get one extra success, which may make the action more effective or longer
lasting.

gSome Skills replace or substitute their Step for a step number used in another type of Test.
For example, the Crushing Blow Skill replaces the character’s Strength Step with the Skill Step
for the purpose of determining damage. If a character has multiple Skills that replace the same
type of Test, they may only benefit from the use of one of them. Using two would mean replacing
the original Step once, and then replacing the new Stcp again. If the character had two Skills that
substituted for their Strength Step, such as Crushing Blow and Down Strike, they would have to
choose which Skill to use.
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Skill Duration

The effects of some Skills vary in duration. Some take effect immediately, with no duration,
such as Melee Weapons. Many have a duration determined by multiplying the Skill Rank by a given
time unit (rounds, minutes, hours, days, and so on). For example, the effect of Engaging Banter
lasts for a number of minutes equal to the character’s Engaging Banter Rank. In most cases, if the
character using the Skill is knocked unconscious, the Skill’s effect ends.

Dispelling Skills

If a Skill is powered by magic, player and Gamemaster characters can interrupt or end an
opponent’s use of the Skill by using magic-disrupting abilities. The Target Number for dispelling
a Skill is based on its Skill Rank. Only those Skills with an extended duration can be dispelled
this way. Some Skills are more or less resistant to being dispelled. These Skills note the Dispel
Difficulty in their description. See Dispelling Magic, pg.3 7, for more information.

Skill Range

Many Skills have a variable range based on the Skill Rank, or a Test result to determine a
viable target, measure their effects, or determine the area affected. The Skill description will note
this where it applies.

Artisan Skills

Of the four types of Skills available, Artisan Skills are the most subjective in their results.
Production of creative work may or may not earn money or get the character out of trouble. It
ccrtainly will invite critique, as everyone has an opinion on a painting or a song, whether or not they
themselves can create such. Use of Artisan Skills tends to require extended effort, work performed
over time, to create the final product. The Gamemaster may call for the Artisan Skill Test at
the beginning or end of that time, depending upon whether the Gamemaster wants to check for
inspiration at the start or dedication at the conclusion.

Using Artisan Skills

If advancing the story requires that a character create a sculpture or painting, write a song or
poem, or create some other form of artwork, the character may use an appropriate Artisan Skill to

do so. See Artisan, pg.182, for examples of typical Artisan skills.
Making an Impression
Gamemasters can also treat the Artisan Skill as a way of making an impression. The
Gamemaster compares the result of the character’s Artisan Test against the highest Social Defense

among the characters present. Success improves their attitudes by one degree. A Rule of One result
worsens their attitude by one degree.
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General Skills

General Skills allow your character to perform a variety of actions; basically anything that
doesn’t have to do with creativity, interpersonal communication, or remembering lore. Your character
might use the Acrobatic Strike Skill to provide an edge in combat, or the éonversation Skill to
worm vital information from a possibly reluctant contact. Characters frequently end up in situations
where they need a General Skill — assuming, of course, they've had the time to acquire it.

Some of the General Skills described in this chapter have magical requirements, and are only
available to appropriate characters. Some have constraints as to physical or mental ability, while
others are peculiar to a race or culture and cannot be learned by non-natives. Skills with these
constraints are noted as such at the top of the description.

Knowledge Skills

Your character has lived in the Gruv or on Earth for their entire life, and so will know more
about it than you possibly can. Knowledge Skills represent that experience. They serve two main
purposes:

*  They simulate your character’s knowledge of the world. The Gamemaster reveals or adds

to this knowledge when it will advance the story.

o They allow you to further define your character, giving them unique quirks and interests.

In a game session, Knowledge Skills come into play when something your character might
know would help you make an informed choice about what to do next. Your character may know a
tremendous amount about the world, but the player will only learn that knowledge when the story
dictates the need.

Using Knowledge Skills

Using Knowledge Skills works the same as using other Skills. The exact nature of each
Knowledge Skill can have a narrow focus or broad perspective, and knowledge of any area may
cover huge amounts of information with different levels of insight. As a result, there are different
ways. for players and Gamemasters to use Knowledge Skills during the game, and different ways to
interpret Knowledge Skill Test results.

A character typically uses a Knowledge Skill in one of two ways:

* To determine if a specific fact is known
* To see how much is known about a given subject

Both require a Knowledge Test to be made. Learning a specific fact involves beating a given
Target Number. Finding what body of knowledge a character has is an open roll, with extra successes
representing more knowledge.

The use of Knowledge Skills does not reflect a character’s only knowledge about any given
situation. It is remembering the right thing at the right moment, or drawing conclusions between
knowledge and situation. As such, a character may know something they failed to “remember” carlier.
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Practical Knowledge

Optional Rule: Gamemasters may want to incorporate practical knowledge into Artisan
or General Skills, allowing them to be used as Knowledge Skills. For example, they may
want to make basic knowledge of melee weapon design available to all characters who know
the Melee Weapons Skill, or may want to allow all characters with the Singing Skill to
know a little about music, without requiring separate Knowledge Skills to be learned. The
Gamemaster should limit the applicability of these practical Knowledge Skills by only
allowing them to cover knowledge that is directly related to the subject, and nothing that
exists more than one step away.

To implement this, the character simply determines an impromptu Knowledge Skill
Step l)y adding the Rank of the Skill in question to their Perception Step, using the Skill as

if it were a Knowledge Skill. The character then makes a Test as normal.

Winston knows the Dancing Skill at Rank 5 and has a Perception Step of 6.
He is an accomplisbed dancer and has practiced many dances of his native Britain, but
is now in a situation where a Saurid tribe from the Western Forest has invited him to
join in their [ertility dance—one he hasn’t done before (and isn't quite sure he should).

The Gamemaster tells him to make a Knowledge Test with a Step II, using
his Dancing Skill with PER instead of the usual DEX, al]owing Winston to use his
knowledge of dance to look for typical rhythmic patterns and steps performed by
Terrestrials from the United Kingdom. The Gamemaster judges Winston's Skill to be
closely related, but as the Saurids’ tribal dances in general are unfamiliar, requires him
to achieve at least two successes. Winston needs to roll an Il to succeed, which means
he’ll need an actual roll of 16, so that the +5 gives him an extra Success. Winston gets
a 17, and manages to figure out the fertility dance well enough in a minute or two of
study that he could participate, if he’s wiIIing to endure the potential scandal later on.

Making Knowledge Tests

When making a Knowledge Test, the player rolls the Skill Step (Rank+PER) against a Target
Number determined by the Gamemaster. The Gamemaster decides how well the character’s Skill
covers the subject of the Knowledge Test, and determines whether the desired information is a well-
known fact in that area of expertise or information known only to a few insiders.

If the character is looking for a fact, the Gamemaster’s decision results in a Target Number,
and possibly a number of successes to be achieved. This can be re-interpreted into a new Target
Number. For example, if a Botany (7) Test requires three successes because the information is not
well-known even among botanists, a Botany (17) Test might be asked for instead, as a 17 scores
three successes against a Target Number of 7.

If the character tries to learn as much as possible about a subject, the Target Number is
determined the same way, but no specific number of successes are required. Instead, extra successes
give the character additional information. Adventures and other sourcebooks will often suggest a
number of Knowledge Skills and associated Target Numbers along with a table showing what a
character achieving different successes learns.

For example, if a character tries to remember all sausages important to Polish cuisine, a

Polish Cuisine (5) or a Central European Cuisine (9) Test might be called for. One success with
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cither Skill would allow the character to learn the five most important Polish sausages, while two
successes would allow them to learn both the five most important, plus another four less important
sausages, and so on. Although the Skills and Target Numbers differ, the knowledge gained would

be the same if identical numbers of successes were achieved.
Knowledge Relation

Before making a Knowledge Test, the Gamemaster determines how related the Knowledge
Skill and the subject at hand are. The relation of Skill and knowledge determines the base Target
Number of the Knowledge Test, as shown on the Knowledge Test Table (below). There are five
broad categories for the relation a Knowledge Skill has to a subject:

To-the-Point Skills match the knowledge sought after exactly and are often very specialized
Knowledge Skills. For example, the Current Politics Knowledge Skill indicates that the character
keeps up-to-date on the day to day politics to the very detail.

Closely Related Skills cover the knowledge sought very closely, cither by covering a sli hily
larger focus or a strongly related field of expertise. For example, the (City) Politics Knowledge kill
is still a good source of knowledge about the politics of a particular city.

Related Skills are the most common Knowledge Skill found and cover a wider area of
expertise, but the Skill and knowledge sought are still related. For example, both the (Nation)
Politics and (City) History Skills would allow some access to knowledge about the policies and
politics of a city.

Hardly Related Skills might contain bits of relevant information where the desired knowledge
is concerned. For example, the Military Knowledge Skill might cover some of the knowledge
connected to politics, since there is some crossover between politics and the military.

Unrelated Skills cannot be used to learn anything about a given subject. For example, the
Tavern Cuisine Knowledge Skill does not allow one to learn any facts about a politician at all, even
if he frequently eats tavern food. They do not allow any Knowledge Tests to be made.

Knowledge Test Table

Type of Information Target Number
T'o-the-point 3

Closely Related 7
Related 9
Hardly Related 12
Unrelated NA

Knowledge Obscurity

Once the relationship of the Knowledge Skill and the field of expertise are determined, the
Gamemaster decides how successful the Knowledge Test has to be to learn a specific fact or to what
extent a character’s Knowledge Test result covers it. The more obscure a piece of knowledge, the
higher the Target Number or the more successes it requires.

General information requires a single success. For example, the approximate date and rough
circumstances of King Nbomani’s ascension to the Zulu throne are General information within the
subjects of Nbomani's person, Zulu politics, or the Zulu Protectorate in general.

Detailed information requires two successes. For example, Nbomani’s accurate age and the
day he ascended to the throne are Detailed information.
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Intricate information requires three successes. The stances that the Zulu Protectorate’s chiefs
and chieftains took towards the succession and their immediate reactions and displays during the
coronation ceremony are Intricate information.

Obscure information requires at least four successes. Obscure information is typically secret
knowledge, available only to insiders. The details of Mbuyazi’s killing of his brother Cetshwayo in
the Battle of Ndondakusuka and the Zulu Nation chiefs’ reactions to learning of it are only known
to members of the royal family and close friends, and is obscure information.

Knowledge Obscurity Table

Knowledge Obscurity | Successes Required
General |
Detailed 2
Intricate 3
Obscure 14

Knowledge Skill Limits

Knowledge Skills give your character facts, not abilities. They do not allow your character
to perform a task. For example, knowledge of art does not make your character a painter. Your
character may know everything about every ship ever built and remain unable to sail one out of
harbor. Knowledge Skills let you determine what your character might want to do next. They do
not necessarily enable your character to put a plan into action.

A character successfully using a Knowledge Skill knows information that applies to their
current situation. The Gamemaster gives the information to the player, allowing the character
to act knowledgeably. If the Gamemaster considers the information the character is looking for
unimportant to the adventure, using a Knowledge Skill will likely provide little information. (%uite
simply, players cannot expect the Gamemaster to know or create every possible fact about the world,
nor every bit of knowledge they have to help them out in each and every circumstance.

Language Skills

Language Skills allow a character to speak, read, and write different languages. All characters
begin the game with Ranks in the Speak Language and Read/Write Language Skills (unless the
character is illiterate). Each Rank represents a language the character knows.

Learning new languages differs slightly from the process of learning other Skills. To learn
a new language, the character increases their Rank in the appropriate Skill (see Improving Skills,
pg.262). They then spend at least one month studying the language with a teacher or native speaker.
It learning to read and write the lan uage, the teacher must be literate in the language. At the end
of this time, the character makes a §kill Test against the Learning Difficulty of the language.

If successful, they learn the language. If the Test fails, they may make an additional attempt
after studying the language for another month. Degrees of fluency are not covered in the 1879
mechanic, as being more complicated than necessary for playing the game.
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Game Terms

The Skill descriptions describe how to use each Skill. The text also describes the effects of
the Skill, and boldface entries above each description summarize important game information. This
information falls into the following categories.

Step Number

The Skill Step is usually determined by adding the character’s Skill Rank to the Attribute
Step listed under the “Step:” notation. If the Skill requires the character to make a Test, the Step
number is used to determine the dice the player rolls. For example, a character with a Perception
Step of 6 and the Awareness Skill at Rank 3 would have an Awareness Step of 9 (6+3=9). The
Step/Action Dice Table shows that Step 9 uses D8+D6 Action Dice. Some Skills use only a
Skill Rank. No Attribute Step is added to the Skill Rank in this case. Some Skills do not require
a Test. Their effect is determined differently, as detailed in the Skill description.

Action

Different Skills require a character to perform different types of Actions. These indicate
different amounts of effort the character has to put into using that Skill (and many other abilities).
The type of Action required to use a Skill is indicated in the “Action:” notation in the Skill’s
characteristics. A Skill requires the indicated Action every time it is used, which normally means
every time a Test is made. There are five types of Actions: Standard, Simple, Free, Sustained, and
NA (Not Applicable).

Standard Actions require most of the character’s attention or govern much of what they can
do in one combat round. A character can use only one Standard Action per combat round. Note
that some Skills explicitly allow several Tests be made as part of using that Skill. For example,
characters with the Frenzy Skill make several Attack Tests as part of using the Skill, because the
rules for that Skill allow it.

Simple Actions require little effort. There is normally no restriction to the number of Simple
Actions a character can perform. Simple Actions differ from Free Actions (see below) in that they
are usually indepcndcnt from other Actions the character makes, but often indicate some sort of
obvious activity to be performed, such as spcaking, moving, or making gestures.

Free Actions, like Simple Actions, are not limited, but are not usually indepcndent from other
actions. They are typically used as part of a character’s general defensive or enhancement abilities.
For example, using a Skill that enhances Damage Tests is often a Free Action, resulting from the
initial attack that used a Standard or Simple Action. Except where otherwise noted, Free Actions
are usually not indicated by any special visible effects, but may intensify an existing visible effect.
For example, all characters continuously dodge and evade in combat, which is represented by their
Physical Defense. A character using Avoid Blow to dodge attacks might look as if they did so with
more effort than normal. Free Actions are normally the only type of Action a character can use when
it is not their turn. They are often reactions to other Actions in this capacity.

Sustained Actions take more than one round to perform, and use the character’s Standard
Actions over the course of several consecutive rounds, minutes, or hours, as indicated in the Skill
description. They usually apply more special rules to how they are used than other Skills, or
require the player and Gamemaster to determine how many Standard Actions are used. Sustained
Actions often require complicated activities before they can be used, and these may differ from
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use to use. While some Skills might require efforts over multiple rounds, they are only Sustained
Actions if they actually require a Standard Action to be used several times in a row before the
Skill takes effect. For example, the Book Memory Skill requires only one Standard Action, despite
the character only being able to memorize a specific number of pages per minute. However, the
memorization takes place after the Book Memory Test is made. The Forge Skill, on the other hand,
requires the character to work on a weapon for an extended period of time before making the Forge
Test, and therefore uses a Sustained Action.

Some Skill Actions are shown as NA or Not Applicable. These Skills do not use Actions.
They are usually active all of the time and typically do not use Skill Tests.

Karma

Some Skills require a character to spend Karma, provxdmg the necessary magical energy
to fuel the Skill. These Skills are noted by the word “Yes” in the “Karma:” notation in their
description. If a Skill requires Karma, the character must spend a Karma Point when using the Skill.
If the Skill is a Profession Skill or Core Skill for a character, and requires Karma, one point must
be spent, but the player may choose whether or not to spend a second Karma Point. Otherwise,
unless specifically stated, a character can spend only one Karma Point on a Skill Test.

If a character has no Karma Points, they may use a Rccovery Test to generatc the magical
energy required. If a character has no Karma Points or Recovery Tests, they cannot use a Skill that
requires Karma.

When adding Karma to a Skill Test, roll the Karma Die and add it to the result from the
Skill’s Action Dice. If the Skill does not require a Skill Test, but adds its Rank as a bonus to
another Test, the Karma Point is spent on every use of the Skill and the Karma Die rolled with

the enhanced Test. If the Skill use does not involve any Test, the Karma Point is simply used to
fuel the Skill's effect, and no Karma Die is rolled.

Strain

Skills that cause Strain require an extra bit of effort to fuel their use. The “Strain:” notation
shows the number of Stun Damage Points the character takes each time the Skill is used. A
character always takes full, unmodified damage from Strain — no armor provides protection — and
may take Strain damage multiple times for a single Skill during a round.

Malgat, a Saurid Tribal Warrior, knows the Frenzy Skill at Rank 3. She may make up
to three attacks per round using this Skill. Frenzy has a Strain cost of 1. If Malgat used Frenzy
to make three attacks, she would take 3 Strain damage.

Tier

Tier indicates the point in character advancement when the Skill may become available as
well as determining the base cost. A Novice Skill would be available to any character, and could be
purchased at the cost appropriate to the Novice Tier. A Journeyman Tier Skill will not be available
for purchase to characters that have only achieved the Novice Tier, and so on.
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Skill Descriptions

Acrobatic Defense
Step: Rank+DEX
Action: Simple Karma: No
Strain: | Tier: Novice

The character performs ﬂips, somersaults,
or similar acrobatic maneuvers, making them
harder to hit. They must be able to move and
have sufficient space to perform maneuvers in.
The character makes an Acrobatic Strike Test
against the highest Physical Defense of any
opponents in close combat range (2 yards) and
must then attack one of the opponents in close
combat. If both the Acrobatic Strike Test and
the Attack Test are successful, the character adds
their Acrobatic Strike Rank to their Physical
Defense against the opponents for the remainder
of the round. If the character is Knocked Down
or otherwise finds their movement restricted,
they lose this bonus. Acrobatic Defense cannot
be used in the same round as Anticipate Blow.

Default: No

Acting

Step: Rank+CHA
Action: Sustained Karma: No

Strain: 0 Tier: Novice

The character plays the role of another
person, real or fictional, in a stage production,
or otherwise pretends that they are somecone
else. Actors can portray emotions they do not
feel, persuading listeners and watchers that
the emotions are genuine. Though the Acting
Skill does not allow a character to physically
alter their appearance, the character can mimic
voice and speech patterns, copy gestures and
movements, and convey energy, attitudes, and
mannerisms appropriate to the role.

The character makes an Acting Test
against the target’s Social Defense. If successful,
the target believes the character to be the type
of person they are portraying. If the character
pretends to be a specific person whom the target
knows, the character needs at least three successes
to convince the target of their authenticity.

Default: No

8

When using this Skill during a theatrical
performance, the character makes an Acting
Test and compares the result against the Social
Defense of each member of the audience. For
large audiences, the Gamemaster may choose to
use the average Social Defense of the audience.
The number of successes determine how much
cach audience member enjoys the performance.

Acting can be used as an Artisan Skill.

Air Speakin§ (Magic)
Step: Rank+PE

Action: Simple

Strain: | Tier: Novice

The character communicates without
vocalizing, moving their lips and mouthing the
words they want to speak, and makes an Air
Speaking Test. The desired targets hear the
character speaking as if they were conversing
normally, regardless of other noise in the area.
No one other than the targets hear the character’s
voice. The maximum number of targets that can
be affected is equal to the Test Result, and all
targets must be within Rank x 10 yards.

The character speaks in a language they
know. If those listening do not know that
language, they cannot understand what is l)eing
said.

Alchemy (Magic)
Step: Rank+PER
Action: Sustained Karma: No
Strain: 0 Tier: Novice

This Skill requires an alchemist’s field
kit or access to an alchemist’s workshop.
The Alchemy Skill includes an understanding
of the fundamentals of chemistry, the magical
principles and formulas used to create magical
concoctions, the knowledge needed to gather
ingredients, and the ability to test and analyze
substances, including potions, that a character
might discover in the course of adventuring.

Cathering lngredients: Creating most
alchemical concoctions requires herbs, roots,
leaves, minerals and animal parts. Characters
may purchase ingredients from herbalists or

Default: No
Karma: No

Default: No
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other alchemists, or may gather them on their
own. This usually requires at least one day of
work. At the Gamemaster's discretion, some
concoctions may require exotic ingredients that
characters must travel far and wide to find.
Once a character has gathered the necessary
ingredients, they may begin combining them.

Creating Potions and Salves: Creating an
alchemical recipe takes at least a day’s work.
The character makes an Alchemy Test against
the appropriate Target Number for the desired
result. If successful, the potion or other resulting
substance is finished and immediately usable,
creating one dose per success or one dose with
the extra successes turned into bonuses for
the effect. If the Test fails, the result is inert
and useless. Gamemasters may allow player
characters with the Alchemy Skill to create new
potions with unique effects. Base the difficulty
for such creations on similar potions, with a +3
modifier to reflect the difficulty of creating new
potions.

Creating Poisons: Alchemists can brew
poisons (see the 1879 Gamemaster’s Guide). The
base difficulty for brewing a poison is equal to
the poison’s Mystic Defense or Step Number,
whichever is higher, The process works the
same way as creating potions. Most alchemists
working in cities will not sell poisons openly.
Many alchemists, however, will sell them under
the counter to favored or known customers. This
is especially true in cities like Kiev, where the
skills of a capable poisoner are constantly in
demand.

Analysis: A character who possesses a
potion or substance of unknown properties
may attempt to analyze it. This requires a few
drops of the substance and about an hour’s
time for analysis. The player makes an Alchemy
Test against the result of the Test used to
create the potion or other substance, or the
substance’s Mystic Defense, at the choice of the
Gamemaster. One or two successes reveals the
substance’s general purpose, such as for healing,
harm, or an antidote. Three or more successes
reveals the exact effects of the potion or poison.

Animal Bond
Step: Rank+CHA
Action: Standard Karma: No
Strain: 0 Tier: Novice

The character develops a bond of trust
with an animal. The player makes an Animal
Bond Test against the animal’s Social Defense.
If successful, the animal takes a Neutral Attitude
toward the character. The 1879 Gomemaster’s
Guide has more information on Attitudes. The
character may make additional Tests to further
improve the animal’s Attitude, but must spend
at least one week with the animal between Tests,
treating it well during that time. Each subsequent
improvement requires an additional Success
on the Animal Bond Test (so it requires two
Successes to improve from Neutral to Friendly).

Once the animal’s Attitude increases to
Loyal, it willingly takes risks for the character
and expects appropriate rewards for doing so.
(This is more easily accomplished for an animal
than for a person. For example, all a dog really
wants is lots of affection and enough food.)
A Loyal animal will accompany the character
on adventures if so desired, and is referred to
as an animal companion. A character can only
maintain a number of animal companions equal
to their Rank in Animal Bond.

An animal will not maintain a better
Attitude towards a character than the character
shows to it. As a result, mistreatment, neglect,
or abandonment can offset the Skill’s effects,
worsening  the animal’s Attitude towards the
character. If an animal companion’s Attitude
drops below Loyal, Skills or abilities that target
animal companions will no longer work.

This Skill can only be used on non-
sentient, natural creatures. It cannot be used to
improve the attitudes of constructs, spirits, or
sentient beings of any kind.

Animal Handling
Step: Rank+WIL
Action: Standard Karma: No
Strain: 0 Tier: Novice

The character works with domesticated
animals, for example as a rider commanding
horses, a driver urging mules to move, or a

handler getting dogs to attack. Making an

Default: Yes

Default: Yes
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animal perform any action beyond its normal
activities requires the character to make an
Animal Handling Test against the highest Social
Defense among the target group, +] for each
additional animal. If successful, the animals
perform the requested action. The Animal
Handling Skill requires the character to have at
least a Neutral Attitude with all of the animals
being commanded. Animals with a Neutral
Attitude will not put themselves in dangerous
situations. Animals with a better attitude towards
the character might. See the Animal Bond Skill
(pg-179) for details.

Animal Possession (Magic)

Step: Rank+WIL efault: No
Action: Standard Karma: No
Strain: 2 Tier: Novice

The character moves their spirit into the
body of an animal by touching it and making
an Animal Possession Test against the animal’s
Mystic Defense. If successful, the character’s
spirit takes possession of the animal’s body. The
character controls the animal’s body for a number
of hours equal to their Animal Possession Rank,
or until animal and character touch again with
the intent of encling the effect. While using this
Skill, the character’s physical form slumps into
a coma-like state. The character retains their own
intellect while in the animal’s l)ocly, but cannot
perform any actions that the animal is normally
incapable of, such as speaking. If the animal
body is killed during this time, the possession
ends immediately. Any damage inflicted on the
animal’s body during the possession is applied
to both the animal and to the character (no
armor provides protection).

When the duration of the Skill ends,
the character’s spirit returns to their own body
automatically. An unwilling animal may attempt
to resist the Skill at the time of possession by
making a Willpower Test against the character’s
Animal Possession Step. If successful, the animal
prevents the possession from occurring, although
the character can try again. If the animal fails
to resist, the Skill functions normally, and the
animal may take no further actions of its own
volition until the possession ends.
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Animal Talk (Magic)
Step: Rank+PER
Action: Standard Karma: Yes
Strain: Tier: Novice

The character comprehends animals and
non-sentient creatures, speaking with them l)y
imitating their own forms of communication
and making an Animal Talk Test against the
target creature or animal's Mystic Defense.
If successful, the character can speak to and
understand the target for a number of minutes
equal to their Animal Talk Rank. This Skill
does not compel the animal or creature to
communicate with the character. It merely
makes communication possible. While the
Gamemaster is advised to treat animals as if they
were Gamemaster characters, using the rules for
Social Interactions (see the 1879 Gamemaster's
Guide), the Gamemaster should keep in mind
that animals aren’t as intelligent as people and
perceive the world differently.

Default: No

Animal Training
Step: Rank+CHA
Action: Sustained Karma: No
Strain: 0 Tier: Novice

The character trains an animal to obey
simplc commands such as “scout ahead,” “smell
that,” and “go home,” as well as the more usual
“stop,” “heel,” “fetch,” and “kill.” An animal
can be taught a maximum number of commands
equal to the character’s Animal Training Rank.
Each command requires a separate successful
use of Animal Training. The animal must hold
a Friendly or better Attitude towards the trainer.

The character spends a weck with the
animal, working with it for a minimum of one
hour per day, teaching it the new command,
and reviewing any commands it already knows.
At the end of this time, the character makes
an Animal Training Test against the creature’s
Social Defense. If successful, the animal
understands and obeys the command. Trained
animals only respond to commands given by
characters they are Friendly with, including their
trainer.

The animal remembers the commands it
has learned for a number of months equal to the
character’s Animal Training Rank. If a character

Default: Yes
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tries to maintain too large a collection of trained
animals, they will find their training slipping
unless they constantly work with the animals. If
the character neglects an animal’s training, it will
forget all of its training within a month of the
Skill duration ending.

Instead of teaching the animal commands,
the character can grant the animal a +] bonus
to a Skill or ability that the animal knows,
including their natural attack step. This bonus
can also be applied to a mount’s Spook Test,
increasing its WIL by +] Step against spooking.
The bonus against spooking can accumulate, up
to the trainer’s Animal Training Rank. Thus, if
the trainer has the Animal Handling Skill at
a Rank of 5, over the course of five weeks of
training, the mount can gain a +5 bonus to its
WIL to avoid spooking.

This sort of training is frequently used for
war horses and other battle-ready mounts.

At the Gamemaster's discretion, the
character can use this ability to teach the animal
companion Skills the animal doesn’t know, but
would conceivably be able to perform. These
enhancements must be maintained the same way
as other commands.

Anticipate Blow
Step: Rank+PER
Action: Simple Karma: No

Strain: | Tier: Novice

If the character has a higher Initiative Test
result than their foe, they may choose to try and
strike first. The character makes an Anticipate
Blow Test against  the opponent’s  Mystic
Defense. If successful, the character adds their
Anticipate Blow Rank to their Physical Defense
against that opponent’s attacks until the end
of the round. The character can use this Skill
against a number of different opponents equal to
their Anticipate Blow Rank each round, taking
the strain for each opponent targeted.

After one or more successful Anticipate
Blow Tests, the character may announce a
Reserved Action (pg.234) for later that round,
using it to interrupt the attack of an opponent
successfully targeted by Anticipate Blow. When
doing s0, they do not take the +2 adjustment
to the Target Number for physical attacks

Default: No

normally required for a Reserved Action attack.
(The adjustment is still made to other Target
Numbers while holding the Reserved Action).
Instead, the character adds their Anticipate Blow
Rank as a bonus to the first Attack Test made
against the opponent that round. Anticipate
Blow does not convey any additional attacks.
Any attacks used for the interruption must be
provided by other Skills or Abilities.

Francois  successfully  uses  his
Anticipate Blow Skill against two opponents.
He decides to Reserve his Action until he
is attacked, to benefit from the Attack Test
bonus Anticipate Blow provides. When the
first opponent tries to attack him, Francois
interrupts, sbouting “Voila!” and attacking
his opponent instead. He would normally
add +2 to the Target Number of all of his
actions when he takes his Reserved Action,
but the Anticipate Blow Skill negates this
effect and gives a bonus to his first counter-
attack. Francois makes a Melee Weapons
Test using his Standard Action as his first
attack, and adds his Anticipate Blow Rank
of 6 as a bonus to that Test. He then
uses his Second Attack Skill, to press his
advantage, but neither receives a bonus to
the Test nor increases his Target Number.

He then decides to use Taunt against
his second opponent. As this is not a
physical attack, the Target Number for
the Taunt Test is increased by +2, despite
Francois having  used Anticipate  Blow
successfully against that opponent. After
his turn has ended, Francois’s opponents
can now attack bim, but tbe)/ do so against
his Pbysical Defense +6, due to the bonus
conveyed by using Anticipate Blow.

Arcane Mutterings
Step: Rank+CHA
Action: Standard Karma: Yes
Strain: 0 Tier: Novice

The character confuses others by muttering
dire, largely incomprehensible warnings and
making an Arcane Mutterings Test against
the highest Social Defense among the target
group, +] for each additional character after the
first. If successful, the target characters become

Default: No
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confused and are considered Harried for a
number of rounds equal to the character’s Arcane
Mutterings Rank. Due to the disconcerting
nature of the Skill, this penalty also applies to
the target’s Social Defense.

During this time, the character must
continue to murmur imprecations or the effect
ends. If the character achieves an extra success,
those affected by the Skill will take no hostile
actions against the character or their obvious
companions, so long as no one takes any
hostile action against them. Arcane Mutterings
is ineffective against targets already engagecl in
combat. As the warnings are mumbled and hard
to understand, the targets do not have to speak
the language the character is using.

Artisan
Step: Rank+CHA Default: No
Action: Sustained Karma: No

Strain: ( Tier: Novice

This Skill serves as a template for most
Artisan Skills, and can be recorded as Artisan,
Artisan (Art form), or Art Form. Each Artisan
Skill represents an art or craft practiced by
the character as a creative pursuit. Practicing
an Artisan Skill, however, does not necessarily
make the character an artist or entertainer. For
example, a character with the Artisan Skill of
Canvas Painting may paint pictures every other
day, but may lack the impact of a true artist’s
work, or simply do it as a hobby and not a
profession.

The Target Number for most Artisan
Skill Tests is 3, making it relatively easy for
novice characters to succeed. This ease reflects
the fact that most everyone practices some form
of Artisan Skill, such as aristocratic ladies who
embroider or soldiers who tell stories or sing.
Listed below are a number of common Artisan
Skills (some of which are also General Skills,
described separately).

As with Knowledge Skills, players may
invent any Artisan Skill they please for their
character, subject to Gamemaster approval.
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Typical Artisan Skills

Acting
Basket Weaving
Carving
Composition (prose writing)
Cooking
Court Dancing
Craftsman
Dancing
Drawing
Embroidery
Entertainer
ugglin
M]apgr?iakigng
Musician
Painting
Poetry
Sculpting
Singing
Storytelling

Tattooing
Wardrobe and Style

Artist
Step: Rank+CHA Default: No
Action: Sustained Karma: No

Strain: 0 Tier: Novice

Artists produce physical works of art,
such as paintings or sculpture, that evoke an
emotion in those who see it. The character
makes an Artist Test and records the Test result.
To determine the impact of the work, observers
make a Perception Test against their own Social
Defense, with a bonus equal to the artist’s Artist
Rank. The number of successes determines how
well the observer remembers the work of art.
The previously recorded Artist Test is then
compared to the observer’s Social Defense to
determine what clepth of meaning and emotional
resonance they experience from it.

Higher Success Levels create a richer and
more memorable experience for the observer.

Examples of the fine arts include painting,
poetry (written), sculpture, and writing. A
character may acquire the Artist Skill multiple
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times to learn different types of art. This Skill
can be used as an Artisan Skill.

Emily Plattwort is a landscape painter
from Devonshire with the Artist Skill at
Rank 6. Emily paints what she personally
judges to be one of her best works. After
finishing the painting, she makes an Artist
Test with a result of 17. Some time later,
Simon de Beauville, the notorious arts
Fiddler, acquires the painting, Iooking at
it ostensibly to judge its merits before
he tries to put a financial value on it. To
make his Perception Test, Simon adds his
Perception Step of 6 to Emily’s Artist
Rank of 6, for a total step of 12. Simon
rolls 2d10 against a Target Number of 7,
his own Social Dcfcnse, for his Perception
Test to appreciate the painting, with a result
of 19, for two extra Successes. Simon finds
Emily’s painting to be one of the most
memorable he has ever seen.

Compan'ng Emily’s Artist Test result
of I7 against Simon’s Social Defense also
results in three successes. Simon decides
that Emily’s work is far too good to be
sold to a commoner! He decides to stash it
away in the hope of finding a worthy patron
to whom he can sell it later - that is, if he
can bear to part with it.

Astral SlgP Magic

Step: Rank+ Default: No
Action: Simple Karma: No
Strain: | Tier: Novice

The character sees into the astral plane to
a distance equal to their Astral Sight Rank>10
yards and for a number of rounds equal to their
Astral Sight Rank. Details on perceiving astral
space and the Target Numbers associated with it
are explained in the Workings of Magic chapter;
see Using Astral Sensing, pg.34]. Examining
magical items using Astral éight in this way
does not provide any information about the
item’s powers or how to use them.

Athletics
Step: Rank+DEX
Action: Simple Karma: No
Strain: 0 Tier: Novice

The character has training in sports and
other physical pursuits. Athletics Tests may be
made to play a game, such as cricket or rugby, to
make running or standing broad jumps, to throw
objects other than weapons, or to perform other
typical athletic pursuits. Note that Swimming
is covered under its own Skill. The TN and
usefulness of the Skill must be determined by
the Gamemaster on a case by case basis.

Avoid Blow
Step: Rank+DEX
Action: Free Karma: No

Strain: | Tier: Novice

The character avoids injury by dodging
attacks. When attacked in close or ranged
combat, the character makes an Avoid Blow Test
against their opponent’s Attack Test result. If
successful, the character sees the attack coming
and dodges or parries it at the last moment.
Firearm attacks require an extra success to
dodge, due to the speed of the projectile and
the difficulty of predicting its trajectory, and can
only be dodged at close or medium range. Long-
range firearms attacks cannot be Avoided due to
the nature of the attack.

The character can avoid a maximum
number of attacks equal to their Avoid Blow
Rank each round, but may make only one
attempt per Attack Test. A character cannot use
Avoid Blow if they are Blindsided or Surprised
by their attacker.

Default: Yes

Default: Yes

Awarcrless
Step: Rank+PER
Action: Simplc Karma: No
Strain: 0 Tier: Novice

The character has trained to be more
aware of their surroundings, noticing things
that they might otherwise miss. When trying to
spot someone or something, including hidden
vaults, secret doors, or disguised or concealed
characters who are actively avoiding attention,
the character makes an Awareness Test against
the Mystic Defense of the target instead of a

Default: Yes
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Perception Test. If successful, they notice the
target of their search, if it is Visible at short
range (see the 1879 Gamemaster’s Guide). With
three or more successes, the character notices
the target at medium range. Unless the character
has a Profession ability that indicates otherwise,
this Skill does not enable them to find traps
or wards.

Battle Bellow
Step: Rank+CHA
Action: Simple Karma: No
Strain: | Tier: Journeyman
The character shouts challengingly with
all their might, either bolstering the resolve
of comrades or intimidating enemies, within a
distance equal to the Battle Bellow Rank x6
yards. The character decides whether they are
targeting friends or foes, then makes a Battle
Bellow Test against the highest Social Defense
among the target group, +] for each additional
character. If successfully targeting friends,
affected characters add +1 to their Social Defense
per success achieved. If targeting foes, affected
characters suffer a -1 penalty to their Action
Tests per success achieved. The effect lasts for a
number of rounds equal to the character’s Battle
Bellow Rank. Targets who are immune to fear
are immune to this Skill’s effects.

Battle Shout
Step: Rank+CHA
Action: Simple Karma: No
Strain: | Tier: Novice

The  character  shouts aggressively,
intimidating a single foe within a distance
equal to the Battle Shout Rank x2 yards. The
character makes a Battle Shout Test against their
opponent’s Social Defense. If successful, the
target incurs a penalty equal to the character’s
Battle Shout Rank to all Action Tests until the
end of the following round. Reduce the penalty
by -1 for each additional successful Battle Shout
Test made against the same target during the
encounter. Targets which are immune to fear are
immune to this Skill’s effect.

Default: No

Default: Yes
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Bribery

Step: Rank+CHA
Action: Standard Karma: No

Strain: Tier: Novice

Though most societies publicly disapprove
of bribes, many people are more than willing to
take them. Bribery is the Skill of discreetly
buying favors, or influencing someone’s
judgment by offering them illicit compensation.
The character makes a Bribery Test against the
target’s Social Defense, +] for each additional
character. If successful, the target will do the
favor asked.

Small favors require a small amount of
cash, for example, 5 shillings or the equivalent
of a couple hours’ wages for a target of low
Social Level, and perhaps several pounds or a
nice trinket for someone of high Social Level.
For larger favors, a bribe equal to at least a day’s
carnings for the target will be required. Anything
truly grandiose will only be done for the cost of
personal connection, requiring the character to
have cultivated a friendly Attitude with the target
beforehand. At the Gamemaster’s discretion, a
character willing to offer larger-tl\an-necessary
bribes may receive a bonus to their Bribery Test.

Call Animal Companion (Magic)
Step: Rank+WIL Default: No
Action: Standard Karma: No
Strain: | Tier: Journeyman

The character magically calls an animal
companion, previously established with the
Animal Bond Skill, by making a Call Animal
Companion Test against the animal’s Mystic
Defense. If successful, the animal senses the
character’s call and attempts to make its way to
him as fast as possible.

The animal companion must be within the
character’s Call Animal Companion Rankx100
yards to hear the call.

This Skill only applies to animal

companions with a Friendly or better Attitude
(see the 1879 Gamemaster’s Guide).

Default: Yes
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Charge
Step: Rank+STR
Action: Free Karma: No
Strain: 0 Tier: Novice

The character increases the effectiveness
of a successful Charging Attack, using their
Charge Step in place of their Strength Step
for the Damage Test. The character must be
mounted, and the normal rules for Charging
Attacks otherwise apply (see Mounted Combat,
pg.253). The character may make a Charge Test
in place of a Strength Test to avoid losing their
weapon or being dismounted by lance or spear
attacks. The character’'s mount does not benefit

from this Skill.

Default: No

Civil Eng}i)neering
Step: Rank+Per Default: No
Action: Sustained Karma: No
Strain: (0 Tier: Novice

The character can design and oversee
the construction of large mechanical and
architectural works, such as locomotives, bridges,
and steamships. The character must spend a
number of days equal to the sum of the project’s
attributes drawing up the plans. For example,
if the character is designing a stcamship, the
ship’s Speed Step, Maneuverability, Firepower
Attribute, Hull Attributes (Armor, Ramming,
and Cargo/]OO), and Destroyed Rating must be
added together to produce the number of days
the plans will require. At the end of that time,
the character makes an Engineering Test against
a Target Number based on the Attribute Sum,
shown on the following table. A success indicates
that functional plans have been created. Extra
successes can be used for raising the project’s
attributes, one success per attribute point, or
saved against the construction. A Rule of One
result indicates a fatal flaw in the plans that will
be obvious to the first qualified person to review
them, rendering the plans useless. Cost of the
project is generally equal to the total cost if
purchased on the market, due to a combination
of materials and labor. The cost may be reduced
with extra successes. Divide the cost by the sum
of the Attribute points, giving the Cost Per
Point. The result is the amount of cost that
may be eliminated by spending an extra success.

Attribute Sum| Design Target Number
0-20 i 7
2140 10
41-60 3
61-80 6
81-100 19
100-150 22
151-200 26
201-300 30
301+ 35

The character may oversee construction of
the project, or hand it off to someone else.
The work requires one week per Attribute point
for the finished product. This time may be
shortened by spending extra successes from the
planning stage, at a rate of one Attribute point
and week per success. At the end of each week,
the character must make an Engineering Test
against the remaining Attribute points of the
project. If successful, one point is deducted from
the total, and the remaining points roll into the
next week. Extra successes may be exchanged for
Attribute points on a one to one basis.

A Rule of One result indicates that the
week’s work has been done wrong, and must be
undone and redone, adding two weeks to the
project and incurring additional costs equal to
twice the Cost Per Point. At the Gamemaster’s
discretion, a Rule of One result may have other
detrimental effects, such as a labor strike, or
an error that cannot be corrected that ruins the
entire project.

Albert Poincare’ sets about creatin
a new stcamship that will rival those of
the British. He wants to give it a Speed
Step of 1I, and a Mancuverability of 9,
to make it quick and agile. He gives it
15 points of Hull Armor and a Ramming
of 10, as it’s not a warship, but needs
to be able to survive attempts at piracy.
Since the steamship is being designed for
commercial use, he gives it 300 units of
Cargo space. He wants the ship to be
sturdy, and sets its Destroyed Attribute
at 6J. FinaHy, he gives it 16 points of
Firepower, so that it can fend off would-be
pirates on its own. The ship’s Attribute
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Sum is 11+9+15+10+3+65+16, for a total
of 129. Mssr. Poincare’ needs a 22 on his
Engineering Test to successfully design
such an ambitious vessel. Fortunately,
he has achieved the Warden Tier, as no
Journeyman would even attempt such a
thin A and has a total Engineering Step
of 50 (his Engineering Rank of Il plus
his Perception Step of 9). He rolls up
on the dl0, for a total Test result of 37.
This gives him a total of four successes.
He could use the extra three successes to
reduce the cost of the project, but opts to
retain them for overseeing the construction,
reducing the construction time from 129
weeks to 126. Yes, steamships can take
years to build. In this case, with Mssr.
Poincare’s Engineering Skill applied, and
a few extra successes along the way, the
construction requires 101 weeks, and the
Longine is launched not quite two years
after construction starts. Coming in early
and on budget carns Mssr.  Poincare’
considerable renown, and may belp advance

his Social Level.

Claw Shape (Magic)
Step: Rank+STR
Action: Simple Karma: Yes
Strain: Tier: Novice

The character transforms their hands into
fearsome claws, using their Claw Shape Step for
Damage Tests in unarmed combat until the end
of the round. Each use of Claw Shape within a

round requires Karma.

Climbing
Step: Rank+DEX
Action: Standard Karma: No

Strain: 0 Tier: Novice

The character traverses up or down vertical
surfaces and objects by making a Climbing Test
against the Difficulty of the surface being scaled,
as determined by the Gamemaster (see the 1679
Gamemuaster's Guide).

If successful, the character can move up or
down a number of yards equal to their Climbing
Rank each round, +] yard for each additional
success (to a maximum of their Movement

Default: No

Default: Yes
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Rate). If the Test fails, the character makes no
progress. On a Rule of One result, the character
loses his grip and falls, possibly suffering Falling
damage %see the 1879 Gomemaster's Guide).
Climbing uses a Standard Action in every round
spent climbing.

At the éamemaster's discretion, Climbing
may be used on a Knockdown Test when taking
damage while climbing.

Clockwork
Step: Rank+PER
Action: Standard Karma: No
Strain: (0 Tier: Novice

The character may design and build
complex mechanical objects that operate by gears
in an automatic faction, using a physical source
of energy such as weights, springs, or steam.
These devices may range from pocket watches
to wind-up musicians, as long as they operate
according to a regular movement of interlocking
machinery. Devices may be restricted to a single
function, or may have multiple functions using
cam-based programming, and perform complex
operations in each. Each function added requires
one additional success on the Clockwork Test.
Aclding the capability for multiple functions, such
as adding a cam system that allows functions to
be switched out by changing a set of irregular
disks, likewise requires one additional success.
Characters may also add functionality to an
existing device. Again, additional successes are
required to incorporate more than one function
or capability at a time.

Cobra Strike
Step: Rank+DEX
Action: Free Karma: No
Strain: | Tier: ]ourneyman
The character attacks suddenly and
unexpectedly. When entering the first round of
close combat with an opponent, the character
may substitute their Cobra Strike Step for
their Initiative Step. If the character’s Initiative
Test result is higher than their opponent’s, they
catch their opponent off—guard, preventing the
opponent from using any defensive abilities,
such as Avoid Blow or Riposte Skills, against
the first Attack Test made that round. Abilities

Default: No

Default: No
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that function independently of the character
remain unaffected.

Conceal Object
Step: Rank+DEX
Action: Standard Karma: No
Strain: | Tier: Journeyman

The character hides one or more objects
on their person. A reasonable attempt to conceal
the object must be made. This Skill is often
used to conceal weapons, so its effects are
measured by weapon Size (pg.277), but other
objects can be hidden just as easily, with the
Gamemaster assigning an appropriate Size to
them. No object can be greater in Size than
the character’s one-handed weapon Size limit.
Objects up to a combined Size equal to the
character’s Conceal Object Rank may be hidden
using this Skill.

The character makes a Conceal Object
Test, the result being the Detection Difficulty
for attempts made to find the item. Items of
Size 1 (Size 2 for trolls) are hidden from all
kinds of searches. Larger items are only hidden
from visual inspections. As long as an item
is concealed, the character gains the benefit
of Surprise when producing it for a fitting
purpose, such as drawing a weapon to attack.
Characters may use this ékill to regain Surprise
when using the Surprise Strike Skill. The
target of a concealed weapon attack is entitled

to a Perception Test to avoid being Surprised
(pg-249).

Default: Yes

Conversation
Step: Rank+CHA
Action: Sustained Karma: No
Strain: (0 Tier: Novice

The character takes part in social
conversations, using quips, clever timing, and other
verbal tricks to make a favorable impression. The
character makes a Conversation Test against the
highest Social Defense among the target group,
+] for each additional character. If successful,
the Attitude (see the 1879 Gamemaster’s Guide)
of the target characters rises favorably toward
the character by one degree (for example,
from Neutral to Friendly) for the duration of
the conversation and for a number of hours

Default: Yes

afterward equal to the character’s Conversation
Rank. The target’s Attitude cannot be improved
further while the Skill is in effect. On a Rule
of One result, the Attitude of the target group
drops by one degree (for example, from Neutral
to Unfriendly), remaining such for the duration
of the conversation and for a number of hours
afterwards equal to the character’'s Conversation
Rank. The character can use this Skill with a
maximum number of characters equal to their
Conversation Rank at one time.

Craft Armor
Step: Rank+PER
Action: Sustained Karma: No
Strain: 0 Tier: Novice

This Skill allows the character to create
new armor and shields. The work must be
carried out at a properly equipped forge or
armorer’s shop. Outside of a proper workshop,
the character can only make minor repairs. At
the Gamemaster's discretion, the forge’s quality
may affect the amount of time required to use
this Skill. The material cost of creating a set of
armor or a shield is generally half of the price
shown in the Equipment chapter, (p pg 273).

To make new armor, the character makes a
Craft Armor Test against the armor’s combined
Physical + Mystic Armor ratings, +5, thus if the
completed armor is to have a Physical Armor
rating of 5 and a Mystic Armor of 2, the Target
Number will be 12 (5+2+5). The character must
accumulate a total number of successes equal to
the armor’s Physical Armor rating to complete
the work. Each Test requires one week of effort
prior to making the Test. To craft shields, the
armorer needs half the number of successes,
rounded up.

If the character fails a Test, no progress
is made, but the only thing lost is time. The
character may continue to work. A Rule of
One result, however, ruins the armor or shield
completely. Both the materials and time invested
are wasted.

Default: No

Crafting a set of hide armor
(Physica] 5; Mystic I requires  five
successes against a Target Number of Il
(5+1+5= ”)5' Hans gains one success after
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his first week of work, two successes after
his second week, and two more successes
after his third week, and takes three weeks
to make the armor. Crafting a set of plate
mail armor (Pbysical 9: Mystic 0) requires
nine successes against a Target Number of
14 (9+0+5=14). Hans does better with
plate, achieving two successes his first
week, three his second, two his third, and
three after the fourth week, putting him
one success over and ﬁnishing the armor
at the end of the fourth week. Crafting
a body shield (Phys 5; Myst () requires
three successes against a Target Number
of 10 (5+0+5=10). Hans achieves three
successes on his first Test, knocking out

the body shield in just one week.

Damaged armor and shields can be
repaired using this Skill, against a Target
Number equal to half that required to create the
item. Each success on the Test rcpairs one point
of Physical or Mystic Armor (see Repairing
Damaged Armor, pg.293).

This Skill can be used as an Artisan Skill.

Craft Device (Magic)
Step: Rank + PER

Action: Sustained Karma: No

Strain: Tier: Novice

Note: This ability is not considered
magical in-game. People in the game world
believe that device crafting is an application
of poorly understood scientific principles by
fringe scientists, whose work for reasons not
immediately understood cannot be replicated
except by other fringe scientists of the same
School. From a game mechanic standpoint, use
of this Skill falls under Enchanting (pg.‘ﬂ]).
From an in-character standpoint, it falls under
Weird Science.

The character may create and repair
complex devices, and incorporate spell effects,
special powers, or abilities into them. The work
is normally carried out at a properly equipped
workshop. In the field, the character takes a -
Step penalty to the Skill Test for lack of proper
facilities. At the Gamemaster's discretion, the
workshop’s quality or tools available in the

Default: No
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field may affect the amount of time required
to use this Skill, or impose a penalty on the
Target Number. The material cost of creating
a device is generally half of the price shown in
the Equipment chapter (pg.273). For devices not
defined in this book, the cost should be a base
of 810 plus £50 per Tier of the Spell or Rank
of the Power incorporated. The Gamemaster
may adjust the cost and the difficulty of
obtaining the materials required as appropriate
to the device and its capabilities. For on the
ﬂy device creation in the field, the Gamemaster
may require an initial Skill Test to gathcr the
materials needed, and may or may not allow a
second Skill Test to try to create the device
based on the result of the first Test.

To make a new device, the character
makes a Craft Device Test as follows:

o If a spell effect is being incorporated,
against the Dispel Difficulty +3. A device
meant to throw lightning would use the
Novice Tier spell Bolt (pg.373), under the
Galvanic Discharge KAV (see the Galvanic
Order spell list, pg.472), giving the device
a Target Number of 16 (the spell’s Dispel
Difficulty of 13 + 3).

* If a Power naturally occurring in a creature
or spirit is bcing incorporated, against the
Rank or Force Rating of the Power plus
the appropriate Attribute Step, doubled.
A device meant to extract water from the
target would use the Remove Element spirit
Power. Using the equivalent ability of a
Force 3 water spirit, this gives a Targct
Number of 16 (Force 3 + WIL 5 for the
spirit equals 8, times 2 is 16).

e If the device is meant to augment the
normal function of a non-magical system,
such as an overthruster meant to double
the power output of a steam engine, against
the combined Physical Defense and Barrier
Rating of the system. The overthruster
would have a Target Number of 17, since
the steam engine has a Physical Defense of

8 and a Barrier Rating of 9.

The character must accumulate a total of
five successes to complete the work. Each Test
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requires a minimum of one hour of effort prior
to making the Test. The character may gain a +1
Step bonus to the Test for each full day of effort
put in, up to a maximum of their Skill Rank. If
the character fails a Test, no progress is made,
but the only thing lost is time. The character
may continue to work. A Rule of One result,
however, ruins the device completely. Both the
materials and time invested are wasted.

Craft Firearm
Step: Rank+PER
Action: Sustained Karma: No
Strain: 0 Tier: Novice

The Skill allows the character to create
new firearms or repair old ones, including
making or reloading ammunition. The work
must be done at a properly equipped gunsmith’s
workshop. Outside of an appropriate workshop,
the character can only make minor repairs. At
the Gamemaster's discretion, the workshop’s
quality may affect the amount of time required
to use this Skill. The material cost of creating
a firearm is generally half of the price shown in
the Equipment chapter, pg.273.

To make new firearms, the character makes
a Craft Firearm Test against the gun’s Damage
step + S, and must accumulate a total number
of successes equal to the gun’s Size over a series
of Tests. Each Test takes one day to perform. If
the character fails the Test, no progress is made,
but the character may continue to work the next
day. The only thing lost is time. A Rule of One
result, however, ruins the firearm completely.
Both the materials and time invested are wasted.

Bullets require one Test against the
Damagc Stcp of the gun thcy are made to fit.
The character produces a number of standard
rounds equal to their Craft Firearm Rank times
the number of successes on the Test. Producing
Gehrlaus, express, or other specialty rounds
consumes one success on the Test, so that the
character needs two successes to produce any
rounds at all.

Default: No

Crafting a derringer (Size 1, Damage
2) requires one success against a ﬁrget

Number of 7 (2+5=7). Crafting a carbine

(Size 6; Damage 8) requires six successes

against a Target Number of 13 (8+5=13).
grafting rifle bullets (Damage 5) requires at
least one success against a Target Number
of 10 (5 + 5 = 10) and creates a number
of rounds equal to the character’s Rank
times the number of successes. Thus, if the
character has a Rank of 4, and achieves two
successes on the Test, they create 8 bullets.

Damaged guns can be repaired using this
Skill, against a Targct Number equal to half that
required to create the fircarm. Each success on
the Test repairs one point of Damage Step (see
Repairing Damaged Weapons, pg.278).

This Skill can be used as an Artisan Skill.

Craftsman
Step: Rank+DEX
Action: Sustained Karma: No

Strain: (0 Tier: Novice

Characters use Craftsman skills to make
or repair items not covered under specific Skills
listed elsewhere in this chapter. For example,
making a gun requires the Craft Firearm Skill,
but making a holster requires the Craftsman (or
specific Lcatherworking) Skill. The time required
to make the item varies from a few hours for
a simple item, to weeks or even months for
large or intricate items. The character makes a
Craftsman Test against the Target Number of
making or repairing the item. Simple, everyday
items have a Target Number of 2. Ordinary
items have a Target Number of 5. Unusual
or exotic items have a Targct Number of 8
or more. If the item is unusually complex, or
requires expensive or rare materials, or both,
the character may need to accumulate multiple
successes at the Gamemaster’s discretion.

The character can only make or repair an
item if they have access to the proper tools and
materials for the task. A successful Test means
the character has successfully made or repaired
the item. If the Test fails the character can try
again. The only thing the character has lost in
the first attempt is time. A Rule of One result
means the attempt failed miserably, destroying
the item beyond salvation.

Common  crafts  include  Baker,

Blacksmith, Cooper (barrel maker), Mason,

Default: No
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Tailor and Woodworker. The Skill is usually
given the name of the craft when learned, instead
of the generic Craftsman, and applies only to the
work of that specific craft.

This Skill can be used as an Artisan Skill.

Craft Weapon
Step: Rank+PER
Action: Sustained Karma: No

Strain: 0 Tier: Novice

The Skill allows the character to create
new weapons or repair old ones, including
making ammunition for missile weapons (arrows,
bolts, quarrels, etc.). The work must be done
at a properly equipped forge, workshop, or
armory. Outside of an appropriate workshop,
the character can only make minor repairs. At
the Gamemaster’s discretion, the workshop'’s
quality may affect the amount of time requircd
to use this Skill. The material cost of creating
a weapon is generally half of the price shown in
the Equipment chapter, pg.273.

o make new weapons, the character
makes a Craft Weapon Test against the weapon’s
Damage step + S, and must accumulate a total
number of successes equal to the weapon’s Size.
Each Test takes one day to perform. If the
character fails their Test, they make no progress,
but may continue to work; the only thing lost is
time. A Rule of One result, however, ruins the
weapon completely—both the materials and time
invested are wasted.

Bolts, arrows and other missiles require
one Test against the Damage Step of the weapon
they are made to fit. The character produces a
number of standard missiles equal to their Craft
Weapon Rank times the number of successes
on the Test.

Default: No

Crafting a dagger (Size 1, Damage
2) requires one success against a Targct
Number of 7 (2+5=7). Crafting a pole-axe
(Size 6; Damage 8) requires six successes
against a Target Number of 13 (8+5=13).
grafting medium crossbow bolts (Damage
S) requires at least one success against
a Target Number of 10 (5 + 5 = 10),
and creates a number of bolts equal to
the character’s Rank times the number
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of successes. Thus, if the character has a
Craft Weapons Rank of 3 and achieves 3

successes, tbey create 9 bolts.

Damaged weapons can be repaired using
this Skill, against a Target Number equal to half
that required to create the item. Each success on
the Test repairs one point of Damage Step (see
Repairing Damaged Weapons, pg.278).

This Skill can be used as an Artisan Skill.

Creature Analysis
Step: Rank+PER
Action: Simple Karma: No
Strain: | Tier: Novice

The character uses accumulated knowledge
to make an educated guess about a creature they
are obscrving. Make a Creature Analysis Test
against the target’s Mystic Defense. If successful,
the character’s player can ask a specific question
that would reveal one of the creature’s game
statistics or abilities for each success achieved,
such as, “What is its Physical Defense?” or

Default: No
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“What is its Death Rating?” The question must
be about a specific trait. General questions such
as “How tough is it?” should warrant equally
vague answers (“Pretty tough”).

The Gamemaster should disallow
questions comparing more than one statistic,
such as “Is this beast tougher than I am?”
or “Which is higher, its Physical or Mystic
Defense?” Characters often use this Skill to
size up an unknown creature’s Mystic or Social
Defense to determine how well non-combat
Skills, such as Dominate Beast, will work on it.
At the Gamemaster’s discretion, using this Skill
yields insights about a creature’s vulnerabilities
that can prove useful to an adventuring group
about to tangle with an unknown beast.

Crew Airshi
Step: Rank+D
Action: Sustained Karma: No

Strain: ( Tier: Novice

The character knows how to work as crew
aboard an airship. Deckhand positions require
Crew Airship at Rank 1 or higher. Positions of
command require greater ability. Controlling the
airship in maneuvers requires the Pilot Airship
Skill (pg.ZlZ) in addition to Crew Airship. The
higher a character’s Crew Airship Rank, the
bigger the ship that can be commanded and the
higher the position the character can fill within
a ship’s crew.

The character makes a Crew Airship Test
to help operate an airship. If successful, they
effectively do the work of one crew member
for each success achieved. For an airship to
stay airborne under normal conditions, at least
25 percent of the crew must make successful
Crew Airship (5) Tests each hour. For example,
an airship with a crew of cight needs at least
two crewmen to succeed at their Crew Airship
Test for normal operation. This might be an
equivalent number, such as one achieving three
extra successes, thereby doing the work of four
crew. If at least 50 percent of the crew make
successful Tests, the airship can maneuver at
its current altitude, dive, or climb slowly in
a straight line. If 75 percent of the crew are
successful, the airship can speed up, mancuver
while climbing, or perform aerobatics.

Default: No

Enhancing the ship’s performance requires
Mechanics.  Steering it through hazardous
situations requires Pilot Airship.

Crew Ship (Sail/Steam)
Step: Rank+DEX Default: No
Action: Sustained Karma: No

Strain: (0 Tier: Novice

The character knows how to work as crew
aboard either a sailing vessel (including both
those driven by sail and those driven by oars)
or a steamship, specified in the Skill name
in parentheses. Deckhand positions require
Crew Ship at Rank 1 or higher. Positions of
command require greater ability. Controlling the
ship in maneuvers requires the Pilot Ship (Sail/
Steam) Skill (pg.213) in addition to Crew Ship.
The higher a character’s Crew Ship Rank, the
bigger the ship that can be commanded and the
higher the position the character can fill within
a ship’s crew.

The character makes a Crew Ship Test
to help operate the vessel. If successful, they
effectively do the work of one crew member
for each success achieved. For a ship to remain
under control under normal conditions, at least
25 percent of the crew must make successful
Crew Ship (5) Tests each hour. For example, a
vessel with a crew of twenty needs at least five
crewmen to succeed at their Crew Ship Test for
normal operation. This might be an equivalent
number, such as one succeeding, and another
achieving three extra successes, thereby doing
the work of four crew.

If 25 percent of the crew make successful
Tests, the ship is kept from drifting. If at least
50 percent of the crew make successful Tests,
a sailing vessel can sail with the wind, and a
steamship can maintain a steady course and
achieve half speed. If 75 percent of the crew
are successful, a sailing vessel can sail against
the wind, steamships may achieve flank speed,
and both sail and steam vessels may perform
maneuvers.

Enhancing the ship’s performance requires
Mechanics. Steering it through hazardous
situations requires Pilot Ship.
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Crew Vehicle
Step: Rank+DEX
Action: Sustained Karma: No
Strain: 0 Tier: Novice

The character knows how to work as crew
aboard a surface vehicle, such as a steam coach,
a locomotive, or a steam tank. Crew positions
require. Crew Vehicle at Rank 1 or higher.
Positions of command require greater ability.
Controlling the vehicle in maneuvers requires
the Pilot Vehicle Skill (pg.2l3) in addition to
Crew Vehicle. The higher a character’s Crew
Vehicle Rank, the bigger the vehicle that can
be commanded and the higher the position the
character can fill within a vehicle’s crew.

The character makes a Crew Vehicle Test
to help operate the vehicle. If successful, they
effectively does the work of one crew member
for each success achieved. For a vehicle to remain
under control, at least 25 percent of the crew
must make successful Crew Vehicle (5) Tests
each hour. For example, a vehicle with a crew
of five needs at least one crewman to succeed at
their Crew Vehicle Test for normal operation.
This might be an equivalent number, such as
one of a crew of sixteen achieving three extra
successes, thereby doing the work of four crew.

If 25 percent of the crew make successful
Tests, the vehicle is kept operational. If at least
50 percent of the crew make successful Tests,
the vehicle may perform simple maneuvers and
achieve half speed. If 75 percent of the crew are
successful, the vehicle may achieve flank speed,
and may perform complex maneuvers.

Enhancing the vehicle’s  performance
requires  Mechanics. Maneuvering it requires

Pilot Vehicle.

Crushing Blow
Step: Rank+STR
Action: Free Karma: Yes
Strain: | Tier: Journeyman
The character inflicts fearsome damage on
an opponent from a successful close combat
attack. Substitute their Crushing Blow Step for
their Strength Step for the Damage Test.

Default: No

Default: No
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Cryptograph
Stcrg %an% +PPE,R
Action: Standard
Strain: Tier: Novice

The  character  understands  codes,
including making and breaking them, and can
secure information l)y encrypting it and reveal
information by decrypting it.

To encrypt text, a telegraphy signal,
Engine code, or other information, the character
makes a Cryptography Test against the Mystic
Defense of the information to create the cipher
key and encrypt the information. The base
Mystic Defense of any document is 5, but may
be increased by the information’s complexity.
The Gamemaster must consider the Task
Difficulty table and the complexity and nature of
the information and compare to the character’s
Professional  and Cryptography Ranks.
Encryption requires five minutes base time plus
five minutes per page of text or equivalent. The
result of the Cryptography Test becomes the
Code Rating of the encryption. The Mystic
Defense of the encrypted information is equal to
the Cryptography Rank of the character, +1 for
each extra success scored on the Cryptography
Test. The time required may be shortened by
one minute per extra success.

To decrypt encoded information, the
character has three options. If the key to the
cipher is known, the character may simply spend
five minutes per page of text or the equivalent to
work through the decryption process. This time
may be shortened by making a Cryptography
Test and spending extra successes to reduce the
time by one minute each, but if the Test fails,
the character must either make another Test or
go back to the longer, if easier, method. If the
key to the cipher is not known, the character
must attempt to break the code, making a
Cryptography Test against the Code Rating
of the encryption. A success reveals the key to
the cipher, and the character may then decrypt
the information at a rate of five minutes per
page equivalent. Each codebreaking attempt
requires ten minutes, but may be shortened
by one minute per extra success. The character
may only make a number of attempts equal to

their Cryptography Rank before being defeated

Default: No
Karma: No
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by the encryption. Certain spells and Weird
Science devices may be used to try to decrypt
the information. These make their Tests against

the Mystic Defense of the encryption.

Dan%er Sense
Step: ank+Dex
Action: Free Karma: No
Strain: | Tier: Novice

The character develops a preternatural
awareness of danger, allowing faster reactions
in hazardous situations. This Skill may be
used when the character might be Surprised,
or when they are trying to avoid a trap or other
danger. The character makes a Danger Sense
Test against the Initiative Test result of the trap
or hazard. If successful, the character may take
whatever actions seem appropriate in view of the
knowledge of the trap or hazard, before the trap
or hazard takes effect, possibly avoiding harm.

Detect Tra
Step: Rank+PER
Action: Standard Karma: No
Strain: | Tier: Novice

The character can find mechanical traps by
making a Detect Trap Test. The TN for most
traps is 5, but well concealed traps could have
a higher TN. On a single success, the character
notices something that gives away the trap’s
presence. Two successes allow the character to
spot the trap’s trigger and know how to avoid
setting it off. Three successes tells the character
what type of effect (crushing, poison, etc.) the
trap employs.

Default: No

Default: No

Diploma
Stcg Rank‘%HA
Action: Sustained Karma: No
Strain: 0 Tier: ]ourneyman
The character mitigates  disputes and
influences the development of mutual interests.
Make a Diplomacy Test against the target’s
Social Defense. If successful, the opponent’s
Attitude towards the negotiator improves by
one degree for a number of hours equal to the
character’s Diplomacy Rank. While this might
not necessarily settle a dispute or prompt the
target to sign a contract, the use of Diplomacy

Default: Yes

usually helps to get the parties working together
to approach the matter from a mutual perspective.

Disarm
Step: Rank+DEX Default: No
Action: Standard Karma: No

Strain: | Tier: Journeyman

The character uses a combination of
clever feints and ﬂashing weapon-play to knock
an opponent’s weapon from their hand. Make
a Disarm Test against the target’s Physical
Defense. An extra success is required to disarm
an opponent wielding a two-handed weapon.
If successful, the opponent’s weapon is sent
spinning from the wielder’s hand in a direction
of the character’s choice for a number of feet
equal to the Damage Test result.

The target takes no damage from being
disarmed. Disarm cannot be wused against
shields, or against weapons that are part of the
defender’s body, such as claws. Disarm counts
as an Attack Test, and can be defended against
accordingly.

Disarm Tra
Step: Rank+DEX Default: No
Action: Standard Karma: No

Strain: | Tier: Novice

The character uses deduction, professional
know-how, and a deft touch to render traps
inoperative. Make a Disarm Trap Test against the
trap’s Disarm Difficulty, as determined by the
Gamemaster (see the 1879 Gamemaster’s Guide).
If successful, the trap's trigger mechanism is
disabled, preventing it from activating. On a
Rule of One result, the trap immediately goes
off. The character may attempt to disarm the
same trap a number of times equal to their
Disarm Trap Rank. Should the character fail
all of their attempts, they cannot try again until
they increase their Disarm Trap Rank.

Disguise
Step: Rank+PER Default: No
Action: Sustained Karma: No

Strain: 0 Tier: Novice

The character uses costumes and make-up
to change their appearance, or that of another
person, to look like someone else. It takes a

193




SKILLS

minimum of 30 minutes to prepare the disguise,
and the character needs access to a full make-up
kit, clothing, jewelry, and the like.

The character makes a Disguise Test, the
result becoming the Target Number for any
attempts made to see through the disguise. The
effect lasts for a number of hours equal to the
character’s Disguise Rank, or until the disguised
character discards the costume.

The disguise cannot make radical changes.
While make-up could make a dwarf look like
a snark, it is difficult to make them as tall. At
the Gamemaster’s discretion, overly ambitious
disguises can grant a bonus to Tests made to see
through the disguise.

This Skill only alters appearance. If a
disguised character is attempting to impersonate
someone else, the character will likely need other
abilities, such as Acting or Mimic Voice, to
convince others of the false identity.

Dispel Magic (Magic)
Step: Rank + WIL
Action: Standard Karma: No
Strain: | Tier: Novice

The character attempts to stop an ongoing
magical effect, such as the result of a spell or
spirit Power. The character must be within Rank
x2 yards of the target effect, and makes a Dispel
Magic Test against a Target Number based on
the power of the effect (see Dispelling Magic, pg:
367). If successful, the effect halts immediately.

Default: No

Distract
Step: Rank+CHA
Action: Standard Karma: No
Strain: 0 Tier: Novice

The character diverts an opponent’s
attention. Make a Distract Test against the
target’s Social Defense. If successful, the target
focuses their attention on the character until the
end of the next round, Iosing track of everything
else. The character’s allies may attack the target
as if they were Blindsided until the end of the

next round.

Default: Yes
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Double Charge
Step: Rank+DE
Action: Simple Karma: Yes
Strain: | Tier: Journeyman
The mounted character makes two attacks
during a Charging Attack, either attacking
two targets or attacking the same target twice.
The character makes a standard Charging
Attack (pg.254) for the first attack or uses the
Wheeling Attack Skill (pg.ZZS), then makes a
Double Charge Test to attack a second time. If
attacking a second target, the character and their
mount must move at least two yards between
attacks. If attacking the same target twice, the
character must cither use a one-handed weapon
in their off-hand or use a one-handed weapon on
both attacks. Damage for the second attack is
determined as if it was a Charging Attack.

Down Strike
Step: Rank+STR
Action: Free Karma: No
Strain: | Tier: ]ourneyman
The character takes advantage of higher
ground to deliver more devastating close combat
attacks. They must be in a stable position at
least one yard above their opponent (either
mounted or standing on higher ground), or
must jump down onto the opponent. If the
attack is successful, the character substitutes
their Down Strike Step for their Strength Step
on the Damage Test.

Eagle Eye
Step: Rank+PER
Action: Simple Karma: No
Strain: | Tier: Novice

The character draws a steady aim with
a ranged weapon, such as a firearm, bow, or
railgun, on a visible target within range. The
character makes an Eagle Eye Test against the
target’s Mystic Defense, and gains a +l bonus
for each success on their next ranged attack
against that opponent.

Default: No

Default: No

Default: No
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Eidetic Memory
Step: Rank+WIL
Action: Standard Karma: Yes

Strain: 0 Tier: Novice

The character commits the content of a
book or other written text, or a complex image
such as a painting or map, to memory for
use at a later time. They do not need know
the language of the text. The character makes
an Eidetic Memory Test against the targct’s
Mystic Defense, typically S for ordinary books
or paintings, but higher for magical texts and
encrypted maps. The Mystic Defense of a
grimoire is equal to the Dispel Difficulty of
the highest-Tier spell it contains (see Grimoires,
pg-358, and Dispelling Magic, pg.367).

The Mystic Defense of an encrypted
document or map is equal to the Cryptography
Rank of the person who encoded it, +] for each
extra success made in the Cryptography Test. If
successful, the character memorizes a number of
pages per minute equal to their Eidetic Memory
Rank. If interrupted, the character retains what
they have already memorized, but must make
another Test to append to their memory. While
the book remains memorized, the character
can read, transcribe, or look up information as
though reading an actual copy of the book. A
character can memorize a maximum number of
texts at a time equal to their Eidetic Memory
Rank. They may voluntarily discard currently
memorized texts in order to memorize new ones.

For 2 points of Strain, the character
may memorize their surroundings. The Eidetic
Memory Test is made against the Mystic
Defense of the location. If successful, the
character may memorize what they can see from
their current vantage point, up to a distance of
Rank x2 yards. The character may turn in place
while memorizing but may not move to another
spot. This effort requires one minute per Rank
used. Thus, if the character has a Rank of 6, but
elects to only memorize a radius of four yards,
the time required is two minutes. If interrupted,
the character retains an incomplete memory of
the location, and must make an Eidetic Mcmory
Test against the Mystic Defense of the location
to recall its details later. One location takes

Default: No

up one slot in their Eidetic Memory, just as a

book does.

Empathic Command (Magic)
Step: Rank+WIL Default: No
Action: Free Karma: No
Strain: 0 Tier: Novice

The character commands and calms
an animal companion through emotion and
mental imagery. The character does not need
to speak any commands, but must be within
their Empathic Command Rank in yards of the
target. The character may make an Empathic
Command Test in place of their animal
companion’s Willpower Test to resist the effects
of fear, charm, or spells directed against the
mount that allow a Test to resist or shake off
the effects.

Empathic Sense
Step: Rank+CHA
Action: Standard (see text) Karma: No
Strain: | (see text) Tier: Novice

The character gains information about the
emotional state of a character within 10 yards
by making an Empathic Sense Test against
the target’s Social Defense. If successful, they
sense the targct’s emotions and gain information
appropriate to the number of successes achieved.
A single success gives the character an idea of the
target's general emotional state. Two successes
allows reading of the target's surface emotions.
Three or more successes allow the character
to know exactly what the target is feeling, and
what those emotions are directed toward. The
character gains a +] bonus per success achieved
to any Interaction Tests made where knowlcdgc
of the target's emotional state would be helpful.
Each use of this Skill lasts for a number of
minutes equal to the character’s Empathic Sense

Rank.

Default: Yes

Enga}ping Banter

Step: Rank+CHA Default: Yes
Action: Standard Karma: No
Strain: | Tier: Journeyman

The character uses charm and wit to
distract a target character, who must be able
to understand the language being spoken for
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the banter to work. The character makes an
Engaging Banter Test against the target’s Social
Defense. If successful, both parties engage in
witty, idle chat for a number of minutes equal
to the character’s Engaging Banter Rank, during
which time the target is distracted and considered
Harried. For every success achieved, the target
suffers a -1 penalty to all Perception Tests made
to notice anything but the character. Bantering
requires the character’s concentration; if broken,
or if the target is attacked, the effect of the Skill
ends. Each additional use of Engaging Banter
against a given target in the same encounter
requires an extra success per use, one extra for
the second use, two for the third, and so on.

Engine Prohgf{amming
Step: Rank+P

Action: Sustained Karma: No

Strain: (0 Tier: Novice

The character knows how to write code
for a Differential or Analytical Engine. If the
character is working on an Engine to which
they have legitimate access, they must spend
one hour times the Difficulty of the task they
are assigning to the Engine (sec the 1879
Gomemaster's Guide) - one hour for an Easy
task, two for an Average, three for a Hard,
four for a Very Hard, and five for a Heroic -
writing the code. The character must then make
an Engine Programming Test against the Target
Number for the task to see if the code runs
properly. Extra successes reduce the run time
for the task. On a Rule of One result, the code
throws a fatal error and halts, possibly Ieaving
the Engine in a bad state and in need of reset,
at the %amemaster’s discretion.

If the character does not have legitimate
access to the Engine, they must write the code,
then make an Engine Programming Test against
the Software Defense of the Engine to get the
Engine to accept their code. On a Rule of One
result, the Engine locks down and will not accept
new code until an administrator enters a reset
passcode. Alarms may sound if the Engine has
such installed. If the Test succeeds, the character
may make an Engine Programming Test against
the TN for the task as normal.

Default: No
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Entertainer
Step: Rank+CHA Default: No
Action: Sustained Karma: No

Strain: 0 Tier: Novice
Entertainer is used for most performing
arts. The character makes an Entertainer Test
against the highest Social Defense of anyone
observing the performance. Each success scored
means that 25 percent of the audience enjoys
and remembers the performance. A character
may acquire the Entertainer Skill multiple times
to learn different types of performing arts, with
the Skill taking the name of the art form on
the character sheet. Examples include Musician
(one instrument), Poet (spoken), Singer, and

Storyteller.
This Skill can be used as an Artisan Skill.

Equestrian
Step: Rank + DEX/CHA/PER
Default: Yes Action: Standard
Karma: No Strain:
Tier: Novice

The character knows how to ride a mount
animal; typically a horse for Terrestrials, or a
theropod such as a buff or harpy for Saurids.
This Skill covers not only staying in the saddle,
but reacting to problems such as spooking, or
obstacles such as jumps or water. The character
also knows how to put on and remove saddle
and tack, care for the equipment, feed and care
for the animal, and deal with basic health issues,
such as colic or a sore tendon. The character
may make a DEX-based Equestrian Test for
basic riding, and to jump their mount over
an obstacle, ford a stream or other body of
water no deeper than the mount’s hips. A DEX-
based Test also allows the character to make
minor repairs to equipment, such as replacing
a broken girth strap. Treating minor ailments
of the mount requires a PER-based Equestrian
Test. The Target Number for these tasks is
determined by the Gamemaster based on the
situation. If the mount spooks, the character
may make a CHA-based Equestrian Test against
the mount’s Social Defense to calm them. Extra
successes may be spent to convince the mount
to move on and ignore the source of the spook,
or to attack the cause. Trampling the wind-
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blown bit of paper does make some horses feel
better. If this fails, the character must make a
DEX-based Equestrian Test against the mount’s
Physical Defense to stay in the saddle, taking
falling damage if thrown. On a Rule of One
result to a Test to deal with a spooked mount,
the rider is automatically thrown and takes a

Wound in addition to any falling damage.

Etiquette
Step: Rank+CHA Default: No
Action: Sustained Karma: No

Strain: 0 Tier: Novice

Etiquette is the art of proper behaviour in
social situations and can be extremely important.
Improper  behaviour may be punished by
responses ranging from the scorn of aristocrats
to l)eheading at the hands of enraged despotic
nobles. The character observes the surrounding
culture for a minute, then makes an Etiquette
Test against the Target Number of knowing the
proper behavior for a given social situation. The
base Target Number is 5, with the Gamemaster
modifying the target depending on how unfamiliar
the character is with that culture. The Target
Number is typically increased by +3 for each
differing aspect. Typical sources for modification
include different Social Level, different race, a
foreign land with different customs, and so on.

If successful, the number of successes
alters the reaction of observers. A single success
means observers believe the character possesses
the rudiments of proper behavior. Two successes
mean those same people approve of the
character’s manners. Three or more successes so
impresses observers with the character’s manners
that their Attitude improves by one degree
(to a maximum of Friendly). The effect lasts
for a number of days equal to the character’s
Etiquette Rank or until the social situation ends,
whichever comes first.

Evaluate
Step: Rank+PER Default: No
Action: Standard Karma: No

Strain: 0 Tier: Novice

The character has a shrewd sense for the
true market value of an object. The character
examines the object and makes an Evaluate Test

against the item’s Mystic Defense. On a single
success, they learn the item’s approximate price
on the local market. Additional successes may
disclose more detailed information based on the
local or global economy, at the Gamemaster’s
discretion. With two extra successes, the
character also learns the item’s hidden value, if
any, not readily apparent to the casual observer
(for example, if it is worth more to collectors).
When evaluating magical items, the character
learns that the item is magical with three
successes, but not the effect or purpose of its
enchantment.

Evidence Analysis
Step: Rank+PER
Action: Sustained Karma: No
Strain: | Tier: Novice

Using equal parts observation, logic, and
an understanding of human nature, the character
examines physical evidence to determine the
answers to questions relating to an investigation.
For example, the character might examine a
bed to determine if its occupant had slept well,
could identify a weapon as being the object
used to murder someone, or, noticing the
pattern of ink stains on a person’s hand and the
notebook in their vest pocket, would know that
they made their living as a professional writer,
possibly as a journalist. The character makes
an Evidence Analysis Test against the Mystic
Defense of the person responsible for leaving
the evidence. If successful, they learn the answer
to one question about the object or place for
each success achieved.

As a general rule, this Skill only answers
questions regarding what happened, or how
something happened, to an object or place, or
the nature and occupations of a person. In the
previous example, the character would make
an Evidence Analysis Test against the Mystic
Defense of the person who had slept in the
bed. With three successes, the player could ask
the Gamemaster up to three “what” or “how”
questions related to the bed. If the activity
occurred within a day of the Evidence Analysis
Test, the character gains a general impression of
when the event happened (morning, afternoon,
or evening) with a successful Test Result. When

Default: Yes
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using this Skill to evaluate evidence that is more
than a day old, add +1 to the Target Number for
cach day after the first. Other than the increased
Target Number, there is no limit to the age of
the evidence being analyzed. The Gamemaster
answers the questions posed according to
how they are asked. Vague questions deserve
vague answers. Evidence Analysis cannot help
the character answer the questions of “who” or
“why". The focus of the examination is on facts,
not motive or intent.

Exp lodingWAmmumtion Mach
Step: Rank+ Default
Action: Free Karma: Yes
Strain: | Tier: ]ourneyman
This  Skill charges a normal bullet,
turning it into a fiery missile. The character
makes a Firearms Attack Test against the
target. If successful, the character substitutes
the Explodmg Ammunition Step for the guns
Damage Step on the Damage Test. Usrng this
Skill to charge another character’'s ammunition,
or to charge ammunition for later use, requires
a Profession ability.

Fast Hand
Step: Rank+DEX
Action: Standard Karma: Yes
Strain: Tier: ]ourneyman

The character uses slelght -of-hand to move
one or two small items, no bigger than 6 inches
along any one dimension, from one place to
another without being noticed. The character
makes a Fast Hand Test, the result being the
Detection Difficulty for attempts made to notice
the move. Anyone observing the character may
make a Perception Test against the Detection
Difficulty to notice the action immediately after
the switch has occurred. This Skill does not
allow the character to empty a purse or pocket
of its contents (sec Picking Pockets, pg.212),
although it could be used to switch two purses
around.

Default: Yes
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Field Engpneermg

Step: Rank+ Default: No
Action: Sustained Karma: No
Strain: Tier: Novice

Field Engineering can be used to analyze
an existing building, vehicle, industrial machinery,
and the like, to determine how it functions and
potentially how it might be disassembled, broken,
repaired, modified, or enhanced. Characters with
the Engineering Skill may design and help build
temporary or improvised projects from available
materials. Engineering may be used in place of
associated Skills, such as Mechanics or Mason,
at a -3 Step penalty.

o analyze an existing machine or
building, the character makes an Engineering
Test against the Mystic Defense of the target.
One success provides general information, such
as the probable towing capacity of a locomotive,
or whether a bridge will hold up under the weight
of a specified vehicle. Additional successes
provide additional or more specific information,
such as the weight loading of each pier of a
bridge, or the best place to put an explosive
charge to bring down a wall.

Engineering may be wused against
fortifications in a fashion similar to Spot
Armor Flaw (pg.ZZO). The character makes
an Engineering Test against the sum of the
fortification’s Physical Defense and Barrier
Rating to locate weak points in the construction.
These can then be ecither shored up or exploited.

When putting up a temporary structure,
the character makes an Engineering Test against
the primary Attribute of the project. For
example, when throwing together an improvised
bridge, the character makes a Test against its
intended STR. On a success, the bridge achieves
that STR Attribute. Additional successes may
be used to raise the bridge’s Attributes by one
step per success. For a barricade, the character
makes their Engincering Test against the sum
of the Barrier Rating and Physical Defense.
Construction takes one hour per Attribute point,
reduced by 25% for each additional success.
Thus, with one extra success, the construction
takes 25% less time, with two 50% less time,
and with three 75% less. The Gamemaster may
disallow an Engineering Test if appropriate tools
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and/or materials are not available. If all the
character has to work with are a paper clip, a
rubber band, and a hockey ticket, they will not

be able to stop a runaway locomotive.

Firearms
Step: Rank+DEX
Action: Standard Karma: No
Strain: (0 Tier: Novice

The character makes an attack in ranged
combat against an opponent by using a rifle,
pistol, or other weapon that fires projectiles
using gunpowder, magnetic acceleration, or
other non-mechanical propulsive force (bows use
a stretched string, which is mechanical force).
The character makes a Firecarms Test against
the target’s Physical Defense. If successful, the
attack hits the target, and the character makes a
Damage Test for the weapon used. See Ranged
Attacks (pg.251) for more information.

Default: Yes

First Impression
Step: Rank+CHA
Action: Standard Karma: No

Strain: 0 Tier: Novice

The character favorably impresses a
Gamemaster character that has just been met
for the first time. Make a First Impression
Test against the target’s Social Defense. If
successful, the target’s Attitude improves toward
the character by one degree (a Neutral character
becomes Friendly; an Unfriendly ~character
becomes Neutral; and so on).

With three or more successes, Attitude
improves by two degrees. The new Attitude
may change for better or worse through future
interactions, but reverts back to the original level
at a rate of one degree per day. Any hostile
act the character commits against the target
immediately erases the impression. The character
may only attempt to use this Skill once against
any given character.

Fishing
Step: Rank+PER
Action: Sustained Karma: No
Strain: 0 Tier: Novice

The character knows how to catch fish in
lakes, rivers, or seas using a variety of methods,

Default: Yes

Default: No

including fishing nets and rods. The Target
Number for Fishing Tests ranges from 3 to %0,
as determined by the Gamemaster according to
where the character is fishing and what might be
available to catch. Each use of this Skill takes
four hours. Each success scored catches enough
fish to feed one person for one day. Use of this
Skill requires a fishing kit or similar equipment

(see the Equipment chapter, pg.273).

Flirtin

Step: Rank+CHA
Action: Sustained Karma: No

Strain: ( Tier: Novice

The Flirting Skill combines elements
of flattery, intense attention, and clever word-
play to start a relationship with another person.
Flirtatious behaviour accents conversations with
hints of romance. The character makes a Flirting
Test against the target’s Social Defense. A single
success intrigues the target. He or she wants
to spend more time with the ﬂirting character,
trying to learn more about him or her. With two
successes, the character gains the target’s full
attention. He or she wants to spend almost all
available time with the character. Three successes
leaves a lasting impression on the target.

He or she will try to follow up on the
relationship, seeking to continue and deepen
it. Four or more successes means the target is
completely smitten. They cannot get enough of
the flirting character. The Skill’s effect fades
after one week, but another successful Flirting
Test could start it all over again.

Default: Yes

Forge Armor
Step: Rank+PER
Action: Sustained Karma: No
Strain: 2 Tier: ]ourneyman
The character must already know the
Craft Armor Skill to learn this Skill. The
character improves the Armor Rating of armor
or shields. The work must be carried out at a
properly-equipped forge or workshop. This work
cannot be performed in the field. The work
takes one week, after which the character makes
a Forge Armor Test against a Target Number of
6 plus the number of forge enhancements the
item has received. Thus, if the item has already

Default: No
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been enhanced twice, the Targct Number would
be 8. If successful, the character improves the
item’s Physical or Mystic Armor Rating (choose
one) by +]. On a Rule of One result, the smith
destroys all enhancements made to the armor.
There may be other detrimental effects at the
Gamemaster’s discretion. The Skill can be used
on mundane or magical armor or shields.

The character cannot forge a total
bonus higher than their Forge Armor Rank.
For example, a character with Forge Armor at
Rank 4 can perform increases to a total of +4
(between Physical and Mystic Armor), regardless
of whether they forged the previous increases.

The services of armorers can be bought in
larger cities, but the more skilled the armorer,
the higher the cost. The typical cost is £50
times the armorer’s Rank in Forge Armor per
attempt. It is typical for half the fee to be paid
up front, with the rest paid on delivery after
successful use of the Skill.

Forge Device
Step: Rank+PER
Action: Sustained Karma: No
Strain: 2 Tier: Journeyman
The character must already know the Craft
Device Skill to learn this Skill. Forge Device
allows the user to improve the effectiveness of
Weird Science devices. The work must be carried
out at a properly-equipped forge or workshop.
This work cannot be done in the field. The work
takes one week, after which the character makes a
Forge Device Test against the current Effect Step
of the device plus the number of enhancements
the device has received. Thus, if the item had an
original Effect Stcp of 8, and has alrcady been
enhanced twice for a total Effect Step of 10,
the Target Number would be 12. If successful,
the character improves the device’s Effect Step
by +]. On a Rule of One result, the character
destroys all enhancements made to the device.
There may be other detrimental effects at the
Gamemaster’s discretion. Characters can only
Forge the sort of Devices they can Craft. Thus,
a Heron specializing in clockwork devices would
be unable to Forge a living Device grown by a

Promethean. See the Magic chapter (pg.333)

Default: No
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for more information on the specializations of

Weird Science Lodges.

Forge Firearm
Step: Rank+PER

Action: Sustained Karma: No

Strain: 2 Tier: Journeyman

This Skill applies only to gunpowder-
based projectile weapons. Samsut weapons
requirc Forge Device, as their function relies on
Weird Science.

The character must already know the
Craft Firearm Skill to learn this Skill. Forge
Firearm allows the user to improve the Damage
Step or rate of fire of personal firearms, such as
pistols or rifles. This Skill cannot be used on
weapons that require the Gunnery Skill to fire.

The work must be carried out at a
properly-equipped forge or workshop, and cannot
be performed in the field. The work takes one
week, after which the character makes a Forge
Firearm Test against the current Damage Step
of the gun plus the number of enhancements
the gun has received. Thus, if the gun had an
original Damagc Step of 8, and has already been
enhanced twice for a total Damage Step of 10,
the Target Number would be 12. If successful,
the character improves the guns Damage Step
by +1. With three successes, the character can
choose instead to improve the gun’s Rate of Fire
by +]. On a Rule of One result, the character
destroys all enhancements made to the gun.
There may be other detrimental effects at the
Gamemaster’s discretion.

Default: No

FOf c WCQE
Step: Rank+P
Action: Sustained Karma: No
Strain: | Tier: ]ourneyman
The character must already know the Craft
Weapon Skill to learn this Skill. The character
can improve the Damage Step of an impact
or mechanical weapon, including melee, missile,
and thrown weapons, but not firearms, Weird
Science weapons, or ammunition of any sort.
The work must be carried out at a properly-
equipped forge or workshop, and cannot be
performed in the field. The work takes one
week, after which the character makes a Forgc

Default: No
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Weapon Test against a Target Number of 6 plus
the number of forge enhancements the weapon
has received. If successful, the weapon’s Damage
Step is increased by +].

This Skill can be used on mundane or
magical weapons.

Characters  cannot forge a weapon’s
bonus higher than their Forge Weapon Rank.
For example, a character with Forge Weapon
at Rank 4 can perform increases up to +4 and
no further, regardless of whether they forged the
previous increases.

The services of smiths can be bought in
larger cities, but the more skilled the smith, the
higher the cost. The typical cost is 50 times
the smith’s Rank in Forge Weapon per attempt.
It is typical for half the fee to be paid up front,
with the rest paid on delivery after successful use

of the Skill.

Forge
Step: Rank+DEX Default: No
Action: Sustained Karma: No

Strain: Tier: Novice

Forgers create false papers, legal
documents, and correspondence. A character with
the Forgery Skill can forge artwork if they also
have the appropriate Artist Skill. For example,
a character with the Forgery and Artist (Painter)
Skills could fake the work of a famous master.
Creating a forgery takes two to five times as
long as creating the original. For example, a
letter jotted hastily in a few minutes might take
nearly an hour to forge. The character makes a
Forgery Test, the result becoming the Target
Number for attempts to detect the forgery. Use
of this Skill requires materials appropriate to the
item being forged.

Fren?'
Step: ank+DEX Default: No
Action: Standard Karma: Yes

Strain: | (per attack; see text) Tier: ]ourneyman
The character makes multiple frenzied
attacks in close combat in the same round. The
player declares how many attacks to attempt
before making any Attack Tests, to a number
equal to the character’s Frenzy Rank, taking 1
Strain per attack declared before making any

Tests. The character then makes Frenzy Tests
as Attack Tests in close combat until the
declared number of attacks has been made. The
Frenzy continues only as long as the character
successfully hits. If an attack misses, the series
and the Frenzy end, though the character still
takes the full amount of Strain based on the
declared number of attacks.

Frenzy cannot be combined with Skills
that allow additional attacks in close or ranged
combat, such as Second Attack, Swift Kick, or
Momentum Attack.

Frighten
Step: Rank+WIL
Action: Standard Karma: Yes
Strain: Tier: Novice

The character scares another by staring
silently into the target’s eyes and making a
Frighten Test against the target’s Mystic Defense.
If successful, the target becomes frightened and
suffers a -1 penalty to all Action Tests for each
success generated by the character. The target
remains afraid for a number of rounds equal
to the character’s Frighten Rank. Each round,
the target may make a Willpower Test against
the character’s Frighten Step. If successful, the
target throws off the effect. Renewing the effect
after a target has shaken it off requires an extra
success.

Gamblin
Step: Rank+PER  Default: Yes
Action: Sustained Karma: No
Strain: Tier: Novice

The character understands games = of
chance, and knows how to figure the odds. Make
an opposed Gambling Test against a game
opponent, with the higher Test result winning
the round. Make the Gambling Test against the
Mystic Defense of the dealer, croupier, or house
if gamb]ing at a casino or other table-based
establishment. Note that three straight successes
will attract unwanted attention.

Default: No
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Graceful Exit
Step: Rank+CHA
Action: Standard Karma: No

Strain: 0 Tier: ]ourneyman

The character escapes from combat or
social conflict by distracting their opponents,
making a Graceful Exit Test against the highest
Social Defense among the target group, +l
for each additional character. If successful, the
character makes good their escape, immediately
moving their Full Movement away from the
combat. The character may not take any actions
other than movement or the Skill’s effect ends.
For each additional success generated on the
Graceful Exit Test, the character can extend
the effect to cover another character. The same
restrictions apply: if any character involved takes
an action that breaks the Skill's effect, it is
ended for everyone.

Those characters bedazzled by the
character’s sudden departure may take no direct
action against anyone under the Skill’s effect
for a number of rounds equal to the character’s
Graceful Exit Rank. If anyone affected by this
Skill returns to the combat after having made a
Graceful Exit, the opponents who were originally
targeted become enraged. If possible, they will
try to attack the offender in preference to others,
and are immune to all Interaction Tests made
against their Social Defense to influence them
otherwise. Their anger and outrage gives them a
+] bonus to any Action Tests they make against
the offender.

Default: No

Cunner
Step: Rank + PER Default: No
Action: Standard Karma: No

Strain: ( Tier: Novice

The character knows how to load, aim,
fire, and maintain heavy weaponry, such as
artillery pieces and ship’s guns. The character
makes a Gunnery Test against the target’s
Physical Defense. If successful, the shot hits the
target, and the character makes a Damage Test
based on the gun’s rating. Note that most heavy
weapons require extra Gunnery Tests to prepare
the weapon for firing. See the Combat chapter
(pg-229) for more information.
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Hagﬁle
Step: Rank+CHA
Action: Sustained Karma: No
Strain: Tier: Novice

The character makes a deal more to their
own advantage when selling or buying goods by
making a Haggle Test against the customer’s or
merchant’s Social Defense.

If successful, the price rises or falls by
5 percent of the goods’ cost per success in
favor of the character. Merchants or customers
can make Haggle Tests to readjust the price in
their favor. The character may make a number
of Tests per transaction equal to their Haggle
Rank. However, as soon as a character on either
side of the bargaining fails a Haggle Test, their
bargaining stops. The other side may continue
to Hagg]e as long as they have Tests left and
do not fail a Test. On a Rule of One result,
the price is driven to the failing character’s
disadvantage by 20% and all bargaining ends.

Haggle can also be used to get a
better price for stolen or illegal goods. ghady
merchants usually buy stolen or illegal goods
for a base 10 percent of their value (see the
Equipment chapter, pg.273). What constitutes a
transaction may vary from a single ring to an
entire chest of jewelry. The character can only
use the Hagg]e Skill on one transaction per day
against a particular target.

Heal Animal Companion (Magic)
Step: Rank+TOU Default: No
Action: Standard Karma: No
Strain: 0 Tier: ]ourneyman
The character heals a Loyal animal
companion, spending one of their own Recovery
Tests to make a Heal Animal Companion Test,
and reducing the animal’s Current Damage by
the result.

Default: Yes

Hearteniné Laugh
HA

Step: Rank+ Default: No
Action: Simple Karma: Yes
Strain: | Tier: Novice

The character bolsters morale by directing
a booming, mocking Iaugh at their opponents.
The character makes a Heartening Laugh Test
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against the highest Social Defense among all
opponents within earshot.

If successful, any characters Friendly (or
better) to the character and who hear the laugh
add the character’s Heartening Laugh Rank to
any Willpower Tests made to resist the effects
of Fear or Intimidation caused by the character’s
opponents for a number of rounds equal to
the Heartening Laugh Rank. On a Rule of
One result, the opponents gain +] to Fear and
Intimidation Tests for a number of rounds equal
to the character’s Heartening Laugh Rank.

Huntin
Step: Rank+DEX Default: No
Action: Sustained Karma: No

Strain: 0 Tier: Novice

The character knows how to find and kill
game animals in wilderness areas. The Tar;et
Number for Hunting Tests ranges from 5 to 12,
as determined by the Gamemaster based on the
terrain. Suggested Target Numbers for hunting
in various areas of the Gruv are shown below.
Barren arcas may not support wildlife at all. A
character cannot successfully hunt for food in
these areas.

Each use of the Hunting Skill takes four
hours. The Test result determines the amount
of food captured. Each success provides enough
meat to feed one person for one day. At the
Gamemaster’s discretion, characters who follow
certain Professions or know related Skills may
gain a bonus to Hunting Tests for creative
use of their other abilities, such as using the
Tracking Skill. The recommended bonus is +1
Step added to the Hunting Test per success

scored on the relevant ability.

Hunting Table

Target Number

Terrain

(Western Forest
Eastern Alpine Forest
Central Plains
Southern Scrublands
Mountains, lowland
Mountains, highland

\O | |CO(NINO |n

Hypnotize
Step: Rank+CHA
Action: Standard Karma: No

Strain: | Tier: ]ourneyman

The character mesmerizes another character,
making the target susceptible to persuasion. The
target must be within 10 yards of the character
and in a state where they are not distracted. For
example, a target involved in combat cannot be
hypnotized. The character makes a Hypnotize
Test against the target’s Social Defense. If
successful, the target’s Attitude improves toward
the character by one degree, to a maximum of
Friendly. While hypnotized, the target remains
placid, unless attacked.

Over a number of minutes equal to
their Hypnotize Rank, the character can make
post-hypnotic suggestions to the target. The
character makes as many Interaction Tests as
required against the target’s Social Defense, with
successful Test Results persuading the target to
perform the suggested actions. The target will
carry out any actions to which they agree while
under the Skill’s effects, as long as the actions
can be completed within a number of hours
equal to the character’s Hypnotize Rank after
the hypnosis session ends. A character can only
be affected by a single Hypnotize effect at a
time. This Skill does not require the character
to be able to speak with the target, merely to
hold his attention long enough to exercise the

Skill’s effect on him.

Default: No

Nige] the Dodger successfully
hypnotizes an off-duty guard in a pub. He
improves the guard’s Attitude and uses
a little persuasion to get what he wants.
While hypnotized, the guard agrees to let
Nigel into the warehouse he guards as
long as the Dodger brings some beer to
share. Nigel knows Hypnotize at Rank 3,
so the effect lasts for three hours. At the
end of that time, the guard will come to
his senses.

While he may not blame the Dodger
for having tricked him, he will no Ionger
be bound by any promises made while
under the Skill’s effects. Nigel had better

get round to the warehouse with the beer
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double quick if he wants to pick tbrougb
its contents while the guard enjoys his pint.

Impressive Displa
Step[:) Rank+CHA Py
Action: Simple Karma: No

Strain: | Tier: Novice

The character impresses another character
with a display of Skill. The display can use any
Skill, as long as the target character observes
it. Most characters will use a display that fits
their style. A Big Game Hunter, for example,
will perform a called shot, while a Journalist will
write a stirring epic, and a Military Officer will
cut the buttons off an opponent’s coat with his
or her saber.

The character uses the appropriate Skill
for the chosen display. If the Skill Test is
successful, the character makes an Impressive
Display Test against the target’s Social Defense,
with a +2 bonus per success from the original
display. If successful, the target becomes favorably
impressed and the character adds +] per success
of the Display Test to any Interaction Tests
made against the target for a number of hours

equal to the Impressive Display Rank.

Default: No

Inspire Others
Step: Rank+CHA
Action: Standard Karma: Yes
Strain: 0 Tier: Journeyman
The character inspires their companions,
raising  spirits and boosting morale. The
character speaks inspirational words, then makes

Default: No

an Inspire Others Test against the highest Social
Defense among the target group, +] for each
additional character, targeting Friendly characters
only. If successful, all affected characters add +1
to Social Defense and gain a +] bonus to their
Action Tests for each Success achieved. The
Skill effect lasts for a number of rounds equal
to the character’s Inspire Others Rank.

Knowledge
Step: Rank+PER
Action: Standard Karma: No

Strain: Tier: Novice

The character is familiar with a specified
topic, having studied it deliberately and for some
time. The precise definition of any particular
Knowledge Skill is determined by the player,
keeping in mind that all Knowledge Skills
are subject to the Gamemaster’s approval. A
Knowledge Skill may cover broad areas of
knowledge, meaning that the character knows
a little bit about a lot of things, or they may
have more focused knowledge, giving them
more detailed knowledge within a smaller
area of expertise. While the area of expertise
is determined by the player, the Gamemaster
determines how applicable the knowledge is to
the question at hand.

Examples of Knowledge Skills that might
be appropriate or useful for characters are listed
below, with definitions of how they can be
used. See Knowledge Skills (pg.l72) for more

information on how they work.

Default: No

Example Knowledgde Skills

Skill Definition

Animal Husbandry

The character knows how to manage livestock, including basic care, feeding,
breeding, and herd management.

Aviation History

The character can recall stories of famous aviators, details of their aircraft, and
possibly remember a situation similar to the current predicament and the solu-
tion that was tried at that time.

Botany

to a Physician Test.

The character knows quite a bit about plants and their uses. Identifying a plant
requires only one success. Knowing how to prepare it for eating or medicinal use
takes two or more successes. Extra successes past two can be used as +] bonuses
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Skill

Definition

Building Security

The character knows what sort of means a building or other structure might have
for its defense, ranging from guard patrols to bars on the windows to locks on
the doors. Successes with a Knowledge (Building Security) Test can be applied
to dodging guards, having the right tools along for the job, and gaining steps on
Lock Picking and similar Tests from having studied the possible systems.

Chemistry

Airship Pilots use this for managing the Kipp apparatus that generates hydrogen
for the ship’s gasbag. The Skill can be applied to other operations aboard an
airship, such as using the leftover acidic effluent to flush the ship’s sanitation
system or clean the engine stack. Doctors use this to compound medications,
extract pharmaceutical components from plants and other materials, and for
diagnostic chemical analysis. For example, a Doctor could use this Skill to try
and determine the nature of a poison from a patient’s blood sample.

Court Protocol

The character knows the procedures for handling situations in the courts of the
nobility, not just of the royalty but of the dukes and counts and barons as well.
The character may make a Knowledge Test to know when and how to file the
appropriate paperwork to bring business before a noble in court. They may use a
Knowledge Test against the Social Defense of another person to embarrass them
in court, pointing out an error in procedurc or directing attention to the person
when they don’t want it.

Finance

The character understands how the monetary system works, and how businesses
and governments use capital and the flow of money to operate. The character
may make a Knowledge Test to analyze possible returns from an investment,
determine the risk of a business transaction, predict the performance of a govern-
ment bond issue, or find patterns in the flow of money that can be turned to an
advantage. Given access to financial data, the character may check over the books
to see if all is in order, and spot problems, such as embezzlement or hidden
resources. Applying this Skill to a business investment improves the chances of
return, and increases profit by 5% per success.

Ceography

Characters can use this Skill in place of a map in familiar areas, and can apply
successes from a Test as +1 bonuses to Navigation Tests. The Skill can also be
used to find shelter from weather conditions, predict the likelihood of villages
that are not yet on the map, and otherwise make educated guesses about the land
and what lies on it.

Law

The character has learned a good deal about the legal system of a culture, as-
sumed to be their own unless specified. Knowing the laws and legal processes
of more than one culture requires separate Knowledgc (Law) Skills for each.
The character may make a Knowledge Test to know the regulations concern-

ing a specific action, area, or item, such as the penalty for a crime, the zoning
restrictions for a neighborhood, or the standards of measure and quality for a
trade good. A Test may also be made to cither prosecute or defend in a legal
action, such as filing a complaint with the authorities, or resolving a civil suit or
criminal charges in a court of law. The Target Numbers for these Actions will

vary considerably, and will be assigned by the Gamemaster according to context.
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Skill

Definition

Mathematics

The character is well versed in the science of numbers and logic. The character
may make a Knowledge Test any time higher order math is applicable, such as
designing an algorithm for an Engine, calculating the load balance for an airship,
or working out the probable return on an investment based on previous financial
performance information. The character may add +1 per success to a related Skill
Test, such as Engine Programming, Pilot Airship, or Knowledge (Finance).

Music

The character is well versed in the popular music of their time and place,

and may be familiar with music from previous eras or other cultures. Make a
Knowledge Test to recall the Iyrics or tune of a popular song, the name of the
composer of a piece heard or referred to, or to know who's performing locally
ithis week.

Natural Philosophy

Later known as Physics, the Natural Philosophy Skill acquaints the character
with the workings of reality and an understanding of natural forces, such as
electricity and gravity. The character may make a Knowledge Test to predict
whether a person will survive leaping off a building based on the height of the
drop, advise the person as to how large a bed sheet they will need to act as a
makeshift parachute, and predict where the person will land. This Skill may be
used as a general physical sciences ability, to put to use any mechanical force,
from heat to light to wound-up springs. Note that a Clockwork, Field Engineer—
ing, or Craftsman Skill will be needed to actually construct a device applying the
physical science principles.

Politics

The character understands the system of governance, and the difference between
the official structure and the way things actually get done. With a Knowledge
Test, the character can figure out who to buttonhole at a party, or approach at
their club, to help move a political action along. Using a Knowledge Test against
a government official’s Social Defense, the character can play on the official’s
standing and relationships with other officials and persons of importance to curry
favor, build a contact, or convince the official to take a specific action in the
course of their daily work.

Secrets of the Aristocracy

The character can make a Knowledge Test against the Social Defense of anyone
with a Social Level of 4 or 5, at a +I Step bonus if the person holds a title, to
know something about the person that they'd rather not have noised abroad. The
number of successes determines the degree of the secret. On a single success,
the person would be annoyed if it became known. On two successes, a minor
scandal could erupt. On three successes, a major scandal would arise, which
could cost the person their current position and standing. On four or more
successes, the secret is so dire that if revealed, the person would have to go into
exile, or risk being imprisoned or executed. What use the character makes of this
secret is up to them, but care should be taken, as other aristocrats will have this
Knowledge Skill as well, and may use it in retaliation if offended.

Sport

The character is well versed in the spectator sports popular in the culture and
time period. With a Knowledge Test, the character can discuss team performance,
know the history of a racehorse, or make an educated guess as to who will win
the upcoming match. Multiple successes on the Test can be used as +] bonuses

per success for Cambling Tests in regard to the event.
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Definition

Telegraphy

The character understands how information can be sent as coded electrical signals
across wires. This Skill includes knowledge of Morse Code and other algorithms
used for transmission of data. The character may make a Knowledge Test to in-

fterpret a transmitted message, encode a message for transmission, send a message

using telegraphic equipment, make basic repairs to the equipment, and identify
the various components of a telegraphic system.

This Skill can be used to

Trade Routes The character knows what firms and independent merchants are doing business,

what they are buying and selling, and the paths by which they move their goods.

source or buyer for goods,

help find employment, locate a merchant, locate a
and other related business actions.

Weather Pilots may make a Knowledge Test to avoid potential storms, to take advantage
of prevailing winds, and to generally make use of the weather. A Test may also
be made to predict what sort of winds and weather might be encountered in a

remote area, based on maps, charts, and other information.

can be made to determine
educated guess as to what
what hunting methods are

Wild Animals The character knows the wildlife of the area and its habits. A Knowledge Test

successes can be applied to a Hunting Test at +] Step per success.

what wild animals might live in an area, to make an
animal left tracks or lives in a burrow, or to know
the most effective against a particular species. Extra

Lasting [mpression

Step: Rank+CHA Default: No
Action: Standard Karma: Yes
Strain: 0 Tier: Novice

The character impresses a group of
characters when taking leave of the group.
The character strikes a dramatic pose and/
or makes a short impassioned soliloquy, then
makes a Lasting Impression Test against the
highest Social Defense among the target group,
+] for each additional character. If successful,
a powerful image of the character is imprinted
in the targets’ minds. The character adds their
Lasting lmpression Rank to Interaction Tests
made against the affected characters for a number
of weeks equal to their Lasting Impression Rank.
Once impressed, a target cannot be affected by
the same character until the Skill's duration
expires. If the character is seen by any of the
target characters within one day of departure
after using this Skill when leaving the group,
the effect ends.

Leadership

Step: Rank+CHA Default: No
Action: Sustained Karma: Yes
Strain: ( Tier: Journeyman

The character leads a group  of
Gamemaster characters no larger than the
character’s Leadership Rank %20 members by
giving a short speech, then making a Leadership
Test against the highest Social Defense among
the target group. If successful, characters with a
Neutral attitude or better towards the character
will follow the character’s lead. The number
of successes determines the Skill's effect and
duration. A single success means the target
group treats the character as their leader for
the Leadership Rank*10 minutes. Two successes
means the target group follows the character
for Leadership Rank hours. Three or more
successes means the target group treats the
character as their leader for Leadership Rank
days. While under the character’s leadership,
the target characters will follow the character
and accept the character as their commander.
This grants the character an authority typical to
being their designated commander in a military
environment, but can be used in other situations,
such as being a superior in an administration or
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a foreman in construction. If the character causes
any individual to change their Attitude to worse
than Neutral, the effect of the Skill ends for that
individual, but not for the rest of the group.

Life Check
Step: Rank+TOU
Action: Free Karma: No
Strain: Tier: ]ourneyman
The character gains a last chance to avoid
dying. When the character’s Current Damagc
equals or exceeds their Death Rating, they make
a Life Check Test against a base Target Number
of 8, plus the difference between their Current
Damage and their Death Rating. If successful,
they spend a Recovery Test, gaining +] step per
success on the Life Check Test, and reduce their
Current Damage by the result. If the character’s
Current Damagc is reduced below their Death
Rating, they have cheated death and survive
to adventure another day. This Skill may be
used repeatedly in a single scene, as long as the
character has Recovery Tests available and does
not fail the Test. An ordinary Test failure does
not prevent the application of other means that
prevent the character from dying. A Rule of One
result means that the character has died and is
beyond any possible recovery. This Skill cannot
be used if the character has no Recovery Tests
remaining for the day.

Default: No

Lifesi Rght (Magic)
Step: nk+PER
Action: Simplc Karma: No
Strain: | Tier: ]ourncyman
The character can see the strength and
composition of another being’s life force by
making a Lifesight Test and comparing the result
against the Mystic Defense of each living being
within eresrght Rankx10 yards. If successful
the character can see that targets life force,
which appears as an interpretation of their astral
imprint, for a number of rounds equal to the
character’s Lifesight Rank, and gains qualitative
information about it. A vibrant, healthy life force
appears as a strong but delicate latticework of
light and opalescent force. Weaker life forces are
dimmer, and parts of the latticework may appear
warped or broken. The life force of a character

Default: No
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near death shows almost no visible latticework,
just a few disconnected bright spots, one or
more of which is fading.

A character can use Lifcsight to view
a target’s life force through solid, non—living
objects. For example, a character could see the
life forces of people hiding behind a brick wall,
but not someone hiding inside the bole of a
tree.

Lion Heart
Step: Rank+WIL
Action: Free Karma: No
Strain: (0 Tier: Journeyman
The character’s resolve improves, allowmg
them to use their Lion Heart Stcp in place
of their Willpower Step when making Tests to
resist the effects of any Skill, spell, or ability
that allows a Willpower Test to shake off the
effect.

Lip Readin
Step: Rank+CHA
Action: Standard Karma: Yes
Strain: | Tier: Novice

The character cavesdrops on a conversation
by watching the target character’s lips move and
making a %ip Rcading Test against the target’s
Social Defense. If successful, they are able to
read what the speaker is saying for a number of
minutes equal to the Test Result, as Iong as thcy
can see the target’s lips. The character must be
able to understand the language being spoken to
make sense of the conversation. If they don’t,
the character can phonetically sound out what
the target is saying, allowing someone nearby
who can understand the language to translate.

Lock Pickin
Step: Rank+DE
Action: Standard Karma: No
Strain: Tier: Novice

The character uses a set of lock picks
to open locks by making a Lock Picking Test
against the lock’s Rating. If successful, the lock
opens. The character may attempt to open the
same lock a number of times equal to their
Lock Picking Rank. Should all the attempts

fail, or any attempt end in a Rule of One result,

Default: No

Default: No

Default: No
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the character cannot open that lock until they

increase their Lock Picking Rank.
Lon% Shot

Step: ank Default: No
Action: Simple Karma: No
Strain: | Tier: Journeyman

The character increases the effective
range of their weapons, allowing them to hit
targets beyond the normal distance allowed for
the ranged weapon. When used, the ranges of
firearms are extended by 4 yards times the Lon
Shot Rank, missile weapons are increased by g
yards times the Long Shot Rank, and throwing
weapons by 2 yards times the Long Shot Rank.

A character with Rank 6 in Long
Shot can activate the Skill and extend the
ranges of a short bow to 60 yards for
short range and 90 yards for long range.
A tbrowing axe would have its short range

extended to 24 yards and its long range to
36 yards.

Magic Theory
Step: Rank+PER
Action: Standard Karma: 0
Strain: 0 Tier: Initiate

The character gains a greater understanding
of the mysteries and applications of magic. This
includes the ability to read and write magical
writing, such as that found in grimoires or
magical glyphs. For each page or set of glyphs
that the character is attempting to translate,
make a Magic Theory Test against the Writing’s
Target Number, determined by the Gamemaster.
The number of successes determines how well
the character understands the content. A single
success allows the character to understand the
basic gist of the text, but not any subtle or
complex ideas it contains. Two or three successes
allow the character to understand the subtleties of
the text, though obscure clues or riddles might
be misinterpreted. Four or more successes mean
the character completely understands content,
easily deciphering any hints, clues, or hidden
meanings.

This Skill also allows magicians to learn
new spells. A magician can attempt to learn a

Default: No

spell by making a Magic Theory Test against
the spell's Learning Difficulty. If successful, the
magician has learned the spell and can write it
in their grimoire. The magician can learn only
one spell per day at no cost. More spells may
be learned by sacrificing Recovery Tests. For
each Test sacrlflced the maglcmn may make
an additional Magic Theory Test. See Learning
New Spells ( pg- .361) for more information on
learning and scribing spells.

ther functions of this Skill include
identifying spells (Target Number equal to the
Dispel Target Number, with a +4 bonus if it
is from the magician’s type of magic - Mage,
Priest, Weird Science), and creating new Known

As Variants (KAVs) of spells.

Maneuver
Step: Rank+DEX Default: No
Action: Simple Karma: No

Strain: | Tier: Novice

The character takes uses fancy footwork
and mobility to gain a superior position against
their opponent. The character makes a Maneuver
Test against the targct’s Physical Defense, and
gains a +2 bonus for each success on their next
close combat attack against that opponent.

Map makm§
Step: Rank+PER
Action: Sustained Karma: No
Strain: ( Tier: Novice

To get where they want to go and avoid
unsafe spots, characters traveling over land need a
map. Characters can create maps in two ways: by
copying an existing map or drawing an original
map. To draw an original map, a character must
have traveled over the area they are mapping. The
character makes a Mapmaking (7) Test. This
must be accompanied by successful Navigation
Tests (pg.Z”) to keep track of position, unless
the map is for a very small arca.

To copy an existing map, the character
makes a Mapmaking (5) Test. The Success
Level of the Test determines the quality of
the map produced. A single success yields a
functional map with a few basic details and
landmarks. Two or three successes yields a map
that characters can use with a sextant or other

Default: No
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navigational tool. Four or more successes yields
a highly accurate map that gives a +] bonus to
any Navigation Test made using it.

Mapmaking is a Craftsman Skill, but can
be used as an Artist Skill.

Mechanic
Step: Rank+PER
Action: Standard Karma: No
Strain: 0 Tier: Novice

The character can build and repair
machinery, ranging from small devices such as
sewing machines up to locomotives and steamship
engines. The character makes a Mechanic
Test against a Target Number determined by
the Gamemaster according to the complexity
of the task and the availability of the proper
tools and parts. On a success, the character
puts together or repairs the target machinery.
Additional successes may be used to improve
the function of the machine. On a Rule of One
result, the character fails to accomplish the task,
and damages at least one tool or vital part. Note
that Working on some machinery, such as an

airship’s Kipp apparatus, may require additional
Skills, such as Knowledge (Chemistry).

Melee Weapons
Step: Rank+DEX
Action: Standard Karma: No
Strain: 0 Tier: Novice

The character makes a direct physical
attack in close combat against an opponent with
a hand-held weapon, such as a sword, axe, or
dagger. The character makes a Melee Weapons
Test against the target's Physical Defense. If
successtul, the attack hits the target, and the
character makes a Damage Test for the weapon
used. See Melee Attacks (pg.229) for more

information.

Mimic Voice
Step: Rank+CHA
Action: Simple Karma: No
Strain: ( Tier: Novice

The character imitates a voice currently
being heard by making a Mimic Voice Test
against the speaker's Social Defense. If
successful, the character learns the voice and

Default: No

Default: Yes

Default: No
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can mimic it for a number of hours equal to
their Mimic Voice Rank. When attempting to
fool others, the character makes a Mimic \;goice
Test, the result being the Detection Difficulty
for any Tests made to detect the mimicry. If the
character does not understand the language of
the person whose voice they are trying to copy,
the Skill produces the equivalent of baby babble
to those hearing it. The sounds are right, but
the words don’t mean anything.

Missile Weapons
Step: Rank+DE
Action: Standard Karma: No
Strain: ( Tier: Novice

The character makes an attack in ranged
combat against an opponent by using a bow,
crossbow, atlatl, or other weapon that fires
projectiles using mechanical force. The character
makes a Missile Weapons Test against the
target’s Physical Defense. If successful, the
attack hits the target and the character makes a
Damage Test for the weapon used. See Missile
Attacks (pg.251) for more information.

Default: Yes

Momentum Attack
Step: Rank+DEX
Action: Simplc Karma: No

Strain: | Tier: ]ourneyman

The character makes an additional close
combat attack while the opponent recovers from
the first blow. If the character achieves one extra
success on a close combat Attack Test against
an opponent, they may make a Momentum
Attack against that opponent.

After resolving the damage from the
first attack, the character makes a Momentum
Attack Test against their opponent’s Physical
Defense. If successful, they make a Damage
Test as normal. Damage bonuses applied to the
initial attack do not carry over. For example, if
the character uses Crushing Blow with the first
attack, thcy do not add that damage bonus to
the Momentum Attack, though they may use
Crushing Blow again. This Sgkill can only be

used once per round.

Default: No
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Mount Attack

Step: Rank Default: No
Action: Simple Karma: No
Strain: | Tier: ]ourneyman

The Mount Attack Skill allows a character
to increase the accuracy of their mount’s attacks.
The character must be riding the mount for it to
benefit from this Skill. The character adds their
Mount Attack Rank to the mount’s Attack Test.

Navigation
Step: Rank+PER
Action: Sustained Karma: No

Strain: 0 Tier: Novice

The character can read maps, chart courses,
and travel safely: on land, on sea, or in the sky,
minimizing environmental challenges and other
hazards. To pinpoint their location, navigators
must be able to see the sky and must possess a
set of navigator’s charts. Navigation often relies
on the movement of the sun, the constellations,
and similar astronomical phenomena for
direction. Consequently, navigation is most
effective on clear nights when the stars shine
brightest, or during the clay when the sun can be
sighted upon at specific times.

The character spends ten minutes
determining their current position and makes
a Navigation Test against a Target Number
determined by the Gamemaster, based on
the Navigation Table (below), and modified
depending on the circumstances. Incomplete
or inaccurate charts can increase the Target
Number by +1 to +3.

The Test Result determines the character’s
accuracy. A single success gives a position
accurate to within 10 miles. Two successes yields
one accurate within O miles. Three successes
locates the character within 2 miles. Four or
more successes places the navigator within a
mile of their target location.

If the Test fails, the character inaclvertently
plots a destination 20 to 25 miles wide of
their intended destination. They only recognize
their mistake if they make another Navigation
Test that yields a better result, or arrive at
the destination and realize that it's not the
place where they intended to arrive. A Rule of
One result positions the character more than

Default: No

25 miles away from the intended destination,
completely lost, but adamant that they know
exactly where they are. Any further Navigation
Tests the character makes at that point add +2
to the Target Number per Test (assuming the
character can be convinced to make another Test
by their traveling companions).

Navigation Table

Targgt
Condition Number
Clear night sky, few obstruc- S

tions blocking the character’s
view (on an open plain, for

instance)

Scattered clouds and/or minor 7
obstructions, such as low build-

ings

Partly cloudy or significant 9

obstructions (trees, nearby
mountains, and so on)
Overcast, heavy foliage or other 12
conditions blocking ﬁxe charac-

ter's view of the sky
Severe rainstorm or blizzard 18

blocking the sky

Orbitin S]Fg' (Magic)
Step: Rank+P Default: No
Action: Standard Karma: Yes
Strain: 0 Tier: ]ourneyman

The character summons a spy spirit to
serve as a lookout by making an Orbiting Spy
(6) Test. If successful, the spirit travels in a
circular pattern around the character, up to 20
yards distance, for one hour per success on the
Test. Conjured spy spirits cannot affect or be
affected by the physical world and are immune
to most spells, except those which disrupt or
dispel magic. A character can only have one
orbiting spy active at a time.

Whenever the character wants to use
the spirit to detect something, they make an
Orbiting Spy Test instead of a Perception Test.
If successful, the spy spirit informs the character
of anything unusual it notices. The spirit can be
given specific instructions on what to look for,
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to prevent unpleasant surprises. The character
may direct the spirit to look out for and inform
them of the presence of a number of objects or
creatures equal to their Orbiting Spy Rank. The
spirit will remain on alert for these creatures or
objects, and will notify the character if they are
detected. The Gamemaster makes Orbiting Spy
Tests for the spirit in this instance and advises
the character of the results, if applicable.

Spy spirits can see into the astral plane as
well as the physical world, though this follows
the normal rules for astral sensing (pg.341), so
they can inform the character of anything lurking
around in astral space.

Physician
Step: Rank+PER
Action: Sustained Karma: No

Strain: 0 Tier: Novice

The character diagnoses and prescribes
treatments for injuries and diseases by examining
the patient, then making a Physician Test against
the condition’s Targct Number. If successful, the
character knows what the problem is and how
to treat it.

The character’s Physician Rank is added
to the next Recovery or Resistance Test the
patient makes as applicable. The Gamemaster
determines the Target Number for ailments, with
suggested Target Numbers for common ailments
listed below. A physician can attempt to treat the
same ailment a number of times per day equal
to the number of the patient’s Recovery Tests.

Trcating raw damage is treating an lnjury.
The effect of successful treatment is a Recovery
Test bonus, as noted above. The Physician
Skill can also be used to treat Wounds, which
are treated individually. The physician has to
take time to stitch or bandage each Wound.
Successful treatment of a Wound does not heal
it, but removes its penalty to Recovery Tests,
thereby allowing to heal it faster. See Effects of
Injury (pg.239). Treating Wounds also eliminates

most risks of infection.

Default: No
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Physician Table

Target

Ailment Numgher
Common Cold 4
Injury and Wounds S
Influenza 6
Mild Poison 6
Broken Bones 8
Strong Poison 11
Black Death 15
Picking Pockets

Step: Rank+DEX Default: No
Action: Standard Karma: No
Strain: 0 Tier: Novice

The character combines a deft touch with
misdirection to remove an item from the pocket
or pouch of another character. The character
makes a Picking Pockets Test, the result being
the Detection ]%ifficulty for attempts made to
notice the theft.

Anyone able to observe the character’s
action, including the target character, may
make a Perception Test against the Detection
Difficulty to notice the action immediately after
the act has occurred.

Pilot AirshiE%
Step: Rank+P
Action: Sustained Karma: No
Strain: (0 Tier: Novice
Characters use the Pilot Airship Skill
to maneuver and control Giffards and similar
airships. Under normal circumstances, the
helmsman makes a Pilot Airship Test against
the Maneuverability of the vessel for control. A
success means that the ship can hold position
and course, and does not drift. One extra success
allows the ship to maneuver against the wind in
straight lines. Two extra successes allow the ship
to navigate freely and make complex mancuvers.
The 'I%rgct Number will vary according to
weather, enemy fire, and other circumstances.
See 1879 Gamemaster’s Guide for more details
on airship maneuvering.

Default: No
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Pilot Ship (Sail/Steam)

Step: Rank+PER Default: No
Action: Sustained Karma: No
Strain: 0 Tier: Novice

Characters use the Pilot Ship Skill to
maneuver and control water-going vessels,
cither driven by sail (or oars) or by steam, as
specified in the Skill name in parentheses. (The
differences between sail and steam are significant
enough to require a specialization.) Under
normal circumstances, the helmsman makes a
Pilot Ship Test against the Mancuverability of
the vessel for control. A success means that the
ship can hold position and course, and does
not drift. One extra success allows the ship to
maneuver against the current in straight lines.
Two extra successes allow the ship to navigate
freely and make complex mancuvers.

The Target Number will vary according
to weather, enemy fire, and other circumstances.
See 1879 Gamemaster’s Guide for more details
on ship maneuvering.

Pilot Vehicle
Step: Rank+PER
Action: Sustained Karma: No
Strain: Tier: Novice
Characters use the Pilot Vehicle Skill to
maneuver and control powered land vehicles,
such as steam coaches. Beast-driven vehicles
require the Animal Handling Skill (pg.179).
Under normal circumstances, the pilot makes
a Pilot Vehicle Test against the Manecuverability
of the vehicle for control. A success means that
the vehicle can hold position and course. One
extra success allows the vehicle to make simple
maneuvers. Two extra successes allow the vehicle
to navigate freely and make complex mancuvers.
The T%rget Number will vary according to
weather, enemy fire, and other circumstances.
See 1879 Gamemaster’s Guide for more details

on vehicle maneuvering.

Default: No

Poison Resistance
Step: Rank+TOU Default: No
Action: Free Karma: Yes
Strain: 0 Tier: Novice
The character has increased tolerance of
toxins. They may substitute a Poison Resistance

Test for a Toughness Test against poison,
venom, or other toxic substance.

Read and Write Language

Step: Rank+PER efault: No
Action: Sustained Karma: No
Strain: 0 Tier: Novice

Note: All characters start with this Skill
at a Rank of I, to represent their native language,
unless they are specifically designed as being
illiterate. No Test is required to read or write
in the character’s native language, unless they
become literate after beginning game play.

The character learns to read and write
different languages. Using  this Skill, the
character can learn a number of languages equal
to their Read and Write Language Rank. If they
have not reached this maximum, the character
can attempt to learn a new language by studying
with a tutor literate in the language for at least
one month, then making a Read and Write
Language Test against the language’s Learning
Difficulty. [f successful, the character gains
basic proficiency in the language and notes it
on their Character Record Sheet. If the Test
fails, the character cannot attempt to learn that
specific language again until they have studied
for another month.

The Learning Difficulty for some
languages of Earth and the Gruv are shown
in the Language Table (below). The numbers
reflect the difficulty of learning the base versions
of these languages. Dialects are considered
different languages for the purposes of this Skill
(see below).

When reading a language learned through
this Skill, the character makes a Read and Write
Language Test against the Learning Difficulty of
the language. The success level determines how
well they understand the content.

Simple sentences or ideas, such as
“The mayor’s house lies east of here,” only
require a single success. Histories or legends
containing peculiar idioms or flowery phrases
require two. Manuals or other books filled with
jargon specific to a field of study require three
successes. Understanding scientific treatises on
natural philosophy, or other writings filled with
specialized academic language and abstract ideas,
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may require four or more. Partial successes may
convey more or less detail at the Gamemaster’s
discretion. When writing, use the same process
as for reading, depending on the complexity of
the topic the character is writing about.

Dialects

Languages are often complex and most
possess many different variations, called dialects.
These dialects are sometimes regional, others
by city, or even by neighborhood. The Learning
Difficulty of a dialect is based on the original
language, usually the base TN +2, but higher
difficulties are possible. The character must
know how to read and write the base language
before they can attempt to learn a dialect of
that language. If the character knows the base
language of a dialect, they can communicate,
but their ability to do so may be limited at the
Gamemaster’s discretion.

Language Table

Learning Difficulty

Language
En\g:lish‘*
French
Italian
Polish
Russian
Samsut
Saurid
Spanish

* All characters beginning play with the
English language know the British received-

pronunciation dialect.

Read Ocean
Step: Rank+PER
Action: Sustained Karma: No
Strain: 0 Tier: Novice

The character guides a vessel through
oceanic waters, dealing with both the changing
currents of the open sea and areas closer to
shore which may hide obstacles such as reefs or
sand bars. The character makes a Read Ocean
Test. The Target Number for open water is 7,
with areas closer to shore scaling in difficulty
depending on the coastline. If the Test fails, the

OO0 N[NNI O\ O\ [n

NS

Default: No
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vessel is damaged or encounters some other sort
of trouble.

This Skill can also be used to track
another oceanic vessel, notice approaching ships,
and anticipate features such as upcoming land or
the movements of wildlife and thus good fishing
opportunities. To track another vessel or notice
an approaching ship, the character makes a Read
Ocean Test against the target captain’s Pilot
Ship or Crew Ship Step, whichever is higher,

modified at the Gamemaster’s discretion.

Read River
Step: Rank+PER
Action: Sustained Karma: No

Strain: 0 Tier: Novice

The character guides a riverboat or sailing
vessel through the often treacherous waters of a
river, which can be filled with sandbars, deceptive
currents, and hidden reefs. The character makes
a Read River Test. The Target Number for the
average British or European river is 7, but some
areas are more hazardous. If the Test fails, the
vessel is damaged or encounters some other sort
of trouble.

This Skill can also be used to track another
riverboat along the river, notice approaching
ships, and anticipate features of the river such
as towns, villages, or good places to fish. To
track another riverboat or notice an approaching
ship, the character makes a Read River Test
against the target captain’s Pilot Ship or Crew
Ship Step, whichever is higher, modified at the

Gamemaster’s discretion.

Read Sky
Step: Rank+PER
Action: Sustained Karma: No
Strain: (0 Tier: Novice

The character provides guidance for an air
ship in ﬂight, which can be more treacherous
than sailing a water-bound vessel, as most
airborne obstacles are invisible. Open, cloudless
expanses of sky can have sudden weather shifts,
changes in air currents, and unexpected thermals
and updrafts.

The character makes a Read Sky Test.
The Target Number for open sky on a calm day
is 7, but the difficulty can scale up consideral)ly

Default: No

Default: No
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for adverse weather conditions. If the Test fails,
the vessel is damaged or encounters some other
sort of trouble.

This Skill can also be used to track
another airship by anticipating its most likely
course, notice approaching ships, and anticipate
geographical features of the land below, usually
to find a good place to set down. To track
another airship or notice an approaching ship,
the character makes a Read Sky Test against the
target captain’s Pilot Airship or Crew Airship
Step, whichever is higher, modified at the

Gamemaster’s discretion.

Research
Step: Rank+PER
Action: Sustained Karma: No
Strain: Tier: Novice

The character finds information through
study and investigation, including library
research and following up on rumors and
legends, by making a Research Test against
a Target Number determined by the type of
information sought. The Gamemaster may use
the numbers suggested in the Research Table, or
the guidelines for creatin Target Numbers in
the %879 Gamemaster’s éuide. The number of
successes determines how much information is
obtained. More successes often turns up more
detailed information than the character initially
sought.

Default: Yes

Research Table

Type of

Information Target Number
General =5
Detailed 7
Intricate 9
Obscure 11

Resist Magic

Step: Rank+WIL

Action: Free Karma: No

Strain: | Tier: ]ourneyman
The character attempts to turn aside

magical abilities that target Mystic Defense. Any

time the character is targeted by such an ability,

Default: No

they may make a Resist Magic Test against
their opponent’s Test Result. If successful, the
character channels their mind into a stronger
pattern, preventing the ability from affecting
them. The character can use this Skill a number
of times equal to their Resist Magic Rank each
round, but onIy once against each such effect
directed at them.

Litissthrol, a  Saurid  Shaman,
successfully casts a spell at Garratri, a
Tribal Warrior from a rival tribe, with a
Spellcasting Test result of 16. Realizing
her peril, Garratri makes a Resist Magic
Test to protect herself against the Shaman’s
magical assault, roHing an 18. Success!
Litissthrol’s spell has no effect, Ieaving him
face-to-face with an angry warrior.

Resist Taunt
Step: Rank+WIL
Action: Free Karma: No
Strain: | Tier: ]ourneyman
The character resists the effects of insults
by making a Resist Taunt Test against the
attack’s Test Result. If successful, the character
disregards the insult or jibe and reconsiders their
response at the last instant, negating the effect.
Resist Taunt is effective against Persuasion,
Taunt, Intimidation, and other similar Skills or
Interaction Tests (see the 1879 Gamemaster's
Guide) that target Social Defense. The character
can use this Skill a number of times each round
equal to their Resist Taunt Rank, but only once
per social attack.

Default: Yes

Sergei, a Russian musician, has a
Social Defense of 7. Yvgeny, a Cossack
swordsman, Taunts him, making a quip
about Sergei's grandmother being able to
play better music with a pot and a soup
ladle than Sergei can with his balalaika,
with a Test Result of 4. Sergei chooses to
ignore the Taunt, so he uses his Resist Taunt

kill, rolling a 15 on his Resist Taunt Test.
Success! trumming a complicated set
of chord changes on his balalaika, Sergei
puts on an air of blatant disdain. ngeny,
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realizing  his Taunt has failed, swears a
round oath and stomps away in frustration.

Riposte
Step: Rank+DEX
Action: Free Karma: No
Strain: 2 Tier: Novice

The character uses their melee weapon
to block an opponcnt's melee attack, possibly
turning it back on the attacker. The character
makes a Riposte Test against the opponent’s
Attack Test result. If successful, the character
parries or blocks the attack and avoids any
damage. If the Riposte Test scores any extra
successes, the character counterattacks, making
a Damage Test as normal. Bonus damage from
this counterattack is determined by reducing the
number of successes by one.

Default: No

Lieutenant ~ Gadberry, a  British
infantry officer, is in melee combat with
a Mushkenite swordsman. The Samsut
attacks, and scores a 13 on his Attack Test.
Lt. Gadberry uses Riposte, and rolls a 21 on
his Riposte Test, a total of two successes.
He successfully parries the Mushkenite’s
attack and counterattacks, doing normal
damage. His two successes only count as
one for the purposes of bonus damage.

The character can only Riposte attacks
that they are aware of. If they are Blindsided
or Surprised, they cannot use this Skill. The
character can use this Skill a number of times
each. round equal to their Riposte Rank, but
may only make a single counterattack per round,
regardless of how many successes they achieve
on additional Riposte Tests. Riposte can only be
used against melee Attack Tests directed against
the character, including an opponent’s Riposte
Test, if the opponent also knows the Skill. A
character may not use both Riposte and another
Skill that negates being hit, such as Avoid Blow,

against the same attack.
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Riposting Longer Weapons
Optional Rule: When using Riposte

against longer melee weapons, the character
may not be able to reach the opponent
to make an effective counterattack. The
character must have a higher Initiative Test
result than the opponent or be wielding a
weapon with a Size no smaller than the
opponent’s weapon Size-2, to be able to
inflict a return attack and therefore damage
the foe. For example, a damaging response
to a lance (Size 6) attack may be made
with a successful two-handed sword (Size
) Riposte, but not with a broadsword
(Size 3) Riposte. The Riposte Test is
made as normal against long weapons
and can deflect such attacks, thus avoiding
harm, but the character cannot inflict a
return blow if their own weapon does not
have sufficient reach.

Safe Path (Magic)
Step: Rank+PER
Action: Standard Karma: Yes
Strain: 0 Tier: ]ourneyman

The character contacts a local spirit to find
the safest path through unfamiliar territory. The
character does not conjure the spirit, but only
establishes contact. Unless the character knows
the Spirit Talk Skill, the spirit communicates by
using a form of sign language, utilizing its native
environment to producc simple, but effective,
signals for the character to translate. The spirit
may choose to animate a part of the nearby
landscape, making its conversation perceptible
to other characters.

The character makes a Safe Path Test, the
result being the number of miles of safe passage
the spirit can predict. The spirit communicates
the safest path to take and indicates possible
environmental dangers or natural beasts along
the way. The spirit can only warn of dangers
if the Safe Path Test result exceeds the Mystic
Defense of the danger. Keep in mind that what a
spirit considers dangerous can be vastly different
to what poses danger to a person. The spirit’s
knowledge of an area is also limited by its type.

Default: No
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For example, carth spirits know very little about
flying or waterborne dangers, but may be able
to describe the arms and armor carried by other
adventuring groups within the Skill’s effective
distance.

The information relayed by the spirit does
not indicate the intentions of other characters
or creatures, merely their presence and whether
the spirit considers them dangerous. Also, the
character is not guaranteed to make contact with
a spirit. If the Gamemaster determines that a
spirit is not present in the vicinity, then the Skill
has no effect.

Second Attack
Step: Rank+DEX
Action: Simple Karma: Yes
Strain: | Tier: Journeyman
The character makes an additional close
combat attack, using the same weapon wiclded
for the first Attack Test that round. The
character makes a Second Attack Test against
the opponent’s Physical Defense. If successful,
the character makes a Damage Test as normal.

Second Shot
Step: Rank+DEX
Action: Simple Karma: Yes
Strain: | Tier: ]ourneyman
The character makes an additional ranged
combat attack. For firearm attacks, the gun used
must have a rate of fire that allows for more
than one shot per round. For missile attacks,
the character must use the same weapon as their
first Attack Test that round. For thrown attacks,
they must use the same type of weapon. The
character makes a Second Shot Test against
their opponent’s Physical Defense. If successful,
the character makes a Damage Test as normal.

Second Weapon
Step: Rank+DE
Action: Simple Karma: No
Strain: | Tier: Journeyman
The character wields a one-handed melee
weapon in their off-hand to attack an opponent in
the same round as their primary melee weapon.
They make a Second Weapon Test against their
opponent’s Physical Defense. If successful, they

Default: No

Default: No

Default: No

make a Damage Test for the weapon, as normal.
Saurid characters may use a tail weapon as a
second weapon.

Seduction
Step: Rank+CHA
Action: Sustained Karma: No

Strain: ( Tier: Novice

Characters use the Seduction Skill to
convince members of their preferred sex to
become romantically involved with them. A
seduction has four stages: First Impression,
lntriguin Conversation, Move To Intimacy,
and the guggestion. Each stage requires at least
10 minutes of interaction before the Test is
made. The Gamemaster may modify this for
the target’s Attitude or the player’s roleplaying.
After sufficient time has passed with the
characters engaged in conversation and flirtation,
the character makes a Seduction Test against
the target’s Social Defense. If successful, the
seduction moves to the next stage. Failure means
the stage has to be repeated, requiring more
time. A Rule of One result ends with the target
walking away insulted at best, and possil)ly
calling for retribution.

Each stage can be repeated a number of
times equal to the character's Seduction Rank
per day. For each success above that required for
moving to the next stage, the character gains a
+] bonus to all Seduction Tests made cluring the
next stage of the process.

First lmpression (different from the Skill
of the same name) can be a glance, a striking
outfit, a dramatic entrance, or an opening
line; all the pieces that fit together to make a

ood impression. To make a successful First
mpression, a character needs only a single
success.

Intriguing Conversation requires wit, ﬂattery,
a willingness to reveal hints about oneself, and
the ability to pick up and respond to cues from
the target. The object of lntriguing Conversation
is to make the target feel special, like the most
important and attractive person in the room, at
the same time presenting the character as an
attractive partner. To be successful, lntriguing
Conversation requires two successes.

Default: Yes
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With a Move to lntimacy, the character
begins to get more personal with the target
character, gradually altering tone of voice, body
language and the subjects of conversation to
reveal even more personal details, learn more
about the target, and develop a deeper rapport.
A successful Move to Intimacy requires two
successes.

The Suggestion occurs when the character
suggests to the target character just how the
character would like this encounter to end. A
successful Suggestion requires three successes.
The character gets only one chance to make
the Suggestion. Failure here destroys all work
leading up to this point, requiring the Seduction
to start over from scratch. A Rule of One
result here leaves the target character with an
Unfriendly Attitude at best, and may lead to
hostilities.

A successful seduction creates other effects
beyond satisfying the immediate suggestion. The
seduced character’s Attitude toward the seducing
character improves by two degrees for the next
24 hours, and permanently improves by one
degree as long as the character does not behave
badly toward or betray the seduced character.

Shake It Off
Step: Rank+TOU
Action: Standard Karma: No
Strain: 0 Tier: Novice

This Skill allows the character to summon
their fortitude and get rid of injuries they've just
taken. The character must be currently engaged
in combat, although they do not have to be
directly facing an opponent. The adrenaline rush
of being in or near a battle provides the stimulus
for the Skill. The character spends a Recovery
Test to immediately heal a number of Physical
Damage Points equal to the result of the Shake
[t Off Test. Using this Skill supersedes the
normal waiting time requirements for Recovery

Tests (see Effects of Injury, pg.239).

Default: No
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Shield Charge
Step: Rank+ST
Action: Simple Karma: No
Strain: | Tier: Novice

The character bashes an opponent by
making an attack in melee combat using their
shield as a weapon. The character makes a
Melee Attack Test as normal. If successful, they
make a Shield Charge Test instead of a Damage
Test. If successful, the target of the attack makes
a Knockdown Test (pg.237) whether or not they
took a Wound, using the result of the Shield
Charge Test as the Target Number.

Slough Blame
Step: ank+CHA
Action: Standard Karma: Yes
Strain: | Tier: Novice

The character temporarily diverts suspicion
and blame from themselves to another person by
concocting a plausible explanation, then makin
a Slough Blame Test against the higher of the
accuser's or scapegoat’s Social Defense, +1 for
each additional character involved. If successful,
the blame is passed on per the character’s
explanation for a number of minutes equal to
their Slough Blame Rank, hopefully sufficient

time for the character to make an exit.

Default: Yes

Default: No

Speak Language
Stgp: Rank+P§R 8
Action: Standard Karma: No
Strain: | (see text) Tier: Novice

The character learns to communicate with
others in different languages. Using this Skill,
they can learn a number of languages equal to
their Speak Language Rank. If the character has
not reached this maximum, they can attempt to
learn a new language by studying with a fluent
speaker for at least one month, then making
a Speak Language Test against the Ianguagc’s
Learning Difficulty. If successful, the character
learns the language at basic fluency and notes
it on their Character Record Sheet. If the Test
fails, the character cannot attempt to learn that
specific language again wuntil they study for
another month.

All characters begin the game with a Rank
of 1 in this Skill, reﬂecting their native language.

Default: No
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No Test is required to speak the character’s
native language, and no Strain is incurred by
doing  so. Only those languages learned after
Rank 1 require a Test and incur Strain.

The Learning Difficulty for some of the
available languages is shown in the Language
Table below. The numbers reflect the difficulty
of learning the base versions of these languages.
Dialects are considered different languages for
the purposes of this Skill (see below).

When speaking a language learned
through this Skill, the character makes a Speak
Language Test against the Learning Difficulty
of the language. The success level determines
how well they communicate. Simple sentences
or ideas, such as “Which way to the sheriff?”
may only require a single success. Normal
conversation that includes idioms or jargon
require two. Technical conversations or other
discussions filled with specialized jargon require
three successes. Conversations about philosophy,
or other abstract ideas, may require four or
more. Partial successes may convey more or less
detail at the Gamemaster’s discretion.

The effect of each Test lasts for a
number of hours equal to the character’s Speak
Language Rank, allowing communication at the
level achieved by the Test Result. If the character
requires more complex conversation, they must
make another Speak Language Test. The Strain
cost reflects the concentration required to
establish and maintain communication.

Dialects: Languages are often complex and
most possess many different variations, called
dialects. These dialects are sometimes regional,
others by city, or even by village. The Learning
Difficulty of a dialect is based on the original
language, usually the base Difficulty Number +2,
but higher difficulties are possible. The character
must know how to speak the base language
before they can attempt to learn a dialect of
that language. If the character knows the base
language of a dialect, they can communicate,
but their ability to do so may be limited at the
Gamemaster’s discretion.

Language Table

Language Learning Difficult

7

English™

French

[talian

Polish

Russian

QO[NNI |ON\ O\ |[n

Samsut

Saurid

NS

Spanish

* | Al characters beginning play with the
English language know the British received-

pronunciation dialect.

Spellcastin (Magic)
Step: Rank+PER
Action: Standard Karma: No
Strain: 0 Tier: Novice

The magician casts spells by making a
Spellcasting Test against the Casting Difficulty
given in the spell’s description. If successful,
the spell is successfully cast and the effect
determined. See the Magic chapter (pg.333)
for more information, and the Spells chapter

(pg-369) for spell descriptions.

Spirit Dodge (Magic)
Step: Rank+PER

Action: Standard (see text) Karma: No

Strain: | Tier: Journeyman

The character conjures a tasked spirit
to provide protection in combat. They make
a Spirit Doclge (6) Test. If successful, a spirit
is conjured, which stays with the character for
a number of hours equal to the Spirit Dodge
Rank or until dismissed by the character.

The spirit automatically tries to divert
all close or ranged combat attacks that would
otherwise hit the character, even if the character
is unable to see the blow coming, pulling or
pushing the character in any direction needed to
avoid being struck. The character makes a Spirit
Dodge Test against the Attack Test result as a
Free Action. If successful, the attack misses, as
the spirit drags the character out of the way at
the last instant. Each time the character makes
a Spirit Dodge Test to avoid a l)low, they suffer
| Strain.

Default: No

Default: No
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Action Test penalties for being Knocked
Down are also applied to the Spirit Dodge Test,
as the spirit’s ability to move the character to
avoid being struck is impaired. The character
incurs Blindsided or Surprised penalties as
normal, simply reacting against attacks when
they wouldn’t normally be able to.

Spirit Hold (Magic)
Step Rank+WIL
Action: Standard Karma: No
Strain: | Tier: Novice

The character boldly faces a spirit
within 20 yards and orders it to halt, making
a Spirit Hold Test against the spirit’s Mystic
Defense. If successful, the spirit is held in place,
unable to move or take any actions other than
communicating for a number of rounds equal
to the character’s Spirit Hold Rank. This Skill
requires the character’s concentration. Other
than communication, they cannot move, cast
spells, or perform any other actions. If they do,
the effect of the Skill ends, freeing the spirit.

Each round, the spirit may attempt to
break free by making a Willpower Test against
the character’s Spirit Hold Test result. If
successful, the spirit is freed and the Skill’s
effect ends. If the Skill’s duration runs out, the
character may use it again to prolong the hold.
If the Skill’s effect ends before the duration runs
out l)y the character taking other actions or the
spirit freeing itself, subsequent uses of the Skill
against the same spirit require an extra success.

Spirit Talk (Maglc)
Step Rank+PER
Action: Standard Karma: Yes
Strain: | Tier: Novice

The character is able to talk with spirits
and entities, including those who do not speak
a language known to the character and those
who do not communicate verl)ally, lay making
a Spirit Talk Test against the spirit's Mystic
Defense. If successful, the character may talk
with the spirit for a number of minutes equal
to their Spirit Talk Rank. This Skill does not
compel the spirit to reply to the character. It
merely makes communication possible.

Default: No

Default: No
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Spot Armor Flaw
Step Rank+PER
Action: Simple Karma: Yes
Strain: Tier: Journeyman
The character detects weaknesses in
another person’s armor by making a Spot Armor
Flaw Test against the higher of the target’s or
their armor's Mystic Defense. If successful,
the character sees any flaws in the armor and
gains a +2 bonus to their Attack Tests for each
success scored on the Spot Armor Flaw Test.
This bonus lasts for a number of rounds equal
to the character's Spot Armor Flaw Rank. The
effects of this Skill are not cumulative with
the Show Armor Flaw Skill (see the 1879
Companion). The Civil Engineering (pg.185) or
Field Engineermg pg- 198) él(llls may be used in

the same way against fortifications.

Default: No

S rint

Step Rank Default: No
Action: Simple Karma: No
Strain: | Tier: Novice

The character puts extra effort into
their speed, adding their Sprint Rank to their
Movement Rate for a round. Sprint cannot be
used during the same round as other movement-

enhancing Skills.

Stealthy Stride
Step: Rank+DEX
Action: Simple Karma: No
Strain: ( Tier: Novice

The character combines fluid movement
from cover point to cover point with careful
placement of their steps to avoid making noise
and revealing their presence. The character
makes a Stealthy Stride Test, the result being
the Detection Difficulty for any Perception
Tests made to notice the character. This Skill
does not allow the character to vanish while
being observed. Once someone is aware of the
character’s presence, the Skill will not work.
Using Stealthy Stride halves the character’s
Movement Rate and the effect of any abilities
used to increase movement speed.

Default: Yes
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Steel g Stare
Step: Rank+CHA
Action: Standard Karma: No
Strain: | Tier: Journeyman
The character intimidates another person
with a piercing gaze, staring intently at the target
and making a Steely Stare Test against the
target’s Social Defense. If successful, the target
feels a chill travel up their spine and becomes
wary of the character for a number of minutes
equal to the character’s Steely Stare Rank. While
affected, the target will not take any actions
against the character, including Interaction Tests,
such as Persuasion, Intimidation, Taunt, and so
on, unless attacked. The target can shake off the
effect by making a successful Willpower Test
against the character’s Steely Stare Step.

Default: No

Stout Constitution
Step: Rank+TOU
Action: Free Karma: No

Strain: 0 Tier: ]ourneyman

The character’s resistance to poison and
disease improves, allowing them to make a
Stout Constitution Test in place of a Toughness
Test when resisting the effects of poison or
infection by disease. The character may also
make a Stout Constitution Test in place of a
Recovery Test when healing damage inflicted by
poison or disease.

Each successful Stout Constitution Test
made removes some of the poison or disease
from the character’s body. The character breaks
a sweat as their metabolism rises, dealing with
some of the poison or disease affecting the
character, and reducing the Target Number and
Effect Step by -1 for each successive Stout
Constitution Test made against the same poison
or disease.

Default: No

Streetwise
Step: Rank+CHA Default: No
Action: Sustained Karma: No

Strain: ( Tier: Novice

A character with the Streetwise Skill
knows the ins and outs of urban environments,
particularly the seedier side of cities. Streetwise is
used like Etiquette (pg.197) for situations where
the character tries to fit into criminal or street

subculture. Streetwise also allows a character to
gain the trust of other characters living apart
from society who would otherwise not speak
to them. The character makes a Streetwise
Test against the highest Social Defense among
a target group, +] per additional character. If
successful, the targets are convinced that the
character is a local street element and not sent
by the authorities or otherwise out to disrupt
their trade. They will interact with the character,
but are not necessarily friendly.

Streetwise can also act as a Knowledge
Skill when trying to find information typically
available to local underground characters, such as
the location of black markets. The character can
emulate a Knowledge Skill by asking around,
dropping a few coins into the right palms, and
observmg the urban environment. This follows

the rules for making Knowledge Tests (pg. 173).

Summon (Magic)
Step Rank+PER
Action: Standard Karma: Yes
Strain: 0 Tier: Journeyman

The character summons a spirit, elemental,
or other extra-planar being to their current
location by making a Summon Test against the
entity’s Mystic Defense, as determined by its
Force Rating (see the Astral Denizens chapter
of the 1879 Gamemaster’s Guide). If successful,
the entity appears. If the cntity’s Force Rating
is equal to or less than the character’s Summon
Rank, the character may demand a number
of services of the entity equal to the number
of successes scored in the Summon Test. If
the entity’s Force Rating is higher than. the
character's Summon Rank, the character will
need other magic or Skills to successfully
negotiate with or control it. See Summoning
(pg.403) for more information.

Default: No

ress Curse ( Magic)
Ste ank+WIL Default: No
Action Standard Karma: No
Strain: | Tier: Novice

The character temporarily nullifies any
curses or negative spell effects affecting a
target. The character makes a Suppress Curse
Test against the highest Step Number of any
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curse or the highest Dispel Difficulty (p.367)
of any spells present on the target, +] for each
additional curse or spell. If successful, all of the
curses and spells are neutralized for a number of
rounds equal to the character’s Suppress Curse
Rank. While their effects are suspended, their
duration is still tracked. If a magical effect’s
duration ends while the Skill is in effect, it
will not resume when the Skill's duration ends.
The character must remain within a number of
yards equal to their Suppress Curse Rank of
the target throughout the Skill’s duration or the
effect ends.

Sure Mount

Step: Rank+STR Default: No
Action: Free Karma: No
Strain: 0 Tier: Novice

The mounted character avoids bcing
dismounted by making a Sure Mount Test in
place of any Knockdown Test they are required
to make (see Mounted Combat, pg.253).
Characters may also use this Skill in place of
Equestrian to remain in the saddle when their
mount spooks (1879 Gamemaster’s Guide), but
they sacrifice the opportunity to regain control
of the mount, instead riding out the spook.

Surprise Strike

Step: Rank+STR Default: No
Action: Free Karma: No
Strain: | Tier: Novice

The character takes advantage of an
unaware or distracted opponent to inflict a
telling blow. This Skill may be used against
targets that are Surprised, Harried, Blindsided,
or Knocked Down, or as the first action in a
fight. If the character’s Attack Test against such
an opponent is successful, they substitute their
Surprise Strike Step for their Strength Step in
the Damage Test.

Swift Kick

Step: Rank+DEX Default: No
Action: Simple Karma: No
Strain: | Tier: Novice

If the character has free use of a leg (or
tail, if a Saurid), they may kick (or tail-strike)

an opponent as an additional attack in close
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combat. The character makes a Swift Kick
Test against the target's Physical Defense. If
successful, the character makes an unarmed
Damage Test as normal.

Swimmin§

Step: Rank+STR

Default: Yes (sce text) Action: Standard
Karma: No Strain:

Tier: Novice

All Saurids, and many other people who
live near water, learn to swim. Characters make
a Swimming Test against a Target Number
determined by the condition of the water around
them. Recommended Target Numbers are given
below.

Swimming uses a Standard Action every
round, but a Test is only made when the water
condition changes or at the Gamemaster’s
discretion. While swimming, a character’s
Movement Rate is normally halved, though
when swimming with or against a strong current,
the Gamemaster may grant a bonus (or penalty)
to the Movement Rate. Saurids are at home
in the water and use their normal Movement
Rate when swimming. Characters who fail their
Swimming Test make no appreciable progress.
On a Rule of One result, the character starts
drowning (see the 1879 Gamemaster's Guide).

Water Condition Table

Water Condition | TargetNumber
Calm b g

Small waves

Slow river current 7
Moderate river current 9
Major river current 13
Open ocean 15

Swing Attack
Step: ank+DEX
Action: Standard Karma: No
Strain: | Tier: Journeyman
The character swings down at an opponent
from an elevated position using sturdy ropes,
ship’s rigging, or vines. Before the attack, the
character decides whether to swing on past, or to
stop swinging and land next to their opponent.

Default: No
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If they decide to continue swinging, the attack
is treated as a Swooping Attack (pg.256), but
no penalties or Strain for Splitting Movement
are applied. They are covered by the effects of
the Skill.

The character makes a Swing Attack Test
as their close combat Attack Test. If successful,
they add their Swing Attack Rank to their
Damage Test. When trying to swing on after a
successful attack, the character makes a Strength
Test against the target's Toughness Step to
avoid being knocked off the rope or vine from
the impact. If this Test fails, the character
falls, taking Step 5/D8 Falling damage, and is
automatically Knocked Down.

Many Sailors learn to use Swing Attack
as a tactic for dropping into the thick of trouble
from a position of advantagc, swinging down to
the deck from a ship’s rigging. When climbing
trees, Saurid Tribal Warriors use vines to swoop
down on their opponents. A character with this
Skill can substitute their Swing Attack Step for
their Dexterity Step when attempting other non-
combat actions, such as swinging from rigging

and the like.

Tactics
Step: Rank+PER Default: No
Action: Standard Karma: No

Strain: Tier: Novice

The character directs combat to the
advantage of their troops. For the commandin
character to effectively use the Tactics Skill,
their troops must be at least Friendly to them.
The commander decides whether their troops are
taking the offensive or the defensive, then makes
a Tactics Test against the opposing commander’s
Social Defense.

If the troops go on the offensive, they
gain a +] bonus to their Attack or Damagc
Tests (commander’s choice) for each success
achieved. This bonus may be split between
Attack and Damage if the Tactics Test scores
more than one success. If on the defensive,
they add +1 to their Physical, Mystic, or Social
Defense (commander’s choice) for each success
achieved. Again, multiple successes may be
distributed across these as the commander sees
fit. A Rule of One result works to the enemy’s

advantage. The character completely fails to read
the situation correctly and their troops suffer a
-1 penalty to their Tests or Defense Ratings, as
appropriate.

The character may command a maximum
of Tactics Rank*20 troops at a time for a
number of minutes equal to their Tactics Rank.
If several characters attempt to command the
same group of soldiers, the highest Result Level
determines the bonus, and who is in command.
Tactics can only be used on Gamemaster
characters. Player characters do not benefit from

having this Skill used on them.

Taunt
Step: Rank+CHA Default: No
Action: Simple Karma: No

Strain: | Tier: Novice

The character distracts another person by
insulting and humiliating them. The target must
be able to understand the character, or the Skill
has no effect. The character makes a Taunt Test
against the targct’s Social Defense. If successful,
the target incurs a -1 Action Test penalty and
subtracts -1 from their Social Defense for each
success achieved, for a number of rounds equal
to the character’'s Taunt Rank.

Thought Link (Magic)
Step: Rank+PER

Action: Standard Karma: No

Strain: | Tier: Journeyman

The character establishes a telepathic link
with a character, an animal companion, or a
familiar within line of sight by making a Thought
Link Test against the target’s Mystic Defense. If
successful, the character may talk telcpathically
with the target, as long as they remain within
Thought Link Rankx100 yards, for a number of
minutes equal to the Test Result.

Telepathic communication is silent and
requires no more effort than forming the words
in one’s mind. Thoughts come across as words,
accompanied by a buzzing, ticklish pressure.
The recipient of the thought hears and feels the
words. Though not painful, the effect is known
to cause peculiar expressions on the faces of
those not expecting it.

Default: No
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Throwing Weapons
Step: Rank+DEX
Action: Standard Karma: No
Strain: 0 Tier: Novice

The character makes a ranged attack
in combat against an opponent by hurling a
weapon made for throwing, such as a knife or
spear. Using an object not made specifically as
a thrown projectile, such as a rock, incurs a -l
Step penalty. The character makes a Throwing
Weapons  Test against the target’s Physical
Defense. If successful, the attack hits the target
and the character makes a Damage Test for the
weapon used. See Thrown Attacks (pg.252) for

more information.

Tiger IEaring

Default: Yes

Step: Ran Default: No
Action: Free Karma: No
Strain: | Tier: Novice

The character reacts more quickly than
normal in combat, adding their Tiger Spring
Rank as a bonus to their Initiative Test each
round the Skill is used. For example, a character
with Tiger Spring at Rank 3 gains a +3 bonus
to their Initiative Test. Tiger Spring can be used
with other Skills that improve [nitiative.

Trackin
Step: Rank+PER
Action: Standard Karma: No
Strain: | Tier: Novice

The character follows the trails left by
people or animals across great distances, using
a combination of knowing what traces might be
left based on the environment, and the evidence
of their senses, in particular sight and smell,
to find traces of the target’s passage. After
locating some apparent trace of passage, either
by searching for it (taking five minutes) or
spotting it with a Perception Test (immediate),
the character makes a Tracking Test against the
tracks’ Detection Difficulty. If successful, the
character may follow the tracks for a number
of hours equal to their Tracking Rank before
requiring another Tracking Test.

The base Detection Difficulty of a trail
is equal to the lowest Dexterity Step among
the target group. If the trail is over a day old,

Default: No
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add +2 to the Detection Difficulty; if the trail
is a week or more old, add +3 to the Detection
Difficulty for every week that has passed. If the
tracks have been obscured by weather, such as
rain or snow, the character requires an extra
success on their Tracking Test to be able to
follow them.

The character may also use this Skill
to obscure their own tracks, as long as they
travel no faster than their Movement Rate. If
disguising a group’s tracks, travel is limited to
a maximum speed equal to half the character’s
Movement Rate. The character must keep to
the rear of the group and spend time masking
signs of their passage. The character makes a
Tracking Test once for each day of travel, the
result of which becomes the Detection Difficulty
for attempts to follow the group.

Trick Ridin
Step: Rank+DEX
Action: Simplc Karma: No
Strain: | Tier: Novice

The mounted character performs acrobatics
on their mount, making Trick Riding Tests in
place of Avoid Blow 'lgcsts to dodge close or
ranged combat attacks directed against the
character or their mount. The character may also
guide their mount into jumping fences, chasms,
flames, or other obstacles by making a Trick
Riding Test against a Targct Number determined
by the Gamemaster. For example, jumping a
short one-yard-high fence could have a Target
Number of 4, where jumping over a three-yard-
wide chasm could have a Targct Number of 12.
The mount must have an Attitude of Friendly or
better toward the rider for this Skill to be used.

If the character or the mount is required to
make a Dexterity Test for any acrobatic maneuver,
the character may make a Trick Riding Test
instead. Some maneuvers in Mounted Combat
(see pg.253) require a Trick Riding Test if the

mount is not sufficiently combat-trained.

Default: No
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True Shot
Step: Rank+DEX
Action: Standard
Karma: Yes (see below)
Strain: 0 Tier: Novice

The character makes extremely reliable
ranged attacks. True Shot requires 1 Karma
Point to be spent even if it is a Core Skill.
The character makes a True Shot Test as their
ranged Attack Test. If the Test Result is not
high enough to achieve success against the
Target Number (usually an opponent’s Physical
Defense), the character must spend another
Karma Point, roll the Karma Die, and add it
to the Test Result. This is repeated until the
Test Result is sufficient to hit the target or the
character has spent a number of Karma Points
equal to their True Shot Rank, at which point
no more Karma may be spent. Once the Attack
Test is successful, no more Karma can be spent
to increase the Test Result. If the character
runs out of available Karma before either the
Attack Test is successful, or the Karma spent
equals the character’s True Shot Rank, Strain
is substituted. The target may attempt to dodge
the attack with defensive abilities such as Avoid
Blow. This Skill may be used with thrown

weapons, missile weapons, or firearms.

True Sikght (Magic)

Default: No

Step: Ran Default: No
Action: Free Karma: No
Strain: Tier: ]ourneyman

The character sees through  illusions
more easily, adding their True Sight Rank to
the result of any Tests they make to Sense,
Disbelieve, or otherwise see through an illusion.
This bonus does not increase the efficacy of
the original Test for any purposes other than
detecting illusions. For example, if the character
had made a Damage Test which also counted as
a Sensing Test to detect an illusion, adding their
True Sight Rank to the Test Result would not
inflict further damage. It simply increases the
Test Result and improves the chance of success
with the Sensing Test. See Illusions (pg.38])
for more information on illusions and how they
work.

Unarmed Combat
Step: Rank+DEX
Action: Standard Karma: No
Strain: 0 Tier: Novice

The character makes an attack in close
combat without weapons, using hands, feet,
or another body part against an opponent.
The character makes an Unarmed Combat
Test against the target’s Physical Defense. If
successful, the attack hits the target. Unless
noted otherwise, the character uses their Strength
Step only for the Damage Test. See Unarmed
Attacks (pg.249) for more information.

Wheeling Attack
Step: Rank+DEX
Action: Standard Karma: Yes
Strain: | Tier: Journeyman

The mounted character makes more
cffective  Charging ~ Attacks (sec  Mounted
Combat, pg.253). They are not required to have
their mount move more than its Movement Rate
before the attack, but are instead required to
have the mount move at double its Movement
Rate during the round. Wheeling Attack requires
the character to use the Splitting Movement
combat option (pg.Z‘H), but they do not
suffer a Harried modifier or Strain (which is
covered by the Skill). The character makes a
Wheeling Attack Test as their Attack Test in
close combat. The mount must have a Friendly
Attitude or better toward the character for this
Skill to be used.

Default: Yes

Default: No

Vorrallio of the Burm’ng Teeth rides
a harpy with a Movement Rate of 25,
but the distance to his target is only 10
yards. Normally, Vorrallio would have to
be 26 yards from his target to make a
Cbarging Attack (1 higher than his mount’s
Movement Rate of 25). When using
Wbeeling Attack, however, Vorrallio can
make a Cbarging Attack against any target
within reach (which is double the mount’s
Movement Rate, or 50 yards), but the
mount has to use up all of its movement.
In this example, Vorallio moves 10 yards
adjacent to his target, attacks, then moves

40 yards away from the target. This split
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movement is covered by the Skill’s effects,
so Vorallio suffers no additional penalty.

Wheeling Defense

Step: Rank Default: No
Action: Simple Karma: No
Strain: | Tier: Journeyman

The mounted character urges their mount
into a Whirling circle, confusing their attackers
by presenting a constantly moving target. The
Physical Defense of both the character and the
mount are increased by the character’s Wheeling
Defense Rank until the end of the next round.
When using Wheeling Defense, the mount’s
Movement Rate becomes 4, unless another
effect causes it to be lower. If the mount moves
farther, the Skill’s effects end. The mount must
have a Friendly Attitude or better towards the
rider for this Skill to be used.

Wilderness Survival
Step: Rank+PER
Action: Sustained Karma: No
Strain: 0 Tier: Novice

The character knows how to survive
in the wild. They are able to locate or build
shelter, start a fire, find water, or forage for
edible vegetation, such as berries, roots, fruits,
mushrooms, and other plants. The character
makes a Wilderness Survival Test against a
Target Number determined by the Gamemaster,
based on those shown in the Survival Table
below, and taking circumstances such as season,
weather, and environment into account. Each use
of this Skill takes two hours, and the character
may make four such Tests per day, meaning they
will sometimes need to make difficult survival
decisions: food or water? shelter or food?

Finding Food

Wilderness Survival allows the character
to forage for food, but it does not provide them
with any special advantages for hunting, fishing,
or tracking. These are separate Skills. Some
barren areas may not support any plants or
animals at all. The character cannot successfully
forage in such areas. For each success on a
Wilderness Survival Test, the character finds

Default: No
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enough food for one person for one day. On
a Rule of One result, the character finds what
appears to be food, but will leave the person
consuming it ill or poisoned.

Finding Shelter

Unless the character carries a tent or tarp,
they will need to find or build shelter when
traveling through the wild. Natural shelters
include caves, rock formations, fallen trees, or
anything else that can block the wind and/or
offer some sort of protection from the clements.
For each success on a Wilderness Survival Test,
the character finds or builds a shelter providing
adequate protection for one person from light
rain, wind, or snow. On a Rule of One result,
the character not only fails to find or build
shelter, but suffers minor injury from exposure
and/or inept use of tools.

Finding Water

Cenerally, a human requires a minimum
of one quart of water cach day to remain
healthy. Trolls, being larger, require more,
as do Saurids, due to their semi-amphibious
nature. Unfortunately, not all the water found
in the wilderness is safe to drink. Precautions
should always be taken before drinking from any
untested water source. In areas without obvious
sources of water, alternative water sources must
be found. For each success on a Wilderness
Survival Test, the character finds enough safe
water for one person for one day. On a Rule of
One result, the water turns out to be brackish
or toxic, leaving anyone consuming it ill and/
or poisoned.

Survival Table

Terrain Target Number

Forest

Jungle

Alpine Forest

Plains

Scrublands

Mountains, lowland

\O NN (ON\ OO NI (n

Mountains, highland
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Willforce

Step: Rank+WIL Default: No

Action: Free Karma: No

Strain: | Tier: ]ourneyman
The character focuses their mind,

increasing the effectiveness of their spells. The
character substitutes their Willforce Step for their
Willpower Step when making a spell Effect Test.
This substitution must be done for each Effect
Test. If a spell requires multiple Effect Tests
(by targeting a group, or having an extended
duration, for example), the character can choose
which Tests receive the benefit of this Skill at
the time they make the Test. Willforce cannot
substitute for Willpower in any other Test unless
specifically permitted.

Winning Smile
Step: Rank+CHA
Action: Standard Karma: No

Strain: ( Tier: Novice

The character appears more attractive to
another person. Make a Winning Smile Test
against the target’s Social Defense. If successful,
the target finds the character’s appearance
pleasing. The character adds their Winning
Smile %ank to any Interaction Tests they make
against the target for a number of hours equal
to their Winning Smile Rank. A character may
attempt a Winning Smile Test only once against
a given character each day.

While generally most effective against
members of the same race, the character can
also use this Skill on characters of other races,
though typically with greater difficulty. The
Gamemaster should determine whether such an
attempt requires more successes to be effective
and, if so, how many. For example, a human
trying to impress a dwarf may require two
successes on their Winning Smile Test. That
same human attempting to impress a Saurid
might require four or more successes (if it is
even possible). By contrast, if the target in
question had a preference for humans, the Test
might require only a single success.

Default: Yes

Wood Skin (Magic)
Step: Rank+TOU
Action: Standard Karma: Yes
Strain: Tier: Novice

The character toughens their body to
better resist damage. They spend a Recovery
Test and makes a Wood Skin Test, adding
the result to their Health Ratings for Wood
Skin Rank hours. When the Skill is active, the
character’s muscles and ligaments toughen and
their skin takes on the appearance of wood or
bark. The Skill remains in effect for the full

duration, even if the character falls unconscious.

Wound Balance
Step: Rank+STR
Action: Free

Strain: 0

Default: No

Default: No
Karma: No

Tier: Novice

The character firmly stands their ground,
substituting their Wound Balance Step for their
Strength Step when making Knockdown Tests.
This Skill may only be used if the character
is supporting and balancing their own weight,
as opposed to being mounted, or carried by
another character.
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1879 PLAYERS GUIDE

Combat & lts Aftermath

The sand of the desert is sodden red—
Red with the wreck of a square that broke;
The G'al/ingfs jammed and the Colonel dead,
And the ﬁcgimcnl blind with dust and smoke.
The river of death has brimmed his banks,
And England's far and Honour's a name,
But the voice of a schoolboy rallies the ranks:
“Play Up! play up! and ploy the gamc/ =
= Hem}/ Newbols, Vitai lampada

Characters can expect to confront any number of evil or dangerous beings
in the course of their adventures. Sometimes they’ll be able to get wEat they need
without combat. Sometimes they’ll have to fight for what they want. This chapter
explains the mechanics for handfing those situations in which the player characters
must fight to survive, and those times when they join battle for the sheer pleasure
of matc%iing skills against an opponent.

Combat in 1879 is oriented more toward drama than simulation, allowing characters to
perform a wide variety of actions. Firing pistols, casting spells, and intimidating enemies are all just
part of the action.

Combat Summary

Combat is conducted in a series of turns called combat rounds, or simply rounds. Each
combat round equals roughly six seconds of game time. The exact length of each round is usually
not important to the story. It’s simply a convenient unit of measure. During each round, your
character can perform simple tasks (including movement), or use one Skill that requires an Action.
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To see whether their characters can actually perform the desired action or to determine how
successfully the action is carried out, players will make one or more Tests, starting with an Initiative
Test to determine the order in which actions are resolved. For an action to cause damage to the
enemy, players make an Attack Test, which, if successful, is followed by a Damage Test. These and
other kinds of Tests that players make during combat are described in the Actions (p.23]), and
Resolving Attacks (p.235) sections.

The following list gives the gcncral sequence of a combat round. Each element is explained
more fully later on in this chapter.

1 Declare Intentions

2 Determine Initiative

3 Declare and Resolve Actions
4 Begin a New Round

Most of the following rules apply equally to player and Gamemaster characters. Whenever
a rule applies solely to a Gamemaster character or creature, it is noted as such. References to the
term “character” otherwise refer to any player or Gamemaster characters or creatures participating
in the combat.

Declare Intentions

All characters declare the general type of action they intend to perform during the round,
along with any combat options %see pg.240) they intend to use. This doesn’t need to be overly
formal. Combat options need to be chosen before Initiative is rolled, because many combat options
have effects that last the entire round, such as raising or lowering defense ratings.

Determine Initiative

Characters make an Initiative Test each round to determine the order in which their actions
are resolved. Skills, spells, armor, and shields can modify the Initiative Step, as listed with their
descriptions. A character’s Initiative Step cannot voluntarily be lowered below Step 1. A character
whose Initiative Step is involuntarily reduced below Step I — through Wounds or magic, for example
— acts last in the round, with an effective Initiative of 1.

Players roll Initiative for their own characters. The Gamemaster rolls for the characters and
creatures they control. The character or creature with the highest Initiative Test result acts first,
followed by the character with the next highest result, and so on. If two or more characters have
the same Initiative, their actions occur at the same time and are resolved in whatever order the
Gamemaster prefers. One method of breaking ties is comparing the characters’ Dexterity values.
Comparing Initiative Steps is another. If a player character ties with a Gamemaster character or
creature, the playcr character should get to take their actions first.
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Spccding Up Initiative

While players are normally responsible
for just their own character, the Gamemaster
is often required to look after Initiative for
multiple creatures or Gamemaster characters.
To simplify the Initiative process, it is
recommended that the Gamemaster make one
Initiative Test for groups of similar characters.
For example, it makes more sense for the
Gamemaster to roll one Test for a group
of six identical bandits than keep track of
individual Initiative Test results for each one.
On the other hand, if the group consists of
five bandits accompanied by a more highly
Skilled captain, the Gamemaster may choose
to make one Test for the five bandits and a
separate Test for their captain.

Toke The Initiative

Optional Rule: In large combats, which
can take a lot of real time to resolve (thus
slowing game play), the Gamemaster may
speed up combat by choosing not to make
Initiative Tests for Gamemaster creatures or
characters, and using their Initiative Step as
the Test result.

For large combat scenes, the 1879
Miniatures Wnrgame can be used for the main
battle, with the player characters taking their
actions in combat rounds in between turns of
the minis conflict.

Battle Maps And Miniatures

While it is possible to handle combat
abstractly, with the action occurring solely
in evcryone’s imagination, the use of a hex-
based battle map and miniatures can help
visualize the fight. When using a battle map,
we recommend that a hex be equivalent to 2
yards in width. Any distance specified can be
casily halved to determine the distance on the
hex grid. It is usually best to round up to
cover a full hex. If an effect has a range of 1
yard, it should cover 1 hex.

Resolve Actions

Once the Initiative order has been
determined, each character takes their turn,
declares the specific Skills, abilities, or spells
they intend to use, and whether they plan to
spend Karma on any actions. They resolve
their actions by making the appropriate Tests
and evaluating the results. This includes
making Damage Tests, spell Effect Tests, and

Begin a New Round

After all characters or creatures have
resolved their actions, the round ends. If
the fight is not over, the next combat round

begins.

Actions

During each combat round, a character can take one Standard Action and any number of

Simple Actions. They can use Sustained Actions over the course of several turns, and can use Free
Actions when the ability allows it. The different types of Actions are described in more detail in

the Skills chapter.
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Movement

Each round, a character can freely move a distance up to their Movement Rate. If you want to
move farther, you must use your Standard Action. Depending on the environment (and Gamemaster
discretion), a character's Movement Rate may be reduced. For example, characters fighting in
knee-deep water may find their Movement Rate halved. See Impaired Movement (pg.248) for more
information.

Standard Actions

A character can perform one Standard Action per combat round. Many of the Simple and
Free Actions a character takes on their turn depend on the character taking a Standard Action with
another ability.

Many Skills require characters to use their Standard Action. As noted earlier, a character can
use only a single Skill that requires a Standard Action during a combat round. This is because the
Skill requires a major part of the character’s focus to execute. Skills that require a Standard Action
usually require a Test to determine their success (see Using Skills, pg.]70). This includes most
combat and Interaction Skills, and any use of magic.

A character may spend their Standard Action to move, allowing them to move up to double
their Movement Rate.

Sustained Actions

Not all tasks can be completed in a single round. Some Skills use Sustained Actions,
identified by the “Action: Sustained” notation in Skill descriptions. A Sustained Action for a Skill
usually requires the character to spend more than one round before a Test is made. Sometimes this
represents days of work to craft an item or train an animal. Other times, it is an extra round or
two for additional preparation or a short speech to one’s allies. Unless specified, the Gamemaster
should determine a reasonable Iength of time for the completion of such actions.

Examples of actions that might require multiple rounds to complete include:

*  Finding a specific object in a backpack (3—4 rounds)

*  Searching an area of wall for a hidden door (9-10 rounds)

L Removing or putting on a suit of armor (9-10 rounds)

o Modifying a Weird Science device to alter one of its statistics by | point (2-3 rounds)
Some Sustained Actions are not covered by the rules or not listed as possibilities, because

they depend too much on the situation. If a character is under pressure to complete the action

quickly, the Gamemaster may allow the process to be sped up by having the player make an Action

Test (often an Attribute Test) at the end of each round to determine success. This usually prevents

the character from taking any other actions during the round.

Cavanaugh, a Newtonian alchemist, wants to retrieve a beaIing potion from his backpack
to give to a wounded comrade. Unfortunately, the potion is jumbled in with a considerable
amount of other adventuring gear. The Gamemaster decides it will take Cavanaugh three rounds
to find the item. His comrade, however, needs it sooner. The Gamemaster allows Cavanaugb to
speed up the process by rummaging hurriedly tbrough his backpack, and the Weird Scientist
makes a Dexterity (. 6) Test each round to see if he finds the potion sooner.
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Simple Actions

Apart from the allotted Standard Action, a character can perform a variety of Simple Actions
during a combat round, which may or may not require a Test. Some Skills do not require a
Standard Action to use. These are often considered Simple Actions, and include Skills such as
Anticipate Blow, Astral Sight, Battle Shout, or Second Attack.

Technically, there is no limit to the number of Simple Actions a character can perform
during a combat round. However, the Gamemaster may take into account what a character would
reasonably be able to perform during a (roughly) six-second time period, balanced against the fact
that limiting actions should serve the goal of telling an exciting story. By no means exhaustive, here
are some examples of Simple Actions that could reasonably be carried out during a single combat
round:

*  Speak a short sentence (a dozen words or so)

*  Draw or holster a pistol

o Unsling a shield or take off a backpack

*  Put an item into or take one out of a belt pouch
*  Quickly search an area of wall or a door

Action Cap

Optional Rule: A lot can happen in six seconds. The Gamemaster may want to put a cap
on the number of Simple Actions a character can perform each round. Before limiting Simple
Actions, the Gamemaster should be aware that the Professions in 1879 are not designed with
a limit in mind. While a limit of 3 Simple Actions per round may be sufficient for starting
characters, more experienced adventurers frequently require more than 3 Simple Actions per
round to keep up with Samsut gods-cliosen, megafauna, and other high-Tier opponents.

more practical cap in advanced Tiers is an Attribute Step, often Dexterity, but
Perception could also be used to represent the character’s ability to multitask. The Gamemaster
should see the decision to limit Simple Actions as a way to make the decision to use an
ability or not more interesting, allowing heroes with more abilities due to higher Profession
Tiers a few more choices. The more experience an adventurer has, the more easily small tasks
are handled.

Free Actions should never be restricted.

Free Actions

Free Actions are usually part of other actions a character takes, enhancing them. There are no
activities that are Free Actions on their own, and as such there is no list of example Free Actions
as there is for other action types. Most Free Actions cither enhance the outcome of a Simple or
Standard Action (such as increasing damagc), or they react to another character’s action, such as
dodging an attack. As a rule of thumb, only one defensive Skill can be used against a single attack.
For example, it isn't possible to use the Avoid Blow and Riposte Skills against the same attack.
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Resolving Actions

Starting with the highest Initiative Test result, characters perform their declared actions, one
at a time, until all characters’ actions have been resolved.

The Gamemaster calls out Initiative values, starting with the highest result. Each character
takes their turn performing actions. Characters often make Attack Tests when engaged in combat,
but an action might also consist of casting a spell, running, or using a non-combat Skill while the
bullets and spells fly. The character makes the appropriate Test, announcing the result after rolling
the appropriate dice, including any Karma or bonus dice rolls.

Each character’s actions are resolved before the next character acts, unless the description for
the Skill being used specifically states otherwise.

Reserved Actions

Instead of acting on their Initiative, a character may choose to wait until later that round for
a more appropriate moment to act. This is referred to as reserving an action. Reserving an action
allows a character to react to other events, perhaps even preventing them. When reserving an action,
the character specifies an event and has the right to act at any later point during the round when
that event occurs, interrupting the character whose turn it is.

When resolving a Reserved Action, the character’s Initiative is lowered to the value currently
being resolved, and the character reserving an action goes first. The concentration required while
waiting for the right moment increases the difficulty of the action performed. Characters taking a
Reserved Action add +2 to the Target Number of all actions performed on their turn.

Taking a Reserved Action is often the only way a character can attack opponents making

Charging Attacks (see p.254) or Swooping Attacks (see p.256).

Elspeth is Iooking out for her badly wounded companion Georgc during a fight, baving
found themselves confronted by six Samsut Ardite scouts. Elspetb has an Initiative of 16, the
bigbest among all combatants, and announces a Reserved Action, specifying she wants to attack
anyone who tries to harm George.
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One of the scouts, with an Initiative of 6, takes his turn to attack Ceorge. Elspetb
decides to jump in. Her Initiative is now also 6, and she attacks the Samsut, adding +2 to the
scout’s Physical Defense. The attack knocks the Samsut soldier down.

The scout then takes his turn. He can try to attack George from the ground or take
another action (which would cause him to change his action; see below). As Elspeth s Initiative
is now 6, she does not benefit from her earlier, higher Initiative Test result.

Delayed Actions

Instead of acting on their Initiative, a character may simply choose to act later in the round.
This is referred to as delaying an action. When delaying an action, the character may act at any
time later in the round, but cannot interrupt another’s action. Delaying an action does not cause any
penaltics, but lowers the character’s Initiative to the value they chose to act on, which may affect the
bonuses granted by certain Skills, spells, or other abilities.

A character may delay their action into the following round if they do not act during the
current round. Their Initiative for the following round is automatically 1 higher than the highest
Initiative result rolled for that round. If they choose to roll Initiative normally the next round, thcy
lose the delayed action.

George is first to act during a round. He intends to cast the Burning Blade spell on one
of his companions, but wants to see which one will be on the front line. He decides to delay
his action. Later that round, George sees that his companion Elspetb has moved in to figbt off
four Stinkers. Ceorge decides Elspeth will benefit the most from the effects of Buming Blade,

so before Elspeth resolves her action, Ceorge steps in, casting the spell.

Resolving Attacks

Because the most common action that a character will take during a combat round is to attack
an opponent, the procedure used to resolve attacks is summarized below, followed by a complete
explanation of each step.

Make an Attack Test

Determine the number of successes
Make a Damage Test

Adjust Damage for Armor

Check for Wounds

Make Knockdown Test

Check for Unconsciousness or Death
Make An Attack Test

Whenever a character attempts to attack a target, whether with a weapon or a spell, they make
a Test using the appropriate Skill. This is referred to as an Attack Test. For example, if a Tribal
Warrior is attempting to hit a foe with his spear, he makes a Melee Weapons Test. If a Soldier is
firing a rifle at a foe, she makes a Firearms Test. If a Mage is casting a spell at a target, he makes
a Spellcasting Test. All three of these can be referred to as Attack Tests.
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The type of attack determines the Test’s Target Number. For physical attacks, such as those
involving firearms, melee weapons, or missile weapons, the Target Number is normally the targct’s
Physical Defense. For attacks made with spells, the Target Number is normally the target’s Mystic
Defense. Some Skills and spells use the target’s Social Defense or another Target Number instead.
The Skill description typically gives the Target Number for using it.

The Target Number for an Attack Test may be modified by the distance to the opponent (for
rangcd combat attacks), environmental conditions (daylight, darkness, cover, and so on), or other
factors (see Situation Modifiers, pg.245). Several combat options also modify a character’s Defense

Rating (see Combat Options, pg: 40).
Determine Success

If the Attack Test result is equal to or greater than the Target Number, then the Test succeeds,
the attack hits, and the attacker makes a Damage or Effect Test (as appropriate) to determine the
impact on the target. If the Test result is less than the Target Number, the Test fails and the attack
misses. The character resolves any other actions being taken that round, which finishes their turn.

Some attacks are good enough to overcome an opponent’s armor or shield, or deal extra
damage to a target. Exceptionally well-placed attacks, lucky shots, or attacks that sufficiently focus
a character’s magic can all result in more effective attacks. If a character achieves more than one
success on an Attack Test against the opponent’s Defense (Physical or Mystic as appropriate),
they gain +2 Steps of bonus damage for each extra success. This applies to spells intended to
inflict damage on their target as well as to physical attacks with guns, melee weapons, missiles, and
throwing weapons. If a magician achieves extra successes against their opponent’s Mystic Defense,
the +2 Step bonus damage per success adds to the Effect Test of the spell. Some spells can have
extra successes applied to other effects. These are noted in the spell description.

Freness shoots an arrow at a charging harpy, with a Missile Weapons Test result of 18.
Compared against the barpy’s Physica] Defense of 7, Freness achieves three successes! The
two extra successes each add +2 damage, so the damage for Freness’ ]ongbow increases from
Step 10 to Step .

Lt. Gadberry lets off a Firebolt at a squad of Stinkers, with a Spellcasting Test result of
17. Compared to the stinkers” Mystic Defense of 9, our lieutenant has scored two successes.
When he rolls the Effect Test for his spell, he adds +4 Step to the fire damage the stinkers
will take.

Make a Damage Test

After making a successful Attack Test with a physical weapon, the character makes a Damage
Test. The dice rolled for this Test depend on the weapon used. Unless otherwise noted in its
description, all weapons add their Damage Step to the character’s Strength Step to determine the
total Damagc Step of the attack when going up against a physical opponent. When attacking an
astral entity, such as a manifested spirit, a spirit possessing a physical body, or a creature of the
void inside the Rabbit Hole, weapons add their Damagc étep to the character’s Wi]lpowcr Step.
Weapons such as firearms that do not add to a character’s Attribute Step for their Damage Rating
do half damage to such creatures.
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An assegai has a Damage Step of 5, adding +5 to a character’s Strength Step for
inflicting damage. Gatsha has a Strength Step of 6. When he hits an opponent with his
assegai, he makes a Step I Damage Test (5+6=I1) to determine how much damage he inflicts
to his opponent.

Some Skills or abilities allow the character to add a Karma die to the Damage Test.
Remember that Bonus Dice apply to all Tests the character makes, including Damage Tests.

When attacking an opponent with a spell, the spell will usually direct the magician to make
an Effect Test to determine how much damage they inflict. The magician uses the Effect Step given
in the spell’s description, which is typically based on Willpower, not Strength, and may be modified
by Skills such as Willforce.

Regardless of whether the attack is made with a weapon or a spell, the Damage Test result
determines the number of damage points inflicted on the target.

Adjust Damage for Armor

Armor and shields reduce the damage a character receives, providing a bonus to the character’s
Physical (and sometimes Mystic) Armor. Generally, Physical Armor protects against sources of
physical damage, while Mystic Armor protects against astral or psychic damage. If there is any
uncertainty, the Gamemaster decides which type is appropriate. Some types of attacks, from certain
spells or creature powers, are never reduced by armor. This is noted in the description of the spell
or power.

To adjust damage for armor, the character subtracts the appropriate Armor Rating from the
result of the Damage Test. The modified result is the number of points added to the character’s
current damage.

Check For Wounds

If a character suffers damage from a single attack that is equal to or greater than their Wound
Threshold, they take a Wound. Wounds represent major trauma and slow the character’s ability
to recover damage (see Effects of lniury, P .239). Wounds can also have a negative effect on the
character’s Tests (see Wound Penalties, pg.239).

If the damage that causes a Wound also renders the character unconscious or dead, the
player should still record the Wound. Some Skills, spells, and magic or weird science items have
the ability to bring a character back from the brink of death. Any Wounds the character has will

penalize such healing.
Make A Knockdown Test

If a character suffers a Wound, they could be knocked down. If the Damage Test result is
more than 4 points greater (5 points or more) than the character’s Wound Threshold, the player
makes a Strength Test against the difference between the damage taken and the Wound Threshold.
If successful, the character remains standing. Otherwise they are knocked down (see Situation

Modifiers, pg.245).

Corwin the Dodger has a Wound Threshold of 9. A peeler whacks him with a nightstick

for I7 Jamage, after accounting for his heavy jacket. Because the damage inflicted is more than
4 points over his Wound Threshold, Corwin suffers a Wound and must make a Knockdown
(8) Test to stay on his feet: 17 Damage Points minus his Wound Threshold of 9=8. Corwin
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doesn’t have any Skills, such as Wound Balance, that migbt belp him, so he makes the
Test using his Strength Step, and rolls a 6. The next thing Corwin knows, he’s flat on the

cobblestones and in a ot of pain.

Other causes of knockdown, such as the Attacking to Knockdown combat option (pg.2‘|2)
or being Dismounted (pg.253), may also require a character to make a Knockdown Test. The
Gamemaster makes Knockdown Tests for creatures or Gamemaster characters, using the Step
number shown on the creature’s or character’s statistics block.

Check for Unconsciousness or Death

After a character takes damage from an attack, the player checks the character’s Current
Damage to see if the character is unconscious or dead.

Unconsciousness

A character with Current Damage equal to or greater than their Unconsciousness Rating, but
less than their Death Rating, immediately falls down unconscious. Unconscious characters may take
no actions other than making Recovery Tests, and are considered both Blindsided and Knocked
Down for actions taken against them. They can reéain their senses by making Recovery Tests to
restore sufficient Damage Points to reduce their Current Damage below their Unconsciousness
Rating (see Recovering l:grom Damage, below).

Death

A character who has taken Current Damage equal to or greater than their Death Rating
immediately collapses, effectively deceased. Unless the character has a Skill such as Life Check,
or is quickly tended to by another character with a healing aid, the character cannot be revived and
is dead. Character death is normally permanent. Some methods of resurrection exist, but because
they require powerful and dangerous magics, attempts are rare. Characters who wish to pursue these
methods should be warned that they are very expensive, typically i]legal or at least scandalous, and
the price is rarely just financial.

Recovering from Injury

Characters should expect to suffer harm at some point during their adventures. This section
provides information on how characters return to full health after taking damage.

Rccovering From Damage

A character makes a Recovery Test to heal damage. The Test result is subtracted from the
character’s Current Damage. A character who has not taken any damage does not need to make a
Recovery Test. The Recovery Step for this Test is based on the character’s Toughness Step. Each
character has a limited number of Recovery Tests available, determined by their Toughness (pg.66).
Some Skills and spells give the character additional Recovery Tests, which must be used within a
short time (usually one day). Unused Recovery Tests cannot be saved from one day to the next.

Characters may spend Recovcry Tests as they wish, but must meet the following conditions:
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*  Upon waking from a full night’s rest, an injured character (with 1 or more Current
Damage points) must make a Recovery Test, to represent the natural healing process.

® At least one hour must pass between Recovcry Tests, unless a spell, Skill, or item allows
an exception.

*  The character must spend one minute without engaging in physical activity or taking
damage before making a Recovery Test, again unless a spell, Skill, or item allows an
exception. As an example, see the description for Shake It Off in the Skills chapter
(pg-218).

e Characters must wait at least one hour after engaging in combat before they can make
a Recovcry Test, again unless a spell, Skill, or item allows an exception. This time
must be spent in a state of relative rest. The character cannot undergo any strenuous
physical activity during this time. Apart from certain Skills and spells, or the use of
healing aids, the only exception to this rule regards unconscious characters (sce Regaining
Consciousness, below).

Regaining Consciousness

If a Rccovcry Test is available, an unconscious character may make the Test one minute after
falling unconscious. Another character can attempt to revive the unconscious character, allowing them
to immediately make a Recovery Test. If the unconscious character does not recover enough Damage
points to regain consciousness, they must wait an hour before they can make another Recovery Test.

Wounds

Characters suffer no direct ill effects from the number of Damage Points they receive. Damage
only affects a character’s ability to function when it results in a Wound. As well as interfering with
Actions, Wounds inhibit the character’s ability to heal damagc. When a character makes a Recovcry
Test, subtract the number of Wounds taken from the Test result. chardless of modifiers, the
minimum number of Damage Points that a character recovers from a Recovery Test is I

Creighton the Big Game Hunter has taken some heavy blows. He is currently sufferin
from 2 Wounds and 35 Damage Points. Creighton makes a Recovery Test with a result of l(f
Because of his 2 Wounds, he only recovers Damagc Points (10 - 2=8).

Wound Penalties

A character suffers no immediate side-effects from a single Wound. When a character takes a
second Wound, and again for all subsequent Wounds, the character incurs a cumulative -1 penalty
to all Tests, with the exception of Recovery Tests, although the character still reduces their Recovery
Test result by the number of Wounds taken.

Crcigbton currently has 2 Wounds. The Big Game Hunter takes a -1 penalty to
everything he tries to do, except for making a Recovery Test. If he fails his Fircarms Test and
misses his shot as a result, and that lion does another Wound to him, for a total of 3 Wounds,
he'll be suffering a -2 penalty to all actions (assuming he survives).
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Each day a Wound goes unhealed, there’s a cumulative chance of it becoming infected. The
Wounded character must make a Toughness Test against a base Target Number of 6, +2 for cach
day after the first, and +] for each additional Wound being carried after the first.

Failure indicates that the Wound has gone septic. The character suffers a -1 penalty to their
Strength, Toughness, Dexterity, and Perception Steps for each day the Wound remains infected.
If any of these Steps drop to zero, the character dies. In order to clear an infection, the character
must be treated with antibacterial medication and receive medical care (a successful Physician Test
by another character or a Gamemaster Character) for a number of days equal to the duration of
the infection.

If the character’s Wounds are treated with antibacterial medication, such as powdered
penicillin, and clean bandages, no additional penalty is incurred for the day. This requires one dose
of medication and one refill of a Physician’s Kit per Wound, per day. No Physician Test is required
to clean and rebandage a Wound. If sufficient supplies are available, the Toughness Test can be kept
to the base Target Number of 6 until the character’s Wounds are all healed.

Healing Wounds

A character normally heals one Wound per day under the following conditions:

* The character is not suffering from any damage. Even 1 point of Current Damage,
including Strain damage, prevents a Wound from healing.

e  The character uses a Recovery Test, after a full night's rest.

e The character’ Wounds are not infected.

Some diseases, curses, or magical effects prevent a character from making a Recovery Test
in the morning. This will keep Wounds from healing. Wounds can also be healed by some healing
aids, spells, or abilities. This is covered in the Advanced Healing chapter in the 1879 Gamemaster’s
Guide.

Recovering From Poison Or Disease
Recovering from the effects of poison or disease is handled differently from normal damage.

See the Fatigue, lllness, Injury, and Poison chapter of the 1879 Gamemaster's Guide for more
information on how poisons and diseases work.

Combat Options

1879 provides characters with a number of options that allow them to exercise different tactics,
such as fiercely attacking an opponent, or hanging back and acting more defensively. These options
provide more flexibility to a character’s fighting style: sometimes the character may want to simply
slug it out with an opponent, but other times they may be wiser to modify their approach.

A player wanting to use a combat option must declare the intent to do so before making an
Initiative Test. A character who is knocked down cannot use a combat option until standing.

Many combat options have disadvantages as well as advantages. A number of options are
limited to use only in close or ranged combat (see Types of Combat, pg.249). Because they can
complicate things, it is recommended that the players and Gamemaster become familiar with the
basic combat rules before using these options.
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The Combat Options Table summarizes the different combat options and their effects.

Combat Options Table

Combat Option Strain _ |[Effect/Modifier

Aggressivc Attack I per attack [+3 bonus to Attack and Damage Tests; -3
penalty to Physical and Mvstichefcnse

Attacking to Knockdown 0 Possibly knocks opponent down; inflicts no real
damage to_opponent

Attacking to Stun 0 Damagc Test inflicts Stun clamage; Wounded
opponent is also Stunned

Called Shot 1 L5 penalty to Attack Test; if successful, attack
hits designated area

Defensive Stance 0 +3 to PKysical and Mystic Defense; -3 penalty
to all Tests (except Knockdown Tests)

Coing [nside a Shield 0 Negates opponent’s shield bonuses; -2 penalty
to %xttack est

Setting Against a Charge 0 Allows the character to unhorse a charging
opponent

Shattering a Shield Breaks opponent’s shield

Splitting “Movement Allows a move/action/move combination;
character is considered Harried

Tail Attack (Saurids Only) 0 Allows an additional Unarmed Combat attack
(=2 to all Tests)

Tail Parry (Saurids only) 0 +] to Physical Defense per I to all Tests

(max. +3 bonus)
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Aggressive Attack

The character puts all of their effort into assaulting their opponent with a ferocious flurry of
blows. Aggressive Attack increases the ability to strike the opponent and inflict damage, but trades
defense for it, allowing the character to be struck more easily in return. Each close combat Attack
Test made by the character causes | Strain. The character always takes at least 1 Strain for declaring
this option, even if no Attack Tests are made during the round.

The character gains a +3 bonus to close combat Attack and Damage Tests. The character pays
less attention to incoming attacks, suffering a -3 penalty to Physical and Mystic Defense that round.

A character cannot use the Aggressive Attack and Defensive Stance options in the same round.

Attacking To Knockdown

Instead of attacking an opponent in close combat with the intent to cause harm, the character
attempts to knock him down. The character makes his close combat Attack Test as normal. If the
attack hits, the opponent must make a Knockdown Test, with a Difficulty Number determined by
the Damage Test, modified for armor. Regardless of the outcome, the character’s opponent takes
no damage.

In his fight with a rampaging thorny molecrab, Morey Ishkowitch, a troll Explorer,
decides he wants to try to knock the beast down and take it alive. Morey’s attack succeeds,
and he rolls a Damage Test result of 18. The thorny molecrab has 7 points of Physical Armor.
The Gamemaster makes a Knockdown Test for the creature against a Difficulty Number of
1l (18 -7 =11). Whether or not the thorny molecrab is knocked down, it takes no Damage
from the attack.

Attacking To Stun

The character chooses to make a non-lethal attack against an opponent. The attacker makes
their close combat Attack Test as normal, but any damage inflicted to the opponent is recorded
as Stun damage. Although it is added to the character’s Current Damage, Stun clamage cannot
kill. If the Stun damage received puts a character’s Current Damage equal to or greater than their
Unconsciousness or Death Rating, the character falls to the ground unconscious (or in a coma).
The character comes around when their Current Damage falls below their Unconsciousness Rating.
Creatures who have an Unconsciousness Rating of “NA” are immune to Stun damage.

Stun damage does not cause Wounds. If a character would normally take a Wound from the
damage inflicted, the Test is still made for knockdown, but the character does not otherwise suffer
the penalties associated with a2 Wound.

A character recovers Stun damage more easily than normal damage, sometimes shaking it off
through sheer will. The character adds their Willpower Step as a bonus to the first Recovery Test
made after taking Stun damage. This bonus applies only to that Test, and the result can only be
used to recover Stun damage. A character may forego adding a Willpower bonus and heal both Stun
and normal damage with a single Recovery Test.

Called Shot

A character makes a precise attack against a target, attempting to strike a specific body part,
hit a weapon, or strike a designated object. The player declares what object or part of the opponent
the character is attempting to hit with the Called Shot. The character takes a -3 penalty to the
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close or ranged combat Attack Test. At the Gamemaster’s discretion, especially difficult shots may
incur a larger penalty. The concentration required causes the character 1 Strain per Attack Test. If
the Test succeeds, the character strikes the designated object or the intended area on his opponent.

A Called Shot cannot be used to bypass armor. There are specific Skills that allow characters
to do this, usually by granting bonus damage to the attack. If the attack hits a weapon, the
character’s opponent must make a successful trength Test against the Damage Test result of the
attack to hold on to the weapon. If an opponent is using a two-handed weapon, they gain a +3
bonus to their Strength Test. Other uses must be adjudicated by the Gamemaster on a case-by-case
basis, with a lesser or greater penalty, if required.

Defensive Stance

Sometimes living through the fight is more important than winning. Adopting a defensive
posture reduces the chance of being hit. The character adds +3 to their Physical and Mystic Defense
for all attacks directed against them during the round. The character only receives this bonus against
attacks that they are aware of - blindside or surprise attacks ignore this bonus. The character takes
a -3 penalty to all Tests during the round, except for Knockdown Tests. (At the Gamemaster’s
discretion, this penalty may also be waived for defensive actions, like Avoid Blow Tests.)

A character cannot use the Defensive Stance and Aggressive Attack combat options in the
same round.

Coing Inside a Shield

Shields typically provide additional protection to a character, but they cannot  protect
everywhere at once. A character may attempt to strike at a point where the opponent cannot defend
with their shield.

The character subtracts the Physical Armor rating of the opponent’s shield from their
Initiative Test result. If they still have a higher [nitiative, then the opponent loses the protective
benefit of the shield. If the character’s modified Initiative is less than the opponent’s, they don’t act
quickly enough to bypass the shield. The character may still attack normally, but suffers a -2 penalty
to their Attack Test from making the attempt and failing.

Nandi the Tribal Warrior faces an opponent with a body shield. She rolls H for her
Initiative Test, and decides she will try to go inside her opponent's shield. The body shield’s
Physical Armor of 5 reduces Nandi’s Initiative to 9. Her opponent rolls an Initiative of 7.
Nandi feints and, as her opponent brings his shield to bear, steps to the side and attacks. Her
opponent loses the benefit of his shield against Nandi’s assegai strike and for any other attacks
the Zulu fighter carries out against him that round (for instance, using Momentum Attack to
follow through with another strike).

Setting Against A Charge

Characters fighting mounted opponents are at a disadvantage due to the mount’s high
Movement Rate or the rider using Splitting Movement. They often cannot attack a mounted fighter
on their Initiative. Against a mounted opponent the defender often has to use Delayed or Reserved
Actions (pg.234) to be able to attack at all. Against a Charging Attack (pg.ZS‘I), the defender on
foot can employ the Setting Against a Charge combat option to turn the rider’s high momentum
to an advantage.
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The defender has to use a weapon long enough to reach the attacker beyond the mount’s fore
section. Usually, this means a pole arm, spear, or similar weapon. The defender takes a Reserved
Action, and strikes the moment the attacker rides into range, dropping the butt of the weapon to
the round and bracing it, with the point or blade aimed past the mount to the rider. The defender
makes their Attack Test as normal, but replaces their Strength Step with that of the mount to
determine the Damage. If they score an extra success on the Attack Test, the defender has a chance
to knock the rider off the mount. The rider makes a Knockdown Test against the Damage Test
result, modified for armor, as normal. If this Test fails, the rider is knocked off the mount, and
takes Falling Damage (sce the 1879 Gamemaster’s Guide) as appropriate. This Knockdown Test is
made in addition to any the rider might make because of suffering Wounds.

Setting Against a Charge can be used in combination with the Defensive Stance or Attack
to Knockdown combat options.

Shattering A Shield

A character facing a shield-using opponent may attempt to smash the shield. Only weapons
of Size 3 or greater can shatter a shield. The character takes | Strain and makes a close combat
Attack Test against the opponent’s Physical Defense. If the Test succeeds, the character makes a
Damage Test against the shield’s Shatter Threshold (sce Shields, pg.293), adding the weapon’s size
as a bonus to the Test.

If the Test succeeds, the shield breaks, and confers no further protective benefits. Enchanted
shields are considerably harder to destroy than their mundane counterparts. The character must
achieve three successes on the Damage Test to smash a magical shield.

Regardless of the Attack Test result, the bearer of the shield takes no damage from the attack.

Mtholephi faces off against an opponent carrying a body shield. Mtholephi decides
to remove the obstacle and declares his intent to shatter his opponent’s shield. He makes a
successful Attack Test against his opponent’s Physical Defense. Mtholephi makes a Damage
Test against the shield’s Shatter Threshold of 21, using his Strengtb Step of 8, his Weapon’s
Damage Step of 5, and his Weapon’s Size rating of 3, for a total Damage Step of 16, and
rolls a 24. Mtholephi’s assegai comes down hard on his opponent’s shield, ripping through the
wooden rim, and splitting the shield nearly in two. Casting the wreckage aside, Mtholephi’s
opponent takes a firm grip on his own assegai and prepares for a much harder contest.

Splitting Movement

This combat option allows characters to divide their movement allowance during a combat
round. The character uses part of their movement to approach a target and make an attack, then
uses the rest to move away. Using the Splitting Movement combat option causes the character 1

Strain. A character who uses this option is Harried (pg.247) during the round.
Tail Attack

This combat option is only available to Saurids (or other races with prehensile tails). The
character may make an additional attack in close combat. The character makes an additional
Unarmed Combat Test, even if their Standard Action has already been used. The character takes
a -2 penalty to all Tests for the round. Attached Weapons (pg.27 9) increase the Damage as per
standard rules.

Tail Attack cannot be combined with Tail Parry.
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Tail Parry

This combat option is only available to Saurids (or other races with prehensile tails). When
equipped with a weapon or armor fitted to the tail, the character can use Tail Parry to defend in
combat by deﬂecting incoming blows. Tail Parry adds +3 to the character’s Physical Defense, but
the character suffers an equal penalty to all other Tests for the round.

Tail Parry cannot be combined with Aggressive Attack or Tail Attack.

Situation Modifiers

A character relies on wits, Skills, and abilities to make their way successfully through
adventures, but even the best-prepared adventurer can find themselves at the mercy of circumstances
beyond their control. A number of these situations can occur during combat and affect a character’s
performance. Referred to as Situation Modifiers, these conditions affect combatants’ Tests and
Defense ratings. The effects of different situations are described below, with specific modifiers
summarized in the Situation Modifiers Table.

Situation Modifiers Table

Situation Action Test Modifier Defense Modifier*
Blindsided = =
Cover
Partial: = +2
Full: = +4
Complete: NA
Darkness (Blindness; Dazzled)
Partial: 3l -]
Full: -3 -3
Complete: -9 -5
Harried -2 =%
[mpaired Movement
Light: 2 2
Heavy: 4 4
Knocked Down -3 -3
Range
_gShort: NA
Long: =/
Stunned Harried (-2) Simple Actions only; 2
Surprised No Action Tests allowed -3

* Also applies to Social

Defense, at the Gamemaster’s discretion.
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Blindsided

When a character cannot see their attacker in order to react effectively to an attack, they
are considered Blindsided. The character subtracts -2 from their Physical and Mystic Defense
against the attack. In certain situations, the Gamemaster may apply this penalty to the character’s
Social Defense. Examples of Blindsided attacks include attacks from the rear, attacks made against
a blinded character, or attacks made from an ambush (although a character who is completely
surprised suffers that penalty instead; see Surprised, pg.249). The attacker must be able to see the
target in order to take advantage of the Blindsided modifier.

Facing and tactical movement are not large concerns in 1879. Cenerally, it's assumed that a
character is able to freely turn to face any attacks they are aware of. Some Skills and abilities will

ive the target a Blindside penalty, possibly setting up for other options. This modifier is is not a
flanking bonus” that is inherent to two characters coming in from opposite directions. Blindside
penalties start coming into play if a character is being surrounded and is Harried as a result.

COVCI‘

Charactcrs can take advantage of nearby objects, such as trees or bouldcrs, or even items of
furniture, as protection. Cover modifiers are applied against any attacks made against the character.
Partial: The cover obscures part of a character’s body, but the attacker can still see enough of
the tarlget to attack. Partial cover gives a +2 bonus to Physical and Mystic Defense.
ull: Full cover completcly obscures a character’s body, and they cannot be attacked without
the use of special abilities or Skills.

Sgt. Crittenden is out of ammunition and bcing shot at b)/ a Samsut soldier with a
rail rifle. Unable to close the distance and engage his foe with his bayonet, the wily Soldier
decides to move to within striking distance next round, using the cover of a large tree for
protection. The Gamemaster decides that Sgt. Crittenden has partial cover, and adds +2 to
his Physical Defense. The Samsut takes a shot, but misses, his bullet tearing off tree bark
near the sergeant’s face. Grinning, Sgt. Crittenden prepares to get up close and personal with
the soldier.

Darkness

Characters sometimes find themselves fighting in the dark. If a character does not possess
Heat Sight, Low-Light Vision, or a similar sense, then their actions will be impaired. Darkness
modifiers are based on the amount of ambient light present.

Partial: Partial darkness is equivalent to a character being in a shuttered room on a cloudy day,
or outside on a moonlit night. There is some ambient light, but the environment is quite dark, with
a lot of shadow. A character in Partial Darkness suffers a -1 penalty to sight-based Tests.

Full: Full darkness is equivalent to a character being in a shuttered room at night, allowing
some moonlight to filter in through the cracks, or outside on an overcast or moonless night. A cave
with some form of luminescence would provide a similar environment. There is almost no ambient
light, and a lot of deep shadows. A character in Full Darkness suffers a -3 penalty to sight-based
Tests.

Complete: No light at all remains available in Complcte darkness. All characters, regardless
of vision enhancements, are at a -5 penalty to sight—based Tests.
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e Characters with Low-Light Vision are not affected by partial darkness, and treat full
darkness as if it were only partial darkness. Characters with Heat Sight are not affected
by partial or full darkness.

e  Some spclls or powers cause magical darkness, and can affect characters with Low-Light
Vision or Heat Sight differently from natural darkness. The spell or power description
normally includes information relating to the application of any darkness modifiers for
that effect. At the Gamemaster’s discretion, darkness may affect a character'’s Movement
Rate (see Impaired Movement, pg.248).

Blindness: A character who is blinded, whether from natural or magical causes, suffers a
darkness penalty for the duration of the effect. Blindness penalties tend to be equivalent to full
darkness unless the character still possesses some ability to see, albeit in a very hazy and indistinct
manner.

Dazzled: Intense or sudden light will sometimes leave a character temporarily unable to see.
Dazzled penalties tend to be equivalent to partial darkness. Only rarely will a light blind a character
to the level of full darkness.

Harried

A character who is being attacked in close combat by four or more opponents is considered
Harried. The effects of some talents or spells may also cause the character to become Harried.

A Harried character suffers a -2 penalty to all of his Tests, except Recovery. The character
may also suffer a penalty to his Defense ratings for Blindside attacks.

Pyotr is surrounded by five Saurid warriors. Because of the number of opponents he is
facing, the Russian adventurer is Harried, at least until he dispatches a couple of them. The
Saurids cause the Russian to suffer a -2 penalty to his Attack Tests, and his Physical Defense
suffers a -2 penalty against the Saurids attacking him from behind.

Overwhelmed: Multiple sources of distraction could further disorient an already Harried
character. A Harried character suffers a further -1 penalty to his Tests for each additional Harried
effect he incurs after the first.
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Impaired Movement

Movement in 1879 assumes the character is relatively unimpeded. If this isn't the case, the
character’s ability to move may be compromised. At the Gamemaster’s discretion, characters could
suffer movement or Test penalties depending on the environment.

Light: Light brush, narrow alleyways, cramped rooms, partial darkness, and similar environments
could reduce a character’s Movement Rate by 5, or inflict a -2 penalty to movement-based Tests.

Heavy: Dense underbrush, a packed marketplace, complete darkness, waist-deep water, and
similar environments could reduce a character’s Movement Rate by 10, or inflict a 4 penalty to
movement-based Tests. At the Gamemaster’s discretion, characters might need to make a Dexterity
Test to avoid tripping or having their movement halted (this Test should not suffer the 4 penalty).

None of these modifiers reduce a character's Movement Rate below 1.

Knocked Down

A character who is knocked down can still act, but their activity is severely impaired while
prone. The character suffers a =3 penalty to all Tests (except Recovery Tests), and subtracts -3 from
their Physical and Mystic Defense. In certain situations, the Gamemaster may also apply this penalty
to the character’s Social Defense. These penalties remain in effect until the character stands up again.

Standing is a simple matter, but uses the character’s Standard Action to get back on their feet.
A character cannot move until they stand up. If they choose to remain on the ground, the character
may crawl at a Movement Rate of 2.

For a moment, things were looking up for Pyotr. He managed to dispatch two Saurids,
and lost his Harried penalty. Unfortunately, one of the Saurids gets in a solid blow, inﬂicting
a Wound and knocking down the brave Russian. Until he stands up, he not only suffers a -3
penalty to his Tests, including his next Initiative Test, but his Physical and Mystic Defense

are also reduced.

Since most combat options require freedom of movement, a character who is Knocked Down

is unable to use any until standing (sec Combat Options, pg.240).
Range

When making a ranged attack, the character may incur a penalty to their Attack and Damage
Tests due to the distances involved (see Ranged Combat, pg.ZS]).

Short: There are no modifiers at short range. The character makes their Tests as normal.

Long: The character suffers a -2 penalty to their Attack and Damage Tests.

Private Wedig, an elven Soldier in Her Majesty’s service, is doing his part by firing
his Martini-Henry Mk II at a band of Samsut soldiers emerging from the nearby forest. The
Gamemaster tells Pvt. Wedig’s player that the Samsut are currently about 800 yards away, long
range for the MkIl. Pvt. Wedig has a Firearms Step of 12. When firing at this distance, he
makes his Firearms Test at Step 10, due to the -2 penalty. Firing at the soldier in the center
of the Samsut formation, Pvt. Wedig rolls a 13 and easily hits his target. His rifle normally
inflicts Step 1 damage. However, at Iong range, he suffers a -2 penalty and rolls Step 9.
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Surprised

From time to time, characters and creatures appear in unexpected places. This may be an
intentional tactic, as when a group plans an ambush, or an accidental encounter, as when a creature
suddenly appears from behind a tree in the forest. In either case, those caught off guard by such a
situation are surprised.

Surprised characters cannot take any actions during the combat round in which they are
surprised. They also suffer a -3 penalty to their Physical and Mystic Defense during the same round.
In certain situations, the Gamemaster may also apply this penalty to the character's Social Defense.
The effect of surprise ends when the combat round ends.

To determine whether a character is surprised, they make a Pcrception Test against a Difficulty
Number based on the situation. This is usually equal to the lowest Dexterity Step among the
characters or creatures encountered, but may be determined otherwise by the Gamemaster. If the
Test fails, the character is surprised. If the Test succeeds, the character can act or react as normal.

Tommy the Brassman is in serious trouble. While he was working on the back door
lock, three snark ruffians spotted him in the alley and decided to have a bit of fun. Tommy
has suffered a Wound, and is not much of a figbtcr to begin with. Unknown to the snarks,
Tommy’s comrades have returned, sneaking to within striking distance. The Gamemaster makes
a Perception Test for the snarks to see if they notice the Brassman’s comrades approaching.
None of them do. The snarks are surprised as Tommy's fellow Dodgers spring on them from
behind the dustbins. With a resu]ting 3 pcna]t)/ to their Pbysical efense, the snarks are in

for a severe thumping.

Types Of Combat

Most combat uses the same basic Attack and Damagc Test procedure, but other factors can
come into play based on the situation, the type of weapon, the distance between opponents, and so
on. There are three primary types of combat: close, ranged, and spell combat. Within each combat
type there may be one or more types of attack.

Close combat: Melee and unarmed attacks.
. Ranged combat: Firearms, missile and thrown attacks.
*  Spell combat: Spell and magical power attacks.

The following sections describe each type of combat in more detail, and provide rules for
special situations, including mounted, aerial, and creature combat.

Close Combat

Close combat is any type of physical conflict that occurs within reach of the combatants. This
is usually a 2 yard distance between opponents, but some longer weapons allow for greater reach.
The two types of close combat are:

o Melee attacks: Made by hitting an opponent with a hand-held melee weapon, such as a
bayonet or a cudgel. Melee attacks are most commonly made using the Melee Weapons

Skill.
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e Unarmed attacks: Made l)y an attacker punching, biting, kicking, or generally employing
their body against the opponent. Unarmed attacks are most commonly made using the

Unarmed Combat Skill.
Moximum Number Of Attackers

A maximum of six human-sized opponents can attack a character in close combat. Any
time four or more attackers set upon a character at the same time, the character is considered
Harried (pg.247). The character remains Harried until they have fewer than four attackers. Note
that some small creatures or pack animals can swarm an opponent, allowing more attacks against
their opponent than normal. Regardless of the number of combatants, the relative positions of the
attackers appears on the Melee Combat Positions diagram.

Entangling Weapons

Some weapons, such as whips, not only cause damage to those struck but also wrap around
the victim, preventing them from acting. These weapons are noted in their description as entangling
weapons (see the Equipment cliapter, pg.273). If the attacker achieves an extra success on an Attack
Test with an entangling weapon, the opponent is entangled. The entangled character is considered
Harried for any actions other than attempting to break free.

To break free of entanglement, the target must make a successful Strength or Dexterity Test
against a Target Number based on the weapon. If the target was holding a one-handed bladed
weapon when entangled, the weapon’s Damage Step may be added as a bonus to this Test. This in
turn ruins the entangling weapon.

Improvised Melee Weapons

Sometimes a character will want to use an object not normally intended as a melee weapon,
such as a chair, a tankard, or a rock. The Gamemaster determines the statistics for this improvised
weapon, including any Strength minimum and the item’s Damage Step. Because of the unbalanced
nature of the weapon, the character suffers a -2 penalty to their Attack Tests when wielding the item.

Grappling

A character can attempt to wrestle with an opponent in place of making a normal Unarmed
Combat Test. When attempting a grappling attack, the character makes an Unarmed Combat Test
against the target's Physical Defense. To successfully grapple the opponent, the character must score
an extra success on the attack. The result of the character’s Attack Test becomes the Target Number
to break out of the grapple. Grappling attacks inflict no damage to the target, therefore the attacker
does not make a Damage Test.

A grappled character cannot move. The only action a grappled character can take is to try
and break free of the attacker’s hold. The grappled target makes an Unarmed Combat or Strength
Test against the Target Number generated by the grappling attack. If the Test succeeds, the target
breaks free.

At the Gamemaster's discretion, a grappled character can take other actions, but must beat
the grappling Target Number to be successful. For example, a grappled Saurid may attempt a tail
attack, but must beat the Target Number to hit. A grappled magician may try to cast a spell that
doesn’t require gestures, but must beat the Target Number for the Spellcasting Test to succeed.

Once a character makes a successful grappling attack against an opponent, they can maintain
the hold by declaring that they are doing so as their Standard Action during consecutive rounds.
The character may choose to let go of the opponent at any time.
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Ranged Combat

Ranged combat is any type of physical combat that occurs beyond the reach of the combatants.
Normally, this is reserved for weapons that project a missile, or are thrown, toward a target more
than 2 yards away.

The three types of ranged combat are:

*  Gun attacks: Made by firing a projectile weapon such as a pistol or rifle (sce Firearms
Descriptions, pg.285). Gun attacks are made using the Firearms Skill. Large-scale gun
attacks made with cannon or other heavy weapons are made with the Gunnery Skill, but
are handled separately from personal combat.

*  Missile attacks: Made by firing a missile weapon, such as a bow or a sling (see Missile
Weapon Descriptions, pg.282§. Missile attacks are made using the Missile Weapons
Skill.

*  Thrown attacks: Made by hurling a throwing weapon, such as a spear or throwing axe (see
Throwing Weapon Descriptions, pg.284). Thrown attacks are made using the Throwing
Weapons Skill.

WCUPOH Raﬂgc
Ranged combat attacks are only effective up to a certain distance. Firearms, missile, and
thrown weapons cannot be used to attack a target beyond their maximum range. A character making
a ranged combat attack may incur a penalty based on whether the target is at short or long range
(see Range, pg.248). The range statistics for firearms, missile and throwing weapons appear in the
Equipment chapter. If the target is within the minimum range given for the ranged weapon, it cannot
be attacked with ranged combat.

Firing Into A Melee

Characters will sometimes want to make a ranged combat attack against an opponent engaged
in close combat. This hazardous practice can result in the attacker inadvertently hitting an ally or a
companion instead of the desired target.

The number of characters or creatures between the attacker and the target is added to the
target's Physical Defense. The attacker then makes a ranged Attack Test against this modified
Physical Defense. If the Test succeeds, the attack hits the target, inﬂicting damage as normal.

If the Test fails, the attacker compares the Test result to the Physical Defense of each character
between themselves and the intended target, starting with the closest character. If the Test succeeds,
that character is struck instead of the target. The attacker continues on to the next target until they
strike a character, or all possible intervening targets have been Tested for a hit.

Pvt. Wedig lets off a round from his Martini-Henry MkII at what he hopes is an
opponent in the roiling mass of bodies and weapons engaged in melee combat before him.
The Samsut soldier he chooses has a Physical Defense of 8, but there are five other characters
shifting back and forth in the way, increasing the Target Number of the Attack Test to 13. Pvt.
Wedig makes a Firearms Test, with a result of 9. He misses his intended target.

The Gamemaster compares the Test result against the Physical Defense of each of the
five intervening characters, starting with the one closest to Pvt. Wedig. The closest character
is an enemy Gamemaster character with a Pbysical Defense of 10, so the bullet does not hit
him. The next character is Pvt. Wedig’s platoon mate Pvt. ]oiner, with a Pbysical Defense of
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8. Pwt. Wedig’s round strikes Pvt. /oiner, and now the Soldier suddenly wishes he had the
silver tongue of a Fiddler to explain the mistake to his friend.

Entangling Weapons
Some thrown weapons, like bolas and nets, are entangling weapons. Refer to the section on
Entangling Weapons under Close Combat (pg.249) for details on entangling attacks and how they

WOTrK.

Throwing Objects

As in life, characters will sometimes want to hurl objects that are not designed to be thrown,
such as rocks, flasks of oil, or even furniture, at an opponent. The Gamemaster must determine
the range and Damage Step of obiects not shown on the Throwing Weapons Table. The character
makes their Attack Test with a -2 penalty, due to the unbalanced nature of the object being thrown.

To throw an item at a target, the character makes an Attack Test. The Target Number
depends on the intent. If throwing the object at another character, use the target’s Physical Defense.
If throwing an object at a specific target area, the base Target Number is 7, and may be adjusted
by the Gamemaster for the situation. If the
Test succeeds, the character hits the target and
makes a Damage Test, as normal. If the object
misses the target, it (or its component parts)
may scatter.

Determining Scatter

If a character throws an object (such as
a rock or a grenade) at a target and misses,
the Gamemaster rolls a D8 and consults the
Scatter Diagram to determine the direction in
which the object actually travels. To determine
how far away from the target the object lands,
the Gamemaster subtracts the Attack Test result
from the Target Number. The Gamemaster
makes a Test using the difference as a Step, the
result of which is the distance in feet that the
object landed from the intended target.

Sgt. Boatwrigbt, a troll Soldier, heaves a grenade at a Samsut soldier. Sgt. Boatwrigbt
rolls a 6 on his Throwing Weapons Test against his opponent’s Physical Defense of 10. He
fails to hit his target. The Gamemaster rolls a D8 to sce in which direction the grenade went
and gets a scatter direction of six. He then makes a Step 4 Test (10-6=4) to determine the
distance the grenade lands from the target, with a result of 5. The grenade lands some five feet
past the Samsut soldier. This is still within the blast radius, so the Samsut soldier may take a
bit of damage, and there’s the possibility that other soldiers in his formation might be hit as
well. Sometimes a miss is nearly as good as a hit.

Spell Combat

Spel] combat involves attacks made against an opponent using magical energy focused by a
spell into a specific effect, or a similar magical power. They usually require a magician to make a
Spellcasting Test against his opponent’s Mystic Defense, but can involve a creature using a magically
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powered ability making a similar Test. A magician using a Spellcasting Test as an Attack Test has
the possibility of achieving extra successes and thus doing more damage. Most combat spells are
casily differentiated by the fact that they involve making an Effect Test as a Damage Test, as noted
in the spell description. This is not always the case, but is a good rule-of-thumb for the Gamemaster
to apply when determining what constitutes a combat spell.

Mounted Combat

Mounted combat remains common in 1879, as the armies of the British Empire field cavalry
units, and other races use mounts on the battlefield as well. This section explains special rules
that apply to mounted combat. There are abilities that alleviate the disadvantages or improve the
advantages of fighting from a mount.

In this section a mounted character is referred to as a rider, and the animal that has a rider
as a mount.

Mount Tmining

The amount of training a mount has determines how easy it is for the rider to handle it
during combat or daily travels. Untrained mounts are not used to carrying people on their backs,
and are often wild. They can hardly be ridden and spook away from combat, but some Skills allow
a rider to control them for restricted periods of time. Trained mounts are the type usually sold in
the open market, and are accustomed to having riders. Their main purpose is for travel, as combat
will easily spook them. Combat mounts are accustomed to the sounds and abrupt motions of the
battlefield, trained to ride into or straight at other creatures on the rider’s command, and may even
attack them. They are usually more expensive than trained mounts.

Cctting And Staying Mounted

Mounting an animal takes a Standard Action and requires the animal to be a trained or
combat mount. The character makes a Dexterity—l)ased Equestrian Test (or raw Dexterity Test, if the
character does not know the Equestrian Skill) against a base Target Number of 6, possibly modified
by the Gamemaster according to circumstances and the mood of the animal. Experienced riders
may have this Test waived at the Gamemaster’s discretion. Mounting an untrained animal requires
a contested Dexterity-based Equestrian Test against the mount’s Willpower.

Dismounting is a Simple Action, requiring a Dexterity-based Equestrian Test (or raw Dexterity
Test) against a base Target Number of 4. Again, the Gamemaster may modify this according to
circumstances, and may waive the Test entirely for characters who are experienced riders, although
even the best rider occasionally gets a foot hung in the stirrup. A rider may jump off a mount to
attack in close combat. This incurs a -3 Step penalty to the Attack Test, which may be removed
by a successful Trick Riding Test against the opponent’s Physical Defense. Leaping off the mount
to grapple a target likewise incurs a -3 Step penalty to the Attack Test, and inflicts Step 5/D8
damage to the rider from the impact of the fall. If the grappling attempt is successful, the target
also suffers Step 5/d8 damage.

Mounted Knockdown Tests

If the mount fails a Knockdown Test, the rider is automatically knocked down by being
thrown from the mount. This fall and any other event that knocks a rider off the mount cause Step
5/D8 damage (an exception applies when using ﬂying mounts, see Aerial Combat, pg.255). If only
the rider fails a Knockdown Test, the rider falls off the mount, but the mount is unaffected.
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The Gamemaster may disallow a rider the use of some abilities that enhance Knockdown
Tests, such as those that bind the character to solid earth or another object. Other abilities like
the Sure Mount Skill provide enhanced Knockdown Tests specifically for the purpose of staying

mounted.

Mounted Combat Sequence

The combat sequence for mounted characters is the same as the normal combat sequence,
but some special rules apply.

The rider and the mount each have their own actions. If trained, the mount acts on the
rider’s Initiative. Untrained mounts act on their own Initiative, which makes combat difficult at best,
impossible at worst, as the mount moves and acts independently from the rider.

A mount that did not have a rider at the beginning of the round changes its Initiative to that
of the rider once mountecl, but cannot take actions it has already used (in most cases, its Standard
Action and movement).

Mounted Movement

For the purpose of movement, a rider and their mount are treated as one character as long
as the rider controls the mount. While the rider is mounted, the mount’s Movement Rate is used
instead of the rider’s. A character cannot use their own movement in a round in which they have
used the mount’s movement, even if they dismount. It is assumed that the rider has already moved,
investing the effort normally put into their own movement into directing the mount.

