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of space. Join up with one of the two Universal Forces and use your knowledge, skills and magic to ravage and conquer the galaxies. 
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ROLLING A BASIC CHARACTER XE "CHARTS: 1 - Rolling An Advanced Character" 

 XE "Character - Advanced Random - See Charts 1" 
Use the charts below to roll up a Basic Character.  They start out at level 0 (Civilian).  The character will also start with 2 random skills.  D6 to determine if the character is from the City (1-4 = Social Skills), or Country (5-6 = Survival Skills).  Determine your character Race (Human or Alien).  Then, if desired, roll your characters given name (Including nickname).  Your character can go by whatever name they desire.

BASIC CHARACTER
STATISTICS

Strength
=  8-D6 x 10

Intelligence
=  4-D6 x 10

Endurance
=  12

Ecstasy
=  30

Charisma
=  3-D6

Looks
=  D12

Weight
=  See Chart

Height
=  See Chart

Age
=  D6, that # 


    of D6 + 15.


WEIGHT CHARTS


1-4


5-6

1)
140  LB

1)
90  LB


2)
150  LB

2)
110  LB


3)
160  LB

3)
130  LB


4)
170  LB

4)
150  LB


5)
180  LB

5)
170  LB


6)
190  LB

6)
190  LB


7)
200  LB

7)
210  LB


8)
210  LB

8)
230  LB


9)
220  LB

9)
250  LB


10)
230  LB

10)
270  LB


11)
240  LB

11)
290  LB

12)   250  LB
12)   310  LB


HEIGHT CHARTS
  1-4

   

5-6

1)
5' 7"


1)
3' 0"


2)
5' 8"


2)
3' 6"


3)
5' 9"


3)
4' 0"


4)
5' 10"


4)
4' 6"


5)
5' 11"


5)
5' 0"


6)
6' 0"


6)
5' 6"


7)
6' 1"


7)
6' 0"


8)
6' 2"


8)
6' 6"


9)
6' 3"


9)
7' 0"


10)
6' 4"


10)
7' 6"


11)
6' 5"


11)
8' 0"


12)
6' 6"

12)
8' 6"

STARTING EQUIPMENT

Money: 10,000-100,000 Cubits (D10) & 10 Days of Food and Water.  

Additional Equipment the Character might need:  Weapons, Magic & Spaceship etc..

RANDOM RACE
Choose HUMAN or NON-HUMAN.

HUMAN:  No advantages or disadvantages in a universe dominated by Humans.  Players can choose culture or roll it randomly. (D20)

1-10 =
White
17-18 =
Asian

11-13 =
Black
19-20 =
Polynesian

14-16 =
Hispanic

NON-HUMAN (ALIEN):  All Alien advantages are in the Battleforce Book. 

All Aliens have 1 common disadvantage, there is a 10% chance to be refused service at some stores. This roll is only rolled once and will never change for that particular store.
STORES THAT DISCRIMINATE AGAINST ALIENS.  The 5 are Flight Line, Weapon Store, Merchantile, Bar, Dance Hall / Casino.  The other shops don’t discriminate, such as Sage, Wizard, Jeweler, Markets, Hotel/Motel and all others.  Smaller towns may more.

NON-HUMAN (ALIEN) RACES:  

This Race MUST be rolled randomly, Roll 2D10 (%).
01-07 =
Grock
54-60 =
Dwarf

08-14 =
Lizardman
61-63 =
Troll

15-19 =
Miter
64-66 =
Giant

20-24 =
Boldon
67-71 =
Wuller

25-29 =
Tike
72-76 =
Elf

30-32 =
Thurk
77-80 =
Hobbit

33-36 =
Blk Pirate
81-87 =
Brownie

37-43 =
Santifer
88-94 =
Halfling

44-48 =
Piton
95-97 =
Blk Dwarf

49-53 =
Wally
98-00 =
Blk Titan
 XE "Random Races - See Charts 1" CHARACTER GOALS

1.
Earn money – Get a job & invest your money.  You’ll want about 200,000 in the bank before you go out in the “Real Ravaging World”

2.
Find a Force Master and Train in the Good or Evil Force

3.
Ravage (Pilage & Salvage)  the Surface of Houses while you finalize your training to 35th Level.

4.
Ravage lower levels of Houses and go on Quests to gain Money, Magic, Intelligence & Adventure Points.

5.
Using your Intelligence, gain Languages and Skills to better your character.

6.
Gain Power and Nobility and even become the Emperor.

ROLLING AN ADVANCED FORCER XE "CHARTS: 1 - Rolling An Advanced Character" 

 XE "Character - Advanced Random - See Charts 1" 
Start at 30th Level.
Roll 2D6, for every 6 or Doubles, add a Level.  You get 3 chances per level.  If you fail at any level, that is where your character will begin.  Determine Race First (See Below).  Use the charts below to determine all the changes to that character.  Don’t forget 2 skills for the character (D6):  (1-4) Social or (5-6) Survival.  

BASIC 20th LEVEL CHARACTER 

Strength
=  8-D6 x 10 (+200 x 2)

Intelligence
=  4-D6 x 10

Endurance
=  12 (+3)

Ecstasy
=  30

Charisma
=  3-D6

Looks
=  D12

Weight
=  See Chart Below

Height
=  See Chart Below

Age
=  D6, that # of D6 + 15

BASIC FORCE TALENTS
1
-  Feel the Force

2
-  Control Your Fears

3
-  Running Speed (3-5)

4
-  Feel Bad Vibes

5
-  Telepathy

6
-  Lazer Rod Speed (2-4)

7
-  ESP

8
-  Mind Explosion (3X)

9
-  Mind Control (3X)

10
-  Ambidextrous (12)

11
-  Fist Fighting Speed (2-4)

12
-  Acute Hearing

13
-  Infrared Sight

14
-  Starblaster (5D)

15
-  Mind over Matter (5,000 lbs.)

16
-  Catch 3 Handgun Shots

17
-  Add 1D to Lazer Handguns

EQUIPMENT
Money: 10,000-100,000 Cubits (D10)

Lazerdot Crossbow

40 Bolts & 40 Uses of Nitro

10 Days of Food and Water


MAGIC ITEMS

Roll D10 - To have 1-4 uses roll a:

Potion
-  1-8

Scroll
-  1-2

Ring
-  1-2

Wand
-  1-5

Article
-  1-5

Armorment
-  1-2

Lazer Rod
-  1-2

MB I
-  1-5

MB II
-  1-4

MB III
-  1-3

MB IV
-  1-2

MB V
-  1

ROLL FORCE (D6)
1,3,5 = EVIL

2,4,6 = GOOD

ALLIANCE:  Let the player decide if he would like to be in the Alliance Force.

ADD EXTRA INTELLIGENCE

LEVEL

ADD
  30

80

  31

100

  32

120

  33

140

  34

160

  35

200

ADVANCED FORCE TALENTS
LEVEL
TALENT

31 -
INVISIBILITY

32 -
FIREBALL  (D10 x 1,000)



No Save - 1x Daily

33 -
ADD 100 to Strength Daily



TELEPORT. 90% Been There, 60% If Seen.  (Current Galaxy)


34 - 
ADD 500 to Strength Daily 



LIGHTNING BOLT (D12 x 1K) 



No Save - 1x Daily

35 -
RESURRECT Others 1x Daily To
Maximum Flesh Strength.



GALAXY BLAST (D20 x 1K) 



No Save. 1x Daily.



TRAIN Others to 20th Level.

PREVIOUS EXPERIENCE

1 -
Add 10,000-60,000 (D6) Cubits,


Add 10-40 (D4) Adventure Points

2 -
Add 10,000-80,000 (D8) Cubits,


Add 10-60 (D6) Adventure Points

3 -
Add 10,000-100,000 (D10) Cubits,


Add 10-80 (D8) Adventure Points

4 -
Add 10,000-120,000 (D12) Cubits, 


Add 10-100 (D10) Adventure Points

5 -
Add 10,000-200,000 (D20) Cubits, 


Add 10-120 (D12) Adventure Points

6 - 
Add 100,000-400,000 (D4) Cubits, 


Add 10-200 (D20) Adventure Points

    RANDOM RACE
Choose HUMAN or NON-HUMAN.

HUMAN:  No advantages or disadvantages in a universe dominated by Humans.  Players can choose culture or roll it randomly. (D20)

1-10 =
White
17-18 =
Asian

11-13 =
Black
19-20 =
Polynesian

14-16 =
Hispanic

NON-HUMAN (ALIEN):  All have 1 common disadvantage, there is a 10% chance to be refused service at some stores. This roll is only rolled once and will never change for that particular store.





WEIGHT & HEIGHT



5 STORES THAT DISCRIMINATE
 WEIGHT CHARTS


1-4

5-6

1)
140  LB

1)
90  LB


2)
150  LB

2)
110  LB


3)
160  LB

3)
130  LB


4)
170  LB

4)
150  LB


5)
180  LB

5)
170  LB


6)
190  LB

6)
190  LB


7)
200  LB

7)
210  LB


8)
210  LB

8)
230  LB


9)
220  LB

9)
250  LB


10)
230  LB

10)
270  LB


11)
240  LB

11)
290  LB


12)
250  LB

12)
310  LB

 HEIGHT CHARTS
  1-4

   5-6

1)
5' 7"


1)
3' 0"


2)
5' 8"


2)
3' 6"


3)
5' 9"


3)
4' 0"


4)
5' 10"


4)
4' 6"


5)
5' 11"


5)
5' 0"


6)
6' 0"


6)
5' 6"


7)
6' 1"


7)
6' 0"


8)
6' 2"


8)
6' 6"


9)
6' 3"


9)
7' 0"


10)
6' 4"


10)
7' 6"


11)
6' 5"


11)
8' 0"


12)
6' 6"


12)
8' 6"

Flight Line, Weapon Store, Merchantile, Bar, Dance Hall / Casino.  Others don’t discriminate.  Smaller towns may more. XE "Random Races - See Charts 1" 
The race MUST be rolled randomly, See Battleforce Book to adjust.  Roll 2D10.
01-07 =
Grock
54-60 =
Dwarf

08-14 =
Lizardman
61-63 =
Troll

15-19 =
Miter
64-66 =
Giant

20-24 =
Boldon
67-71 =
Wuller

25-29 =
Tike
72-76 =
Elf

30-32 =
Thurk
77-80 =
Hobbit

33-36 =
Blk Pirate
81-87 =
Brownie

37-43 =
Santifer
88-94 =
Halfling

44-48 =
Piton
95-97 =
Blk Dwarf

49-53 =
Wally
98-00 =
Blk Titan

( BATTLEFORCE CHARACTER SHEET ( XE "CHARTS: 8 - Character Sheet" 

 XE "Character Sheet - See Charts 8" 
NAME:

	CHARACTER TRAITS
	NORMAL WEAPONS
	ILLEGAL WEAPONS

	FORCE: 
LEVEL:
	(   LAZER DOT CROSSBOW

	( POISON TYPES:

	STRENGTH:    {           }  [           ]  (           )
	     (D20 x 10 = 10-200)  (-2 Hit, -3 Surprise)
	6. D10 x 1000
= 1-10K
(        )

	INTELLIGENCE:
	
	5. D8 x 1000
= 1-8K
(        )

	ENDURANCE:
	(   BOLTS - Can Dip in Nitro or Poison
(        )
	4. D6 x 1000
= 1-6K
(        )

	ECSTASY:
	
	3. D20 x 100
= 100-2,000
 (        )

	CHARISMA:
	(   FLAME THROWER
	2. D10 x 100
= 100-1,000
 (        )

	LOOKS:
	     (D10 x 100 = 100-1,000) 1 on D6 = Reburn
	1. D6 x 100
= 100-600
(        )

	WEIGHT:
	
	( MOLOTOV Cocktails (1.1 - 2K)
(        )

	HEIGHT:
	(   GAS TANK
Uses  (        )
	( NITRO Glycerin
(        )

	AGE:
[True:              ]   (Look:              )
	
	     (1-12K)

	              Age Updated:
	MAGICAL WEAPONS
	( CLAY Pelts (1/4 = 3 - 18K) 
(        )

	STARTING DATE:
	PISTOLS (DECK) - 1.
	     (12D6 x 1,000 = 12 - 72K)

	ID CARD #  - 
	                               2.
	( SUBLAZER LAUNCHER
(        )

	MAGIC SAVE:
            %
	OTHERS:
	     (4D6 x 100 = 400 - 2,400)

	ADVENTURE POINTS:

	(
	( BLACK TAG
(        )

	LEADERSHIP ABILITY SCORE:
	
	     (5D6 x 100 = 500 - 3,000)

	   (LKS+CHR+(ADV(1000)+(IQ(100)+(DEGX10)
	(
	

	ANY MINUS TO HIT:
	
	(  (  BOMBS  (  (

	CUBITS & INVESTMENTS
	(
	Custom / Homemade -
(                         )

	Cash:
	
	Hydrogen
 (    ) {    }
	Atomic
 (     ) {     }

	BANK:
	NINJA WEAPONS
	Nitrogen
(    ) {    }
	Planet
 (     ) {     }

	STOCK MARKET
	(  SWORD
Damage Roll
	Neutron
(    ) {    }
	Galaxy
(     ) {     }

	Bonds:
	     (D10 x 100 x Fist Speed)
1 -
	RAVAGING GEAR:

	Low Stock:
	
2 -
	LOCK & PICK SET - 
%

	High Stock:
	(  STAFF
3 -
	FOOD/WATER TABLETS
(        ) {        }

	Commodities:
	     (2D4 x 100 x Fist Speed)
4 -
	DISEASE ANTIBODIES
(        ) {        }

	METAL MARKET
	
5 -
	POISON ANTIBODIES
(        ) {        }

	Silver:
	(  THROWING STARS 
6 -
	JP Immunity to Date
{                          }

	Gold:
	     (D4 x 100 x Fist Speed) 
7 -
	[Personal Possessions]

	CHARACTER GOALS
	     Number of Stars        (        )
8 -
	GAS MASK
{        }

	INTELLIGENCE
	ADV. POINTS
	
9 -
	Upper-Class Clothing
{        }

	1K
	6K
	30K
	5K = (-1)
	50,000
	(  NUMCHUCKS
10 -
	  Soft Boots
{        }

	2K
	8K
	50K-Knight
	10,000
	100 = (-1)
	     (D6 x 100 x Fist Speed) 
12 -
	Lower-Class Clothing 
{        }

	3K
	11K
	100K-Baron
	15,000
	500K 
	
16 -
	  Hard Boots
 {        }

	4K
	15K
	500K- Duke
	20,000
	1 Mill= (-1) 
	(  SMOKE BALLS   (        )
	Ninja Outfit
{        }

	5K
	20K
	1 Mill- Lord
	30,000
	5 Million 
	     (Blend, Teleport or Invisibility)
	CLOAK of SILENCE
 (        ) {        }

	FORCE TALENTS
	NINJA TALENTS
	BOOTS of LIGHT SPEED
 (        ) {        }

	Running Speed - 
 (         D)
	(     FIST DAMAGE (D6) =
	BAGS OF HOLDING
(        )

	Lazer Rod Speed - 
 (         X)
	        (D6 x Speed)
	  10 Max in Cloak for all Gear & Treasures

	Fist Fighting Speed -
 (         X)
	(     KICK DAMAGE (D8) =
	(If robbed, roll D10 for bag stolen)

	Star Blaster -
 (                            )
	        (D8 x Speed) - To Catch - 1 on a D10
	COMMUNICATOR
(        ) 

	Fireball - 
[       ] 
(D10 x 1,000)
	
	

	Lightning Bolt -
[       ] 
(D12 x 1,000)
	(     FIST FIGHTING STRENGTH = 
	[Miscellaneous Ravaging Gear]

	Galaxy Blast -
[       ] 
(D20 x 1,000)
	        Unconscious (50%) =  
	CROW BAR & HAMMER
(        ) (        )

	(     Feel Force / Feel Bad Vibes
	(     FIST FIGHTING INITIATIVE
(+      )
	METAL Detector & SHOVEL
(        ) (        )

	(     Control Fears / Ambidextrous
	
	SPIKES
(        )

	(     Telepathy / ESP
	(     SNEAKING UP BEHIND - To Assassin
	ROPE - In Feet
(        )

	(     Mind Control / Explode
 ( 5x Daily  ) 
	        Awake
   = 
1-2 on D6 (33.3%)
	COLLAPSIBLE POLE - 20 Feet
(        )

	(     Acute Hearing / Infrared Sight
	        Sleeping
   = 
1-4 on D6 (66.6%)
	WAND OF EVERLIGHT - 1 Session
(        )

	(     Mind Over Matter 
 (5,000 lbs.)
	(     Neck Snap  =
1-4 on D6 (66.6%)
	LANTERNS
(        )

	(     Catch 3 Handgun Shots
	
	     Energy Packs - 1 Day (Hour)
(        )

	(     Invisibility / Teleport 
 (60%/90%)
	(     GYMNASTICS - (Run Speed x D10 in feet)
	BEAKERS - Holds 10 Use Potion Each
(        )

	(     Resurrect Once
( 1x Daily  )
	(     WEAPONS -Switch & Fire at the Same Time
	UNBREAKABLE MIRROR
(        )

	(     Add to Strength Daily
(                )
	(     SKILL ENHANCEMENT - See Skills
	


	POTIONS
	RINGS

	
BAG # 


(    ) {    } [     ] (    ) {    } [     ] (    )
	
BAG #


(    ) {    } [     ] (    ) {    } [     ] (    )

	
	

	ANIMAL CONTROL 

(    ) {    } [     ] (    ) {    } [     ] (    ) 
	ANIMAL / CREATURE CONTROL 
(    ) {    } [     ] (    ) {    } [     ] (    )

	DELUSION  / SICKNESS

(    ) {    } [     ] (    ) {    } [     ] (    )
	BATTLEMASTER QUESTION ( K
(    ) {    } [     ] (    ) {    } [     ] (    )  

	DIG 



(    ) {    } [     ] (    ) {    } [     ] (    )  
	CONTRARINESS 


(    ) {    } [     ] (    ) {    } [     ] (    )

	DIMENSION DOOR 

(    ) {    } [     ] (    ) {    } [     ] (    )
	DARKNESS 


(    ) {    } [     ] (    ) {    } [     ] (    )

	EXTRA HEALING 


(    ) {    } [     ] (    ) {    } [     ] (    )
	DIMINISHED MAGIC SAVE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	FIRE RESISTANCE 

(    ) {    } [     ] (    ) {    } [     ] (    )
	ELEMENTAL COMMAND

(    ) {    } [     ] (    ) {    } [     ] (    )  

	FLYING 



(    ) {    } [     ] (    ) {    } [     ] (    )
	EXTRA HEALING ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	FUMBLE



(    ) {    } [     ] (    ) {    } [     ] (    )
	FEATHER FALLING ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	GASEOUS FORM 


(    ) {    } [     ] (    ) {    } [     ] (    )
	FIRE RESISTANT ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	GROWTH 


(    ) {    } [     ] (    ) {    } [     ] (    )
	FLESH RESTORE ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	HEALING 


(    ) {    } [     ] (    ) {    } [     ] (    )
	GENIE SUMMONING ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	HEROISM 


(    ) {    } [     ] (    ) {    } [     ] (    )
	ILLUSION ON OBJECT

(    ) {    } [     ] (    ) {    } [     ] (    )

	HUMAN CONTROL 

(    ) {    } [     ] (    ) {    } [     ] (    )
	ILLUSIONARY TERRAIN

(    ) {    } [     ] (    ) {    } [     ] (    )

	INVISIBILITY 


(    ) {    } [     ] (    ) {    } [     ] (    )
	IMPROVED INVISIBILITY

(    ) {    } [     ] (    ) {    } [     ] (    )

	LEVITATION 


(    ) {    } [     ] (    ) {    } [     ] (    )
	LIGHTNING BOLT ( K (4D6 X 100)
(    ) {    } [     ] (    ) {    } [     ] (    )

	LOVE POTION


(    ) {    } [     ] (    ) {    } [     ] (    )
	MAGIC STORING ( K 

(    ) {    } [     ] (    ) {    } [     ] (    )

	MAGICAL ESP 


(    ) {    } [     ] (    ) {    } [     ] (    )
	
1.                  2.                  3.                  4.                  5.

	PART WATER 


(    ) {    } [     ] (    ) {    } [     ] (    )
	MAGIC TURNING ( K 

(    ) {    } [     ] (    ) {    } [     ] (    )

	PERSUASION 


(    ) {    } [     ] (    ) {    } [     ] (    )
	MIRROR IMAGE


(    ) {    } [     ] (    ) {    } [     ] (    )

	SHAPE CHANGE 


(    ) {    } [     ] (    ) {    } [     ] (    )
	PASS WALL 


(    ) {    } [     ] (    ) {    } [     ] (    )

	SHRINK 



(    ) {    } [     ] (    ) {    } [     ] (    )
	PROTECTION ( K


(    ) {    } [     ] (    ) {    } [     ] (    )

	SPEED 



(    ) {    } [     ] (    ) {    } [     ] (    )
	READINESS ( K


(    ) {    } [     ] (    ) {    } [     ] (    )

	SPIDER CLIMBING


(    ) {    } [     ] (    ) {    } [     ] (    )
	REGENERATION ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	WALK THRU WALLS 

(    ) {    } [     ] (    ) {    } [     ] (    )
	SHOOTING STARS ( K (3D6 X 1,000)
(    ) {    } [     ] (    ) {    } [     ] (    )

	WATER BREATHING 

(    ) {    } [     ] (    ) {    } [     ] (    )
	SICKNESS 


(    ) {    } [     ] (    ) {    } [     ] (    )

	      ***FROM A MAGICAL FOUNTAIN***
	SPECIAL EFFECT OR ANIMATE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	          AGE + / -


(    ) {    } [     ] (    ) {    } [     ] (    )
	SPELL STORING ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	          CHARISMA + / -

(    ) {    } [     ] (    ) {    } [     ] (    )
	
1.                  2.                  3.                  4.                  5.

	          ECSTASY + / -

(    ) {    } [     ] (    ) {    } [     ] (    )
	SPELL TURNING ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	          ENDURANCE + / -

(    ) {    } [     ] (    ) {    } [     ] (    )
	SWIMMING 


(    ) {    } [     ] (    ) {    } [     ] (    )

	          INTELLIGENCE + / -

(    ) {    } [     ] (    ) {    } [     ] (    )
	TRAIT CHANGE ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	          LOOKS + / -


(    ) {    } [     ] (    ) {    } [     ] (    )
	TRAP SET 


(    ) {    } [     ] (    ) {    } [     ] (    )

	STAFFS & WANDS
	WALL of FOG


(    ) {    } [     ] (    ) {    } [     ] (    )

	
BAG # 


(    ) {    } [     ] (    ) {    } [     ] (    )
	WALL of STEEL ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	
	WARMTH 


(    ) {    } [     ] (    ) {    } [     ] (    )

	ABSORPTION


(    ) {    } [     ] (    ) {    } [     ] (    )
	WATER WALKING 


(    ) {    } [     ] (    ) {    } [     ] (    )

	
1.                  2.                  3.                  4.                  5.
	WEAKNESS (1/2 STRENGTH)
(    ) {    } [     ] (    ) {    } [     ] (    )

	COMMAND ( K


(    ) {    } [     ] (    ) {    } [     ] (    )
	WISH:  ONE OR THREE

(    ) {    } [     ] (    ) {    } [     ] (    )

	COPYING


(    ) {    } [     ] (    ) {    } [     ] (    )
	X-RAY VISION 


(    ) {    } [     ] (    ) {    } [     ] (    )

	CURING 



(    ) {    } [     ] (    ) {    } [     ] (    )
	

	DELAYED DEATH ( K

(    ) {    } [     ] (    ) {    } [     ] (    )
	SCROLLS

	DOUBLE STR OR RESURRECT
(    ) {    } [     ] (    ) {    } [     ] (    )
	
BAG #


(    ) {    } [     ] (    ) {    } [     ] (    )

	EVERLIGHT 


(    ) {    } [     ] (    ) {    } [     ] (    )
	

	FABRICATION ( K (NO MAG / TECH) 
(    ) {    } [     ] (    ) {    } [     ] (    )
	ANIMAL / CREATURE PROTECT ( K
(    ) {    } [     ] (    ) {    } [     ] (    )  

	FEAR 



(    ) {    } [     ] (    ) {    } [     ] (    )
	HUMAN PROTECTION ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	FIRE ( K (1-8K)


(    ) {    } [     ] (    ) {    } [     ] (    )
	

	FROST



(    ) {    } [     ] (    ) {    } [     ] (    )
	SECRET PASSAGE ( K

(    ) {    } [     ] (    ) {    } [     ] (    )

	ILLUSION 


(    ) {    } [     ] (    ) {    } [     ] (    )
	

	LIGHTNING ( (2-12K)

(    ) {    } [     ] (    ) {    } [     ] (    )
	TREASURE MAPS


(    ) {    } [     ] (    ) {    } [     ] (    )

	LORDLY MIGHT ( K

(    ) {    } [     ] (    ) {    } [     ] (    )
	

	MAGIC MIRROR (


(    ) {    } [     ] (    ) {    } [     ] (    )
	DAMAGE SCROLLS (

(    ) {    } [     ] (    ) {    } [     ] (    )

	MAGIC MISSILES ( K (D6 x 1-6K)
(    ) {    } [     ] (    ) {    } [     ] (    )
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	PARALIZATION 


(    ) {    } [     ] (    ) {    } [     ] (    )
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	PERMANENCY ( K

(    ) {    } [     ] (    ) {    } [     ] (    )
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	POWER ( K


(    ) {    } [     ] (    ) {    } [     ] (    )
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	QUICKSAND


(    ) {    } [     ] (    ) {    } [     ] (    )
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	REPLICATING ( K (NON-LIVING) 
(    ) {    } [     ] (    ) {    } [     ] (    )
	

	SMITE INVISIBLE MAN 

(    ) {    } [     ] (    ) {    } [     ] (    )
	1ST LEVEL (1-20K) (

(    ) {    } [     ] (    ) {    } [     ] (    )

	SMITING 



(    ) {    } [     ] (    ) {    } [     ] (    )
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	TELEPORTATION (95%)

(    ) {    } [     ] (    ) {    } [     ] (    )
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	TRAP LOCATION & DISABLE
(    ) {    } [     ] (    ) {    } [     ] (    )
	

	WEAPON ENHANCEMENT ( K
(    ) {    } [     ] (    ) {    } [     ] (    )
	2ND LEVEL (20-40K) (

(    ) {    } [     ] (    ) {    } [     ] (    )

	WISH 



(    ) {    } [     ] (    ) {    } [     ] (    ) 
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	WITHERING 


(    ) {    } [     ] (    ) {    } [     ] (    )
	



(    ) {    } [     ] (    ) {    } [     ] (    )

	
	


	MAGIC BAGS I
	MAGIC BAGS III - Cont.

	                                                  BAG # 
(    ) {    } [     ] (    ) {    } [     ] (    )
	                                                 BAG #
(    ) {    } [     ] (    ) {    } [     ] (    )

	ACID ( K (1-20K)
(    ) {    } [     ] (    ) {    } [     ] (    )
	CHARISMA:  1 (+ / -)
(    ) {    } [     ] (    ) {    } [     ] (    )

	ACNE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )
	CONFUSION
(    ) {    } [     ] (    ) {    } [     ] (    )

	ANIMAL TO MAN
(    ) {    } [     ] (    ) {    } [     ] (    )
	ECSTASY:  1 (+ / -)
(    ) {    } [     ] (    ) {    } [     ] (    )

	APPETITE
(    ) {    } [     ] (    ) {    } [     ] (    )
	ENDURANCE:  1 (+ / -)
(    ) {    } [     ] (    ) {    } [     ] (    )

	BALDNESS
(    ) {    } [     ] (    ) {    } [     ] (    )
	FORCE LEVELS:  1 (+ / -)
(    ) {    } [     ] (    ) {    } [     ] (    )

	BLINDNESS
(    ) {    } [     ] (    ) {    } [     ] (    )
	FLAME STRIKE ( (1-6K)
(    ) {    } [     ] (    ) {    } [     ] (    )

	BODY ODOR
(    ) {    } [     ] (    ) {    } [     ] (    )
	FLESH STRENGTH:  1,000 (+ / -)
(    ) {    } [     ] (    ) {    } [     ] (    )

	CHANGE SKIN COLOR
(    ) {    } [     ] (    ) {    } [     ] (    )
	INTELLIGENCE:  10 (+ / -) K
(    ) {    } [     ] (    ) {    } [     ] (    )

	CHANGE TO CREATURE
(    ) {    } [     ] (    ) {    } [     ] (    )
	KNOCK-OUT (50% SAVE)
(    ) {    } [     ] (    ) {    } [     ] (    )

	CLONE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )
	LOOKS:  1 (+ / -)
(    ) {    } [     ] (    ) {    } [     ] (    )

	CREATE SEX CRAZED COMPANION
(    ) {    } [     ] (    ) {    } [     ] (    )
	MAGIC CONTROL
(    ) {    } [     ] (    ) {    } [     ] (    )

	CREATE SMALL FIRE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )
	MIND ENSLAVEMENT
(    ) {    } [     ] (    ) {    } [     ] (    )

	DEAFNESS & MUTE
(    ) {    } [     ] (    ) {    } [     ] (    )
	MIRROR IMAGE (1-4 MORE)
(    ) {    } [     ] (    ) {    } [     ] (    )

	ECSTASY:  MINUS 20 & LOSE INTEREST IN SEX
(    ) {    } [     ] (    ) {    } [     ] (    )
	PASS WALL
(    ) {    } [     ] (    ) {    } [     ] (    )

	ENDURANCE:  ADD 1 OR (1-100K) ( K
(    ) {    } [     ] (    ) {    } [     ] (    )
	PLANT (TURN INTO A PLANT)
(    ) {    } [     ] (    ) {    } [     ] (    )

	FAKE ENTRY
(    ) {    } [     ] (    ) {    } [     ] (    )
	PROJECT IMAGE
(    ) {    } [     ] (    ) {    } [     ] (    )

	FEET GROW INTO GROUND
(    ) {    } [     ] (    ) {    } [     ] (    )
	UNLOCK
(    ) {    } [     ] (    ) {    } [     ] (    )

	HAIR TURNS RANDOM COLOR
(    ) {    } [     ] (    ) {    } [     ] (    )
	MAGIC BAGS IV

	HOSTILITY Y
(    ) {    } [     ] (    ) {    } [     ] (    )
	ACID ( K (1-20K)
(    ) {    } [     ] (    ) {    } [     ] (    )

	LARGE WART ON NOSE
(    ) {    } [     ] (    ) {    } [     ] (    )
	ANIMATE OBJECT
(    ) {    } [     ] (    ) {    } [     ] (    )

	LORD ( K
(    ) {    } [     ] (    ) {    } [     ] (    )
	BIG PUFF OF SMOKE
(    ) {    } [     ] (    ) {    } [     ] (    )

	LOSE FORCE POWERS
(    ) {    } [     ] (    ) {    } [     ] (    )
	BLINDING SPRAY
(    ) {    } [     ] (    ) {    } [     ] (    )

	LOSE SENSE OF SMELL
(    ) {    } [     ] (    ) {    } [     ] (    )
	CHARISMA:  ADD 1 K
(    ) {    } [     ] (    ) {    } [     ] (    )

	RESTORE SEVERED LIMB
(    ) {    } [     ] (    ) {    } [     ] (    )
	CONTINUANCE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	SEX CHANGE
(    ) {    } [     ] (    ) {    } [     ] (    )
	CREATE A SEAT OF SONIC SPEED (1-100D) 
(    ) {    } [     ] (    ) {    } [     ] (    )

	STRETCHING / ELASTICITY
(    ) {    } [     ] (    ) {    } [     ] (    )
	CREATE COLOR SPRAY
(    ) {    } [     ] (    ) {    } [     ] (    )

	TOUCH KILLS PLANTS
(    ) {    } [     ] (    ) {    } [     ] (    )
	DARKNESS K
(    ) {    } [     ] (    ) {    } [     ] (    )

	TURN ON A PARTY MEMBER
(    ) {    } [     ] (    ) {    } [     ] (    )
	DETECT INVISIBILITY (
(    ) {    } [     ] (    ) {    } [     ] (    )

	WATER WALKING
(    ) {    } [     ] (    ) {    } [     ] (    )
	ENDURANCE:  ADD 1 ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	WEIGHT ADJUSTMENT:  10-60 LBS (+ / -)
(    ) {    } [     ] (    ) {    } [     ] (    )
	ENTANGLEMENT
(    ) {    } [     ] (    ) {    } [     ] (    )

	WIND WALKER
(    ) {    } [     ] (    ) {    } [     ] (    )
	FIND AND DISARM TRAP ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	WOOD OBJECTS ROT AT TOUCH
(    ) {    } [     ] (    ) {    } [     ] (    )
	FUTURE  ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	MAGIC BAGS II
	HEALING (1K) OR CURE BLINDNESS
(    ) {    } [     ] (    ) {    } [     ] (    )

	AGE:  MINUS 1 YEAR K
(    ) {    } [     ] (    ) {    } [     ] (    )
	HYPNOTIZE
(    ) {    } [     ] (    ) {    } [     ] (    )

	ALL SPEEDS CUT TO 1 K
(    ) {    } [     ] (    ) {    } [     ] (    )
	IMMUNE TO ALL GAS (1 DAY)
(    ) {    } [     ] (    ) {    } [     ] (    )

	ALTER STRUCTURE - NON-SOLID ( K
(    ) {    } [     ] (    ) {    } [     ] (    )
	IMMUNE TO ALL TRAPS (1 DAY) K
(    ) {    } [     ] (    ) {    } [     ] (    )

	ALTER STRUCTURE - SOLID ( K
(    ) {    } [     ] (    ) {    } [     ] (    )
	LEAP (10-100 YARDS)
(    ) {    } [     ] (    ) {    } [     ] (    )

	ANIMAL CHANGING
(    ) {    } [     ] (    ) {    } [     ] (    )
	LIE DETECTOR (
(    ) {    } [     ] (    ) {    } [     ] (    )

	ANIMAL SUMMON
(    ) {    } [     ] (    ) {    } [     ] (    )
	MAGIC PROTECTION ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	BODY SHIELD
(    ) {    } [     ] (    ) {    } [     ] (    )
	MAKE ALL INVISIBLE - VISIBLE (
(    ) {    } [     ] (    ) {    } [     ] (    )

	CHARM PERSON
(    ) {    } [     ] (    ) {    } [     ] (    )
	MASSMORPH K
(    ) {    } [     ] (    ) {    } [     ] (    )

	COMPREHEND ANY 1 LANGUAGE
(    ) {    } [     ] (    ) {    } [     ] (    )
	MAXIMUM WEAPON DAMAGE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	CONFUSION
(    ) {    } [     ] (    ) {    } [     ] (    )
	NON ABSORB ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	DEATH CLOUD
(    ) {    } [     ] (    ) {    } [     ] (    )
	PASS WITHOUT TRACE
(    ) {    } [     ] (    ) {    } [     ] (    )

	DISINTEGRATION
(    ) {    } [     ] (    ) {    } [     ] (    )
	PERMANENTLY LIGHT A ROOM
(    ) {    } [     ] (    ) {    } [     ] (    )

	DOUBLE ANY SPEED
(    ) {    } [     ] (    ) {    } [     ] (    )
	PIERCING SOUND K
(    ) {    } [     ] (    ) {    } [     ] (    )

	DOUBLE STRENGTH K
(    ) {    } [     ] (    ) {    } [     ] (    )
	QUICK FREEZE
(    ) {    } [     ] (    ) {    } [     ] (    )

	ENLARGE K
(    ) {    } [     ] (    ) {    } [     ] (    )
	RESTORE SEVERED LIMB
(    ) {    } [     ] (    ) {    } [     ] (    )

	FIREBALL ( (100-1,000)
(    ) {    } [     ] (    ) {    } [     ] (    )
	SPEAK and UNDERSTAND 1 LANGUAGE
(    ) {    } [     ] (    ) {    } [     ] (    )

	FIREBALL OR LIGHTNING SHIELD
(    ) {    } [     ] (    ) {    } [     ] (    )
	SPEAK to OBJECT OR FURNISHING ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	FLESH to ICE
(    ) {    } [     ] (    ) {    } [     ] (    )
	SPEAK with ANIMAL
(    ) {    } [     ] (    ) {    } [     ] (    )

	FLESH to STEEL
(    ) {    } [     ] (    ) {    } [     ] (    )
	SPEAK with DEAD
(    ) {    } [     ] (    ) {    } [     ] (    )

	FLESH to STONE
(    ) {    } [     ] (    ) {    } [     ] (    )
	WATER WALKING (
(    ) {    } [     ] (    ) {    } [     ] (    )

	FLESH to WOOD
(    ) {    } [     ] (    ) {    } [     ] (    )
	WEATHER CONTROL ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	HEALING (500) OR PARALYZE
(    ) {    } [     ] (    ) {    } [     ] (    )
	WHIRLING BLADE BARRIER ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	KNOCK
(    ) {    } [     ] (    ) {    } [     ] (    )
	WHISPER ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	LIGHTNING BOLT ( K (1-4K)
(    ) {    } [     ] (    ) {    } [     ] (    )
	MAGIC BAGS V

	MANIPULATE GRAVITY
(    ) {    } [     ] (    ) {    } [     ] (    )
	BONES & CARTILAGE to JELLY
(    ) {    } [     ] (    ) {    } [     ] (    )

	METAL to WOOD
(    ) {    } [     ] (    ) {    } [     ] (    )
	CARBON FREEZE
(    ) {    } [     ] (    ) {    } [     ] (    )

	PARALYZATION BY TOUCH
(    ) {    } [     ] (    ) {    } [     ] (    )
	CREEPING DOOM
(    ) {    } [     ] (    ) {    } [     ] (    )

	PLANT MOVEMENT K
(    ) {    } [     ] (    ) {    } [     ] (    )
	CURE ALL ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	ROCK to MUD
(    ) {    } [     ] (    ) {    } [     ] (    )
	DEATH RAY
(    ) {    } [     ] (    ) {    } [     ] (    )

	STATUE
(    ) {    } [     ] (    ) {    } [     ] (    )
	FIRE RESISTANCE (1 DAY)
(    ) {    } [     ] (    ) {    } [     ] (    )

	TELEPORT (100%) K
(    ) {    } [     ] (    ) {    } [     ] (    )
	HOLD
(    ) {    } [     ] (    ) {    } [     ] (    )

	TOUCH CAUSES SERIOUS WOUNDS ( K (1-4K)
(    ) {    } [     ] (    ) {    } [     ] (    )
	IMPRISONMENT
(    ) {    } [     ] (    ) {    } [     ] (    )

	VANISH
(    ) {    } [     ] (    ) {    } [     ] (    )
	LORD ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	WALK THRU WALLS
(    ) {    } [     ] (    ) {    } [     ] (    )
	METEOR SWARM ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	WALL of FIRE
(    ) {    } [     ] (    ) {    } [     ] (    )
	MIND BLANK ( 50%
(    ) {    } [     ] (    ) {    } [     ] (    )

	WALL of THORNS
(    ) {    } [     ] (    ) {    } [     ] (    )
	POLYMORPH - Random 1-4 Enc or 1 Enc
(    ) {    } [     ] (    ) {    } [     ] (    )

	X-RAY VISION
(    ) {    } [     ] (    ) {    } [     ] (    )
	POWER WORD ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	MAGIC BAGS III
	  Mute (M#)     Blind (B#)
(    ) {    } [     ] (    ) {    } [     ] (    )

	AGE:  1 (+ / -)
(    ) {    } [     ] (    ) {    } [     ] (    )
	  Stun (S#)      Kill (K#)
(    ) {    } [     ] (    ) {    } [     ] (    )

	ANTI-PLANT SHIELD
(    ) {    } [     ] (    ) {    } [     ] (    )
	PUSH
(    ) {    } [     ] (    ) {    } [     ] (    )

	BLEND
(    ) {    } [     ] (    ) {    } [     ] (    )
	RESURRECTION without losing ENDURANCE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

	BODY ROT
(    ) {    } [     ] (    ) {    } [     ] (    )
	SUPER SLEEP
(    ) {    } [     ] (    ) {    } [     ] (    )

	CHANGE FORCE
(    ) {    } [     ] (    ) {    } [     ] (    )
	TIME FREEZE
(    ) {    } [     ] (    ) {    } [     ] (    )

	CHANGE to FURNISHING
(    ) {    } [     ] (    ) {    } [     ] (    )
	WISDOM ( K
(    ) {    } [     ] (    ) {    } [     ] (    )


	MAGICAL
	ARTICLES


         BAG # 
(    ) {    } [     ] (    ) {    } [     ] (    )

ARROW of AIM ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

BAG of BEANS ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

BAG of STEEL BALLS ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

BELL of OPENING 
(    ) {    } [     ] (    ) {    } [     ] (    )

BELT of GIANT STRENGTH ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

   Hill (D4) 
(    ) {    } [     ] (    ) {    } [     ] (    )

   Stone (D6) 
(    ) {    } [     ] (    ) {    } [     ] (    )

   Frost (D8) 
(    ) {    } [     ] (    ) {    } [     ] (    )

   Fire (D10) 
(    ) {    } [     ] (    ) {    } [     ] (    )

   Cloud (D12) 
(    ) {    } [     ] (    ) {    } [     ] (    )

   Storm (D20) 
(    ) {    } [     ] (    ) {    } [     ] (    )

BLACK HOLE COIN K
(    ) {    } [     ] (    ) {    } [     ] (    )

BOOK of DARKNESS (
(    ) {    } [     ] (    ) {    } [     ] (    )

BOOK of FLYING
(    ) {    } [     ] (    ) {    } [     ] (    )

BOOMERANG of SEVERE (
(    ) {    } [     ] (    ) {    } [     ] (    )

BOOTS of LEVITATION
(    ) {    } [     ] (    ) {    } [     ] (    )

BOOTS of SILENCE
(    ) {    } [     ] (    ) {    } [     ] (    )

BOOTS of SPEED (
(    ) {    } [     ] (    ) {    } [     ] (    )

BOOTS of UNTRACE
(    ) {    } [     ] (    ) {    } [     ] (    )

BRACERS of ABSORPTION K
(    ) {    } [     ] (    ) {    } [     ] (    )

1. 
1. 
1. 
1. 
1. 

2.
2.
2.
2.
2.

3.
3.
3.
3.
3.

4.
4.
4.
4.
4.

5.
5.
5.
5
5.

CLOAK of ANGELICAL FIRE ( K
 (    ) {    } [     ] (    ) {    } [     ] (    )

CLOAK of DEATH (
(    ) {    } [     ] (    ) {    } [     ] (    )

CLOAK of SILENCE  
(    ) {    } [     ] (    ) {    } [     ] (    )

COMPASS 
(    ) {    } [     ] (    ) {    } [     ] (    )

CRYSTAL BALL ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

CUBE of FORCE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

DECK of MANY THING (
(    ) {    } [     ] (    ) {    } [     ] (    )

DUST of DISAPPEAR/APPEAR
(    ) {    } [     ] (    ) {    } [     ] (    )

DUST of SNEEZING
(    ) {    } [     ] (    ) {    } [     ] (    )

EYE of HYPNOTIZING
(    ) {    } [     ] (    ) {    } [     ] (    )

EYE of STONE GLANCE
(    ) {    } [     ] (    ) {    } [     ] (    )

FLOATING EYE 
(    ) {    } [     ] (    ) {    } [     ] (    )

FLYING BROOM (
(    ) {    } [     ] (    ) {    } [     ] (    )

FLYING CARPET
(    ) {    } [     ] (    ) {    } [     ] (    )

FOLDING BOAT
 (    ) {    } [     ] (    ) {    } [     ] (    )

GAUNTLETS of GORGON ( K
 (    ) {    } [     ] (    ) {    } [     ] (    )

GAUNTLETS of SPIDER 
(    ) {    } [     ] (    ) {    } [     ] (    )

GEM of SHINING 
(    ) {    } [     ] (    ) {    } [     ] (    )

GLOVES of DEXTERITY ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

GLOVES of SPEED (
(    ) {    } [     ] (    ) {    } [     ] (    )

GRASPING HAND ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

HAWK EYE  
(    ) {    } [     ] (    ) {    } [     ] (    )

HELM of FIRE GODS ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

HELM of INTELLIGENCE
(    ) {    } [     ] (    ) {    } [     ] (    )

HELM of TELEPATHY ( K 
(    ) {    } [     ] (    ) {    } [     ] (    )

HELM of TELEPORTATION 95%
(    ) {    } [     ] (    ) {    } [     ] (    )

HELM of UNDERWATER
(    ) {    } [     ] (    ) {    } [     ] (    )

HOLE to VOID
(    ) {    } [     ] (    ) {    } [     ] (    )

HORN of BOLDONS
(    ) {    } [     ] (    ) {    } [     ] (    )

HORN of VALHALLA ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

JAVELIN of LIGHTNING ( K (2-40) 
(    ) {    } [     ] (    ) {    } [     ] (    )

JAVELIN of PIERCING ( K (1-6K)
(    ) {    } [     ] (    ) {    } [     ] (    )


           BAG #
      (    ) {    } [     ] (    ) {    } [     ] (    )

JEWEL of ATTACK (
(    ) {    } [     ] (    ) {    } [     ] (    )

JEWEL of SEEING (
(    ) {    } [     ] (    ) {    } [     ] (    )

JP’S OINTMENT ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

LUCKSTONE 
(    ) {    } [     ] (    ) {    } [     ] (    )

MAGIC FIGURINES 
(    ) {    } [     ] (    ) {    } [     ] (    )

   Ebony Fly (Holds 5)   
(    ) {    } [     ] (    ) {    } [     ] (    )

   Large Dolphin (Holds 5)
(    ) {    } [     ] (    ) {    } [     ] (    )

   War Dog (S=% 2D10, A=D10) 
(    ) {    } [     ] (    ) {    } [     ] (    )

   Dragon (Random Young)
(    ) {    } [     ] (    ) {    } [     ] (    )

MALLET of CRUSHING ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

MANUAL of SKILL ( K 
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of ADAPT ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of BM ? ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of DEATH
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of LANGUAGE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of MAGIC ESP ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of MAGIC MISSILE ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of MIND PROJECTION ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of REMOVAL
(    ) {    } [     ] (    ) {    } [     ] (    )

MEDAL of TRAP PROTECTION
(    ) {    } [     ] (    ) {    } [     ] (    )

MILLSTONE - SPEEDS TO 1 (
(    ) {    } [     ] (    ) {    } [     ] (    )

MIRROR of LIFE ENTRAPPING
(    ) {    } [     ] (    ) {    } [     ] (    )

NET of ENTRAPMENT  
(    ) {    } [     ] (    ) {    } [     ] (    )

NET of ENT. WIRE CUTTERS (
(    ) {    } [     ] (    ) {    } [     ] (    )

NON-TP HANDCUFFS (
(    ) {    } [     ] (    ) {    } [     ] (    )

PEARL of  MANY YEARS ( K
(    ) {    } [     ] (    ) {    } [     ] (    )

PEARL of POWER  
(    ) {    } [     ] (    ) {    } [     ] (    )

PORTABLE HOLE 
(    ) {    } [     ] (    ) {    } [     ] (    )

ROBE of BLENDING
(    ) {    } [     ] (    ) {    } [     ] (    )

ROBE of MAGIC CONTROL
(    ) {    } [     ] (    ) {    } [     ] (    )

ROBE of MANY EYES
(    ) {    } [     ] (    ) {    } [     ] (    )

ROPE of CLIMBING
(    ) {    } [     ] (    ) {    } [     ] (    )

ROPE of ENTANGLEMENT
(    ) {    } [     ] (    ) {    } [     ] (    )

RUG of FIRE SMOTHER K
(    ) {    } [     ] (    ) {    } [     ] (    )

TANTUS CASTLE CUBE
(    ) {    } [     ] (    ) {    } [     ] (    )

TRAIT STONES ( K 
(    ) {    } [     ] (    ) {    } [     ] (    )

   Blue: 
Intelligence +20
(    ) {    } [     ] (    ) {    } [     ] (    )

   Purple: 
Endurance +2
(    ) {    } [     ] (    ) {    } [     ] (    )

   Orange: 
Ecstasy +2
(    ) {    } [     ] (    ) {    } [     ] (    )

   Yellow: 
Charisma +2
(    ) {    } [     ] (    ) {    } [     ] (    )

   Red: 
Looks +2
(    ) {    } [     ] (    ) {    } [     ] (    )

   Green: 
Age -2
(    ) {    } [     ] (    ) {    } [     ] (    )

VOICE THROWER
(    ) {    } [     ] (    ) {    } [     ] (    )

WINGS of DECEPTION
(    ) {    } [     ] (    ) {    } [     ] (    )

WINGS of FLYING
(    ) {    } [     ] (    ) {    } [     ] (    )

 RARE MAGICS:

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

                                   [    ] (    ) 
 [    ] (    )

	SPACE SHIPS
	DEBTS

	FLIGHT CERTIFIED:
	

	COMBAT ABILITY:



DAMAGE ROLL
	

	MANEUVER - ON D20:    



1 - 
	

	CONFIRMED KILLS: 

1 - 
6 -
2 - 
	

	



2 -
7 -
3 - 
	

	
KILL CLASS -

3 -
8 -
4 -
	

	
(SHIP TYPE)

4 -
9 -
5 -
	

	



5 -
10 -
6 -
	NON-PLAYER CHARACTER

	
	Strength
=

	PERSONAL SHIP: 
Strength: 


Rounds:
	Attack
=

	
Damage:
	Damage
=

	ENERGIZER  
 (      )
TELEPORT & ENERGIZER SHIELDS
 (      )
	

	SPACE PHONE
 (      )
LAND CRUISER
 (      )
	

	CLOAKING DEVICE
 (      ) 
TRACTOR BEAM
 (      )
	

	
	

	STARCARRIERS: 
Strength:  5,000

Rounds:
	DECK GIFTS

	
Damage:
	PISTOLS - 1.

	ENERGIZER  
 (      )
TELEPORT & ENERGIZER SHIELDS
 (      )
	                  2.

	SPACE PHONE
 (      )
LAND CRUISER
 (      )
	

	CLOAKING DEVICE
 (      ) 
TRACTOR BEAM
 (      )
	
BAG #  

	
	POSSESSION SHIELD
(          )

	DESTROYERS: 
Strength:  1,000

Rounds:
	AUTO HIT
(          )

	
Damage:
	BLACK HOLE PASSES
(          )

	ENERGIZER  
 (      )
TELEPORT & ENERGIZER SHIELDS
 (      )
	TIME FREEZE
(          )

	SPACE PHONE
 (      )
LAND CRUISER
 (      )
	OMNISCIENT QUESTIONS
(          )

	CLOAKING DEVICE
 (      ) 
TRACTOR BEAM
 (      )
	SHADOWS
(          )

	
	STOPWATCH OF TIME
(          )

	SHUTTLES: 
Strength:  100

Rounds:
	

	
Damage:
	

	


2 Fighters in each
	

	
	SPENT MAGICS

	CRUISERS: 
Strength:  50

Rounds:
	      BAG #
 (    ) {    } [     ] (    ) {    }

	
Damage:
	

	
	Test Tubes
 (    ) {    } [     ] (    ) {    }

	FIGHTERS: 
Strength:  20

Rounds:
	Beakers
(    ) {    } [     ] (    ) {    }

	
Damage:
	Wands
(    ) {    } [     ] (    ) {    }

	UNROLLED  ITEMS & LIQUID METALS
	Rings
(    ) {    } [     ] (    ) {    }

	
BAG # 
(     ) {    } [     ] (    ) {    }
     BAG # 
(     ) {    } [     ] (    ) {    }
	MB I
(    ) {    } [     ] (    ) {    }

	
	MB II
(    ) {    } [     ] (    ) {    }

	Unrolled Treasures
(     ) {    } [     ] (    ) {    }
          Silver
(     ) {    } [     ] (    ) {    }
	MB III
(    ) {    } [     ] (    ) {    }

	Small Money Bags
(     ) {    } [     ] (    ) {    }
          Gold
(     ) {    } [     ] (    ) {    }
	MB IV
(    ) {    } [     ] (    ) {    }

	Large Money Bags
(     ) {    } [     ] (    ) {    }
          Brass
(     ) {    } [     ] (    ) {    }
	MB V
(    ) {    } [     ] (    ) {    }

	Magic  Items
(     ) {    } [     ] (    ) {    }
          Copper
(     ) {    } [     ] (    ) {    }
	Bells
(    ) {    } [     ] (    ) {    }

	Gem or Jewels
(     ) {    } [     ] (    ) {    }
          Platinum
(     ) {    } [     ] (    ) {    }
	Belts
(    ) {    } [     ] (    ) {    }

	
	Books
(    ) {    } [     ] (    ) {    }

	     BAG # 
(     ) {    } [     ] (    ) {    }
     OTHER  ITEMS OF INTEREST
	Boots
(    ) {    } [     ] (    ) {    }

	
	Bracers
(    ) {    } [     ] (    ) {    }

	Potions    
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Cloaks
(    ) {    } [     ] (    ) {    }

	Scrolls     
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Compass
(    ) {    } [     ] (    ) {    }

	Rings       
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Crystal Balls
(    ) {    } [     ] (    ) {    }

	Staffs or Wands
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Eye Contacts
(    ) {    } [     ] (    ) {    }

	Magic Bags - I
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Gloves 
(    ) {    } [     ] (    ) {    }

	Magic Bags - II
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Gems / Jewels
(    ) {    } [     ] (    ) {    }

	Magic Bags - III
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Helms
(    ) {    } [     ] (    ) {    }

	Magic Bags - IV
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Horns
(    ) {    } [     ] (    ) {    }

	Magic Bags - V
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Figurines
(    ) {    } [     ] (    ) {    }

	Magic Articles
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Medallions
(    ) {    } [     ] (    ) {    }

	Armorments
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Mirrors
(    ) {    } [     ] (    ) {    }

	Lazer Rods
(     ) {    } [     ] (    ) {    }     
 
(     ) {    } [     ] (    ) {    }
	Pearls
(    ) {    } [     ] (    ) {    }

	
	


	LANGUAGE, SKILL & COLLEGE TRAINING

	PEOPLE / ANIMAL
	ANIMAL / HOUSE 
	HOUSE - CONT.
	RARE - CONT.
	WEIRD - SKILLS
	SKILLS - COLLEGE

	DIALECTS -(Normal) [Ancient]
TOWN
Assassin
 (     )  [     ]

Human
 (     )  [     ]

Prison
 (     )  [     ]

Religion
 (     )  [     ]

Seer
 (     )  [     ]

Thief
 (     )  [     ]

Undercvr Cop
 (     )  [     ]

Wizard
 (     )  [     ]

FORCE
Black Pirate
 (     )  [     ]

Boldon
 (     )  [     ]

Bounty Hunter
 (     )  [     ]

Colonial Troop
 (     )  [     ]

Death Troop
 (     )  [     ]

Droids:
     Basic
 (     )  [     ]

     Cobal
 (     )  [     ]

     Complink
 (     )  [     ]

     Fortran
 (     )  [     ]

     JorNick
 (     )  [     ]

     Nyltak
 (     )  [     ]

     Pascal
 (     )  [     ]

     Snobal
 (     )  [     ]

     Turan
 (     )  [     ]

Grock
 (     )  [     ]

Lizardman
 (     )  [     ]

Miter
 (     )  [     ]

Piton
 (     )  [     ]

Santifer
 (     )  [     ]

Thurk
 (     )  [     ]

Tike
 (     )  [     ]

Univ Police
 (     )  [     ]

Wally
 (     )  [     ]

Zorgon
 (     )  [     ]

SPECIAL
Alliance
 (     )  [     ]

Dwarf
 (     )  [     ]

Elf
 (     )  [     ]

Evil
 (     )  [     ]

Good
 (     )  [     ]

Guru
 (     )  [     ]

Hobbit
 (     )  [     ]

Ninja
 (     )  [     ]

Pixie
 (     )  [     ]

Wuller
 (     )  [     ]

Zappa
 (     )  [     ]

FORCE ANIMALS - 2 ea.
Camolus
 (     )  [     ]

Devils Breath
 (     )  [     ]

Kangroulops
 (     )  [     ]

Litron
 (     )  [     ]

Mutate
 (     )  [     ]

Plantmen
 (     )  [     ]

Rabbid
 (     )  [     ]

Radillo
 (     )  [     ]

Ratrus
 (     )  [     ]

Sabertooth
 (     )  [     ]

White Ape
 (     )  [     ]

Wing Wolves
 (     )  [     ]

ANIMALS - 2 ea.
Antelope
 (     )  [     ]

Baboon
 (     )  [     ]

Badger
 (     )  [     ]

Bear
 (     )  [     ]

Buffalo
 (     )  [     ]

Bull
 (     )  [     ]

Camel
 (     )  [     ]

Cat
 (     )  [     ]

Cougar
 (     )  [     ]

Cow
 (     )  [     ]

Coyote
 (     )  [     ]

Dog
 (     )  [     ]

Elephant
 (     )  [     ]

Elk
 (     )  [     ]

Fox
 (     )  [     ]

Gorilla
 (     )  [     ]

Goat
 (     )  [     ]
	ANIMALS - CONT.
Horse
 (     )  [     ]

Hyena
 (     )  [     ]

Jackel
 (     )  [     ]

Lion
 (     )  [     ]

Mountain Lion
 (     )  [     ]

Pig
 (     )  [     ]

Porcupine
 (     )  [     ]

Rabbit
 (     )  [     ]

Raccoon
 (     )  [     ]

Ram
 (     )  [     ]

Rat
 (     )  [     ]

Rhino
 (     )  [     ]

Sheep
 (     )  [     ]

Skunk
 (     )  [     ]

Squirrel
 (     )  [     ]

Tiger
 (     )  [     ]

War Dog
 (     )  [     ]

Weasel
 (     )  [     ]

Wild Pig
 (     )  [     ]

Wolf
 (     )  [     ]

Wolverine
 (     )  [     ]

HOUSE CREATURES
Ankheg
 (     )  [     ]

Banshee
 (     )  [     ]

Beholder
 (     )  [     ]

Brain Drainer
 (     )  [     ]

Brownie
 (     )  [     ]

Bugbear
 (     )  [     ]

Centaur
 (     )  [     ]

Charmer
 (     )  [     ]

Cloaker
 (     )  [     ]

Crawling Claw
 (     )  [     ]

Crypt Keeper
 (     )  [     ]

Cyclops
 (     )  [     ]

Dryad
 (     )  [     ]

Elementals:
     Air
 (     )  [     ]

     Cloud
 (     )  [     ]

     Earth
 (     )  [     ]

     Fire
 (     )  [     ]

     Lava
 (     )  [     ]

     Sand
 (     )  [     ]

     Vapor
 (     )  [     ]

     Water
 (     )  [     ]

Ettin
 (     )  [     ]

Flying Snake
 (     )  [     ]

Fungi
 (     )  [     ]

Gargoyle
 (     )  [     ]

Ghost
 (     )  [     ]

Ghoul
 (     )  [     ]

Giant Bugs:    2 ea.

     Ant
 (     )  [     ]

     Beetle
 (     )  [     ]

     Leech
 (     )  [     ]

     Scorpion
 (     )  [     ]

     Slug
 (     )  [     ]

     Spider
 (     )  [     ]

Gith
 (     )  [     ]

Gnoll
 (     )  [     ]

Gnome
 (     )  [     ]

Goblin
 (     )  [     ]

Golems:
     Bone
 (     )  [     ]

     Clay
 (     )  [     ]

     Doll
 (     )  [     ]

     Flesh
 (     )  [     ]

     Glass
 (     )  [     ]

     Iron
 (     )  [     ]

     Stone
 (     )  [     ]

     Straw
 (     )  [     ]

Gremlin
 (     )  [     ]

Grimlock
 (     )  [     ]

Hag
 (     )  [     ]

Halfling
 (     )  [     ]

Harpy
 (     )  [     ]

Hobgoblin
 (     )  [     ]

Hook Horror
 (     )  [     ]

Imp
       (     )  [     ]
	Inv Stalker
 (     )  [     ]

Kenku
 (     )  [     ]

Kobold
 (     )  [     ]

Kuo-Toa
 (     )  [     ]

Lamasu
 (     )  [     ]

Lich
 (     )  [     ]

Lurker
 (     )  [     ]

Manscorpion
 (     )  [     ]

Mimic
 (     )  [     ]

Mind Flayer
 (     )  [     ]

Minotaur
 (     )  [     ]

Mold
 (     )  [     ]

Mold Man
 (     )  [     ]

Mud Man
 (     )  [     ]

Mummy
 (     )  [     ]

Naga
 (     )  [     ]

Nightmare
 (     )  [     ]

Ogre
 (     )  [     ]

Orc
 (     )  [     ]

Owlbear
 (     )  [     ]

Phantom
 (     )  [     ]

Roper
 (     )  [     ]

Satyr
 (     )  [     ]

Screamer
 (     )  [     ]

Shedu
 (     )  [     ]

Sirine
 (     )  [     ]

Skeleton
 (     )  [     ]

Spectre
 (     )  [     ]

Sphinx
 (     )  [     ]

Spores
 (     )  [     ]

Sprite
 (     )  [     ]

Stirge
 (     )  [     ]

Tanar’ri
 (     )  [     ]

Titan
 (     )  [     ]

Trapper
 (     )  [     ]

Treant
 (     )  [     ]

Troll
 (     )  [     ]

Umber Hulk
 (     )  [     ]

Vampire
 (     )  [     ]

Wraith
 (     )  [     ]

Zombie
 (     )  [     ]

RARE CREATURES
Bigfoot
 (     )  [     ]

Chimera
 (     )  [     ]

Death Knight
 (     )  [     ]
Dinosaur:    2 ea.

     Spitter
 (     )  [     ]

     Stegosaurus
 (     )  [     ]

     Triceratops
 (     )  [     ]

     Pterodactyl
 (     )  [     ]

     Velociraptor
 (     )  [     ]

     Iguanadon
 (     )  [     ]

     Gorgosaurus
 (     )  [     ]

     Tyrannosaurs
 (     )  [     ]

Doppleganger
 (     )  [     ]

Dragons:
     Black 
 (     )  [     ]

     Blue
 (     )  [     ]

     Green
 (     )  [     ]

     Red
 (     )  [     ]

     Silver
 (     )  [     ]

     White
 (     )  [     ]

Giants:
     Cloud
 (     )  [     ]

     Fire
 (     )  [     ]

     Fog
 (     )  [     ]

     Frost
 (     )  [     ]

     Hill
 (     )  [     ]

     Ice
 (     )  [     ]

     Mountain
 (     )  [     ]

     Sand
 (     )  [     ]

     Stone
 (     )  [     ]

     Storm
 (     )  [     ]

     Sun
 (     )  [     ]

     Thunder
 (     )  [     ]

Gorgon
 (     )  [     ]

Griffon
 (     )  [     ]

Jelly
 (     )  [     ]

Leprechaun
 (     )  [     ]
	Lycanthrope:
     Bat
 (     )  [     ]

     Bear
 (     )  [     ]

     Boar
 (     )  [     ]

     Dog
 (     )  [     ]

     Fox
 (     )  [     ]

     Lion
 (     )  [     ]

     Rat
 (     )  [     ]

     Wolf
 (     )  [     ]

Manticore
 (     )  [     ]

Medusa
 (     )  [     ]

Ooze
 (     )  [     ]

Pegasus
 (     )  [     ]

Pit Fiend
 (     )  [     ]

Roc
 (     )  [     ]

Shdw Warr
 (     )  [     ]

Slime Mold
 (     )  [     ]

Tarrasque
 (     )  [     ]

Unicorn
 (     )  [     ]

Yeti
 (     )  [     ]
WEIRD CREATURES
SEMI-INT - 2 ea.

Balder
 (     )  [     ]

Basilisk
 (     )  [     ]

Bulette
 (     )  [     ]

Burrw Worm
 (     )  [     ]

Den Viper
 (     )  [     ]

Doat
 (     )  [     ]

Frall
 (     )  [     ]

Gliron
 (     )  [     ]

Jesolo
 (     )  [     ]

Leets
 (     )  [     ]

Liquijell
 (     )  [     ]

Manrex
 (     )  [     ]

Raker
 (     )  [     ]

Rotter
 (     )  [     ]

Seeker
 (     )  [     ]

Spidan
 (     )  [     ]

Stalagis
 (     )  [     ]

Talpo
 (     )  [     ]

Tantor
 (     )  [     ]

Turvel
 (     )  [     ]

Weedit
 (     )  [     ]

INTELLIGENT - 100

Aiel
 (     )  [     ]

Cloneit
 (     )  [     ]

Dragons:
     Brass
 (     )  [     ]

     Brown
 (     )  [     ]

     Cloud
 (     )  [     ]

     Copper
 (     )  [     ]

     Crystal
 (     )  [     ]

     Deep
 (     )  [     ]

     Electric
 (     )  [     ]

     Emerald
 (     )  [     ]

     Gold
 (     )  [     ]

     Gray
 (     )  [     ]

     Hydra
 (     )  [     ]

     Ice
 (     )  [     ]

     Iron
 (     )  [     ]

     Mercury
 (     )  [     ]

     Midnight
 (     )  [     ]

     Mist
 (     )  [     ]

     Nickel
 (     )  [     ]

     Paper
 (     )  [     ]

     Platinum
 (     )  [     ]

     Purple
 (     )  [     ]

     Sapphire
 (     )  [     ]

     Steel
 (     )  [     ]

     Topaz
 (     )  [     ]

     Yellow
 (     )  [     ]

Eefreti
 (     )  [     ]

Fire Ant
 (     )  [     ]

Gargantuan
 (     )  [     ]

Hajill
 (     )  [     ]

Hell Hound
 (     )  [     ]

IQ Eater
 (     )  [     ]

Living Wall
 (     )  [     ]

Mongolian
 (     )  [     ]
 (     )  [     ]
	Morpher
 (     )  [     ]

Phoenix
 (     )  [     ]

Pirate
 (     )  [     ]

Rager
 (     )  [     ]

Shadow
 (     )  [     ]

Shoulin
 (     )  [     ]

Time Guardian
 (     )  [     ]

IQ ASSESSMENT
1. TOTAL IQ

2. IQ USED

-

  a. Languages x 100 = 

  b. Skills with 500 = 

  c. Skills with 10 Levels

    TOTAL  = 

   1 x 100    =

   2 x 300    =

   3 x 600    =

   4 x 1K      =

   5 x 1.5K   =

   6 x 2.1K   =

   7 x 2.8K   =

   8 x 3.6K   =

   9 x 4.5K   =

 10 x 5.5K   =

3. IQ RESERVE 

=

SKILLS
500 IQ Per Book
Wizardry (1)      [     ]

Seer (3)   [     ]   [     ]   [     ]

Magical Skills - 0% Nat
Reverse Magic
 [        ]

Create Magic
 [        ]

  1. Basic
6. MB4

  2. Potion
7. Wand

  3. MB1
8. MB5

  4. MB2
9. Mag Art

  5. MB3
10. Rings

Weapon Skills - 0% Nat
% Natural for (
1 Level For each 10 Speed

Marksmanship (
 [        ]

Lazer Rod
[        ]

Fist Fighting
 [        ]

Running
 [        ]

Throwing Stars
 [        ]

Axes & Hatchets
 [        ]

Knives & Daggers
 [        ]

Spears & Picks
 [        ]

Num Chucks
 [        ]

Swords
 [        ]

Staffs
[        ]

Thieving Skills - 0% Nat
% Natural for (
Ninja Improved for (
Assassination ((
[        ]

Hide Shadow ((
[        ]

Move Silent- In ((
[        ]

Pick Pocket (
[        ]

Scale Walls (
[        ]

Stealth Move ((
[        ]

Info Gather
[        ]

Find Traps - In
[        ]

Remove Trap - In
[        ]

Sixth Sense - In
[        ]

Survival Skills - 0% Nat
% Natural for (
Blacksmith
[        ]

Construction
[        ]

Farming
[        ]
	Survival Skills - 0% Nat
% Natural for (
Fishing
[        ]

Forestry
[        ]

Hunting
[        ]

Leatherwork
[        ]

Mining
[        ]

Naturalist
[        ]

Pottery
[        ]

Skinning
[        ]

Tailor
[        ]

Herbologist
[        ]

Shipwright
[        ]

Navigation
[        ]

Meteorology
[        ]

Move Silent-Out (
[        ]

Sixth Sense - Out
[        ]

Find Traps - Out
[        ]

Remove Trap-Out
[        ]

Trapping
[        ]

Tracking (
[        ]

Observation (
[        ]

Demolition
[        ]

Scholar
[        ]

Social Skills - 0% Nat
2-40% Natural for (
Athletics (
[        ]

Bartender
[        ]

Carousing (
[        ]

Know - Custom (
[        ]

Know - History (
[        ]

Know - Legend (
[        ]

Know - Literat (
[        ]

Know - Music (
[        ]

Know - Politics (
[        ]

Know - Theolo (
[        ]

Musician (
[        ]

Performer
[        ]

Know - Diplo (
[        ]

Know - Lang (
[        ]

Know - Philoso (
[        ]

Know - Strategy (
[        ]

Detect Lies
[        ]

Detect V - Art
[        ]

Detect V - Books
[        ]

Detect V - Furn
[        ]

Detect V - Jewel
[        ]

Detect V - Metals
[        ]

Gambling
[        ]

Gesturing
[        ]

Med Diagnosis
[        ]

Med Healing
[        ]

COLLEGE

 DEGREE
(BA)  [MA]  {PhD}
Agriculture
 (    )  [    ]  {    }

Biology
 (    )  [    ]  {    }

Bus Financ
 (    )  [    ]  {    }

Bus Market
 (    )  [    ]  {    }

Chemistry
 (    )  [    ]  {    }

Commun. 
 (    )  [    ]  {    }

Comp Sci
 (    )  [    ]  {    }

Crim & For
 (    )  [    ]  {    }

Electronics
 (    )  [    ]  {    }

Elem Ed
 (    )  [    ]  {    }

Enginering
 (    )  [    ]  {    }

English
 (    )  [    ]  {    }

Geography
 (    )  [    ]  {    }

History
 (    )  [    ]  {    }

Home Ec
 (    )  [    ]  {    }

Inter Des
 (    )  [    ]  {    }

Law
 (    )  [    ]  {    }

Liberal Arts
 (    )  [    ]  {    }

Medicine
 (    )  [    ]  {    }

Military Sci
 (    )  [    ]  {    }

Philosophy
 (    )  [    ]  {    }

Phys Ed
 (    )  [    ]  {    }

Poli Sci
 (    )  [    ]  {    }

Recreation
 (    )  [    ]  {    }


	PERSONAL  REFERENCE
	TRAVEL LOG     HOME TOWN = 
	MAGICAL SPACEPORT - 34 Avg.

	CLOTHING & MAGIC WORN
	UNIVERSE 1
	FREQUENCY BUYING GUIDE
(MAX USES)

	Class of Clothing

=
	
	RNG - TRAIT CHANGE (D4)
((/K)
(100)

	Head
-
1 Helmet
1
= 
	
	MB4 - INTELLIGENCE (+10)
((/K)
(100)

	
	
	MB5 - WISDOM
((/K)
(100)

	Eyes
-
1 Contact
1
=
	
	MAT - JP’S OINT (FUTURE) 
((/K)
(40)

	
	
	WND - COMMAND
((/K)
(40)

	Neck
-
1 Medallion
1
=
	
	MB4 - CONTINUANCE
((/K)
(100)

	
	
	RNG - BM ? (FUTURE) 
((/K)
(100)

	Body
-
2 Robes or
1
= 
	
	MB4 - FUTURE
((/K)
(100)

	

   or Cloaks
2
=
	
	MB5 - LORD (FUTURE) 
((/K)
(100)

	
	
	MAT - BM ? MED (FUTURE) 
((/K)
(100)

	Waist
-
1 Belt
1
=
	UNIVERSE 2
	MAT - HELM OF TEL (1/2 FUT) 
((/K)
(100)

	
	
	MAT - MED OF ESP (1/2 FUT) 
((/K)
(100)

	Wrists
-
2 Bracers
1
=
	
	MB1 - ENDURANCE (+1)
((/K)
(100)

	


2
= 
	
	WND - DOUBLE STRENGTH

(100)

	
	
	RNG - REGENERATION
((/K)
(40)

	Fingers
-
8 Rings
1
=
	
	RNG - EXTRA HEALING
((/K)
(100)

	


2
=
	
	POT - EXTRA HEALING

(100)

	


3
=
	
	MB5 - POWER WORDS ((4) 
((/K)
(100)

	


4
=
	
	MB5 - CURE ALL
((/K)
(100)

	


5
=
	
	WND - DELAYED DEATH
((/K)
(40)

	


6
=
	
	WND - REPLICATING
((/K)
(40)

	


7
=
	UNIVERSE 3
	WISHES         (SEE BELOW)

(100)

	


8
=
	
	RNG - DIM MAGIC SAVE
((/K)
(100)

	
	
	RNG - READINESS
((/K)
(40)

	Gloves
-
1 Pair
1
= 
	
	RNG - MAGIC STORING
((/K)
(100)

	
	
	RNG - MAGIC TURNING
((/K)
(100)

	Boots
-
1 Pair
1
=
	
	MAT - BLACK HOLE COIN

(100)

	WEAPONS CARRIED
	
	MAT - ARROW OF AIM
((/K)
(40)

	
	
	MAT - GLOVES OF SPEED
(()
(100)

	Strapped on my Back:
	
	MAT - GLOVES OF DEX
((/K)
(100)

	  (2 Oversized Weapons:  Sword, Staff
	
	POT - HEALING

(100)

	  (Crossbow, Rifle, Flamethrower, Sublazer)
	
	POT - HEROISM

(100)

	
	UNIVERSE 4
	POT - PERSUASION

(100)

	
1
=
	
	MB2 - DOUBLE STRENGTH
(()
(100)

	
2
=
	
	MB4 - MAX WEAPON DAM
((/K)
(100)

	
	
	RNG - FLESH RESTORE
((/K)
(40)

	Holstered:

	
	MAT - TRAIT STONES (( 6)
((/K)
(100)

	        (2 Pistols, 2 Rods, 10 Rocks, Key & $)
	
	MAT - HELM OF TELEPORT

(100)

	
	
	MAT - FIGURINES (( 4) 

(100)

	
Pistol
1
=
	
	RNG - SHOOTING STAR
((/K)
(100)

	
Pistol
2
=
	
	WND - LORDLY MIGHT
((/K)
(40)

	
Rod
1
=
	
	WND - WEAPON ENHANCE
((/K)
(100)

	
Rod
2
=
	
	MB2 - TELEPORT (100%)
(()
(100)

	
	UNIVERSE 5
	MB2 - ENLARGE
(K)
(100)

	SECONDARY WEAPONS
	
	MB4 - TRAP IMMUNITY
((/K)
(40)

	1
=
	
	MB5 - RESURRECT NO END
((/K)
(40)

	2
=
	
	MB3 - INTELLIGENC: 10 (+/-)
(K)
(100)

	3
=
	
	WND - PERMANENCY
((/K)
(40)

	4
=
	
	MAT - JAVLIN OF LIGHTNG
((/K)
(40)

	5
=
	
	MB4 - IMMUNE TO GAS
((/K)
(40)

	QUICK MAGIC REFERENCE
	
	RNG - DISPELL MAGIC
((/K)
(40)

	1
=
	
	PRICING GUIDE & RANGE (PER USE)

	2
=
	
	POT:

-  D20K - 10-60%
(400-18K)

	3
=
	
	SCR:
(
-  20K X 11-20
(220-400K)

	4
=
	
	
(/K
-  20K X 11-20 X D6
(20-1.2M)

	5
=
	UNIVERSE 6
	RNG:
(/K
-  120K X 11-20 X D6
(1.3-14.M)

	6
=
	
	WND: 
-  80K -10-60%
(4-72K)

	7
=
	
	
(
-  80K X 11-20
(880-1.6M)

	8
=
	
	
(/K
-  80K X 11-20 X D6
(880-9.6M)

	9
=
	
	MBS:

-  100K X 1-10
(100-1M)

	10
=
	
	
K
-  100K X 1-10 X D6
(100-6M)

	EMERGENCY MAGIC REFERENCE
	
	
(
-  100K X 11-20
(1.1-2.0M)

	1
=
	
	
(/K
-  100K X 11-20 X D6
(1.1-12M)

	2
=
	
	MAT: 

-  120K X 1-10
(120-1.2M)

	3
=
	
	
(
-  120K X 11-20
(1.3-2.4M)

	4
=
	
	
(/K
-  120K X 11-20 X D6
(1.3-14M)

	5
=
	
	WISH:
-  D6 - 10-60%
(40-540K)


SKILL & LANGUAGE BOOKS

Learning Process.  Only 1 Skill or Language can be learned each 3 Months (1 Week Real Time).  Most Languages have 100 dialects, a few have less.  Skills have 10 Levels.  All must be learned in a Hotel.  They cannot be learned while in College.


Language Bonuses.  Plus 1 IQ for each Normal & 3 IQ for each Ancient dialect spoken per encounter group (Not Each) 


encountered outside of a City or Town.

Skills with 1 Level of Expertise.  Need 500 Intelligence to Learn.  50% Probability to have the Book.  Wizardry & Seer.

Skills with 10 Level of Expertise.  Other Skills must be learned in sequential order.  100 Intelligence Per Level Required, For example 100 for Level 1 and 500 for Level 5.  To Learn all 10 Levels of a Skill Requires a total of 5,500 Intelligence.


Probability To Have A Book.  Use the Following:   1st = 100%,   2nd = 90%,   3rd = 80%,   4th = 70%,   5th = 60%, 


6th = 50%,   7th = 40%,   8th = 30%,   9th = 20%,   10th = 10%.

Random Skill Levels For Encounters.  If needed, roll a percentile (2D10) and use the following:  1-18% = 1st, 19-34% = 2nd, 35-49% = 3rd, 50-61% = 4th, 61-70% = 5th, 71-80% = 6th, 81-88% = 7th, 89-94% = 8th, 95-98% = 9th, 99-100% = 10th.

Pitting Ones Skills Against An Encounter Or Object.  Both Roll their Natural Knowledge or Luck at any particular moment, if any.  For Some Skills, roll a Percentile (2D10), for Social Skills the roll is 2D20.  Also Add any Book Knowledge, Each Book Level Equals 10%.  Then Add any D20 for Academic Knowledge (College Degrees). The highest number wins.

SKILL MASTERY
Most Skills provide a special ability that the character  receives, but ONLY AFTER he has learned All 10 Levels of that Skill.  Listed below each Skills that provide a Skill Mastery is its special ability the Mastery provides.  The Mastery benefit only applies to the individual character unless the Mastery says otherwise (It’s knowledge will only apply to the character – Human Nature).  Skills that have their number Underlined do not have a Skill Mastery Bonus, these Skills improve at each level.

BOMB MAKING

To produce your own Bombs, 3 Skills must be mastered in conjunction with 3 Doctorate Degrees.  The Skills are Blacksmith (Housing), Construction (Interior) & Carousing (Misc. Equipment). The Degrees are Chemistry, Engineering & Home Economics.  To make each bomb requires 1-6 (D6) Pelts of Clay and 1-6 (D6) Nitros.  Once each gaming session, this character can roll the same as checking if the Weapon Store has any bombs, but he can make any if he rolls a 1 or 2 on that dice.


MAGICAL SKILLS

( 0% Natural Ability)

1.
Reverse Magic.  Most Magics are Reversible - Each Level Book Gives a 10% chance at success.  Whether your successful or not, the Magic will be spent.

2.
Create Magic.  In order to buy these books, you must have the correlating Intelligence Required.  You also need spent magic items to use for storing the magic you create.  The books are as follows:


1.
Basic Magic Creation

(No IQ Needed)


2.
Create Potions  

(6,000 IQ Needed)


3.
Create Magic Bag I’s

(8,000 IQ Needed)


4.
Create Magic Bag II’s  
(11,000 IQ Needed)


5.
Create Magic Bag III’s  
(15,000 IQ Needed)


6.
Create Magic Bag IV’s  
(20,000 IQ Needed)


7.
Create Wands  

(30,000 IQ Needed)


8.
Create Magic Bag V’s  
(50,000 IQ Needed)


9.
Create Magic Articles  
(100,000 IQ Needed)


10.
Create Rings  


(500,000 IQ Needed)

WEAPON  SKILLS – REGULAR

( 0% Natural Ability) (( 1-100% Natural Ability)
Level by Speed.  Each Book Level is needed for each 10 x of Speed, Starting at 10 Speed.  If the Skill is not learned and the characters speed reaches 11, he can only use the speed of 10 until learned.  All weapons are covered in some manner below.

Regular Weapons
1.
(
Marksmanship & Speed Draw.  All Weapons. MASTERY = This character can draw and use any weapon on the same flinch round (1st Personal Initiative).

2.
Lazer Rod

3.
Fist Fighting

4.
Running

WEAPON  SKILLS – NINJA

( 0% Natural Ability)
Level by Speed.  Each Book Level is needed for each 10 x of Speed, Starting at 10 Speed.  If the Skill is not learned and the characters speed reaches 11, he can only use the speed of 10 until learned.  All weapons are covered in some manner below.

Ninja Weapons

1.
Throwing Stars

2.
Axes & Hatchets

3.
Knives & Daggers

4.
Spears & Picks

5.
Num Chucks

6.
Swords

7.
Long & Quarter Staffs

THIEVING SKILLS

( 0% Natural Ability) (( 1-100% Natural Ability)

(( Ninja Improved Skill)

1. (
Assassination.  The Fine Art of Killing.  


MASTERY = If there is any Assassination attempt on this character, the Assassin will confront the Mark (character), and tell him to get out of town for good.  He will stage a successful erasure for his employer.

2.(
Hide in the Shadows.  Standing Still amongst a crowd, shadows or Terrain. 


MASTERY = This character can avoid all Chart #2 & #3 (Magic & Disaster) encounters in a City or Town.  Will still effect other party members.

3.(
Move Silently.  Indoor Surfaces. 


MASTERY = If this character, while indoors and is in the lead, has an encounter, they can have a +2 on the Initiative roll for all flinch moves.

4.(
Pick Pocket.  Lock & Pick % is done separately.  Add 10% per Level.

5.(
Scale Walls.  Freestyle Rock Climbing (Surface cannot be smooth).


MASTERY = Because of this characters knowledge of earthen formations, he can Minus 2 when landing on all man-made runways (All but Cities).

6.(
Stealth Movement.  Following through a Crowd.  


MASTERY = This character has a 50% chance each encounter to naturally double the damage of all  weapons.  Does not have this ability if any Magic is used by character.

7.
Information Gathering.  In Underworld Channels.


MASTERY = By visiting a Bar in a new  City or Town, this character can gain immediate information regarding each local Weapon Stores, and owners attitudes about stocking illegal wares.  Like always, purchasing bombs can only be done once per gaming session, unless the characters go through a Blackhole/Wormhole.  Also, if this character chooses to sell any illegal items, their Underworld connections and relationship with all Bar owners, allow them to unload them quickly at street value, without being caught by any law enforcement.


8.
Finding Traps.  Indoor Only, Cannot Disable or Remove.  10% per Level.

9.
Remove Traps.  Indoor Only, Have to find them before they can be removed.  10% per Level.

10.
Sixth Sense.  Indoor Only, Gut Feeling about Surroundings


MASTERY = If conscious and Indoors, this character cannot be robbed except by Leprechauns, they get to match Pick Pocket abilities (Their natural ability is 1-100% (2D10) plus 110-140% (100 + 10-40 [D4]).  (See Battlefore Book for complete Leprechaun encounters).

SURVIVAL SKILLS

( 0% Natural Ability) (( 1-100% Natural Ability)

(( Ninja Improved Skill)

If your character is born and raised outside town (Country Boy), Roll a D12 twice to see which 2 skill your character can have a D20 adder.

1.
Blacksmith / Metallurgy.  Metal Forging.


1/6th of Bomb Construction.  


MASTERY = This character, when bombing a house, can adjust the bomb’s housing so that it’s damage is upgraded by one size (Hydrogen = Nitrogen) for himself only.  Can only do the same number of houses as the original bomb.  This upgrade cannot be done for others.  Cannot upgrade the Galaxy Bomb or Rare Weapon Bombs.

2.
Construction.  Carpenter, Painter, Mason.


1/6th of Bomb Construction.  


MASTERY = This character, when bombing a house, will get an additional 1-4 (D4) floors.

3.
Farming & Gardening.  Growing Crops.


MASTERY = This character can grow and harvest various crops for Poison or Illegal Drugs. Each gaming session, they can harvest and sell 1-100 uses of a random Poison (Street Value 10-40K) or 1-10 uses of an Illegal Drug (Street Value 100-400K).

4.
Fishing & Netting.  Catching Food or Game.


MASTERY = When combined with Mastery of Hunting, this character can feed his entire party.  And when combined with a Mastery of Meteorology, this character can provide water for his entire party.

5.
Forestry.  All about Plants, Edible and Poisonous.


MASTERY = When combined with a Mastery of Farming & Gardening, this character can double his crop production for a better harvest.

6.
Hunting.  Finding Game or food in Natural Habitat.


MASTERY = By taking advantages of the surrounding Game, Insect, and Plant life, this character does not need to eat any daily Food tablets.

7.
Leatherwork / Tanner.  Basic Skills


MASTERY = This character can construct a handle that prevents only their Staff (Ninja Weapon) from breaking.  Can have up to 12 bags of holding.

8.
Mining & Geology.


MASTERY = This character can forge 1,000-10,000 (D10) ounces of a random metal per gaming session.

9.
Naturalist.  Know details about all Basic & Force


Animals.  Also Handling & Veterinarian.


MASTERY = Each gaming session, this character can roll a random Pet.  An Animal or Force Animal that will shadow the character for the entire gaming session.  The Pet cannot take damage and can perform minor tasks.  For the Pets attack, the character can magically speak it’s dialect and add 10,000 damage to his attack.  If the character naturally speaks 1 Dialect of the rolled animal.  Then the character can add 30,000 damage to his attack.

10.
Pottery / Glazier.  Natural & Wheel Work.


MASTERY = This character can create either a Golem (random), or a Pseudo Dragon (random color).  When an animation magic is used with these, they will assistance the character (Times Damage and Strength by a D10).  The player can make 2 per gaming session.  These become the Characters Non-Player Character, and will last until Death or the end of the gaming session.  The character cannot heal or use any Magic on these NPC.  This character can also convert any of his uses of Nitro Glycerin into Clay Explosive.

11.
Skinning & Taxidermy (See Language Mastery).


10% per Level.
12.
Tailor / Weaver.  Basic Skills.


MASTERY = This character can make his own Clothes, Boots, and Bags of Holding.  Other Characters must purchase these yearly (Monthly) at a cost of 1-20 Million.  Also, this character can utilizing this skill by sewing hidden pockets & compartments in his own clothing.  This will prevent him from being robbed 25% of the time - Conscious or Unconscious.

13.
Herbologist / Pharmacist.  Using Herbs and Plants to cure illness or cause Hallucinations.


MASTERY = This character can convert any of his type 6 - Lethal Poison to an Illegal Drug (Street Value 100-400K).  Cannot do for another character.

14.
Shipwright.  Handling all types of Vehicles.


MASTERY = This character can add 2 to their spaceship’s maneuver ability.

15.
Navigation.  Land, Air & Sea.


MASTERY = This character can have 2 Hyperdrives per Space Encounter.  All will then use a D4 for Hyperspace Directions.  The D4 second Hyperdrive, is the remaining escape routes. 

16.
Meteorology / Weather.  Human Barometer.


MASTERY = This character does not require any daily Water tablets.

17.(
Move Silently.  Outdoor Terrain.


MASTERY = If this character, while outdoors and in the lead, has an encounter, they can have a +2 on the Initiative roll for all flinch moves.  

18.
Sixth Sense.  Outside Only, gut Feeling about Surroundings.


MASTERY = If conscious and Outdoors, this character cannot be robbed except by Leprechauns, they get to match Pick Pocket abilities (Their natural ability is 1-100% (2D10) plus 110-140% (100 + 10-40 [D4]).  (See Battlefore Book for complete Leprechaun encounters).

19.
Find Traps.  Outdoor Only, cannot disable or Remove.  10% per Level.


MASTERY = Character can add 1 to spaceship maneuver ability.

20.
Remove Traps.  Outdoor Only, have to find them before they can be removed. 10% per Level.


MASTERY = Character can add 1 to spaceship maneuver ability.

21.
Trapping.  Catching live Game.  For only Animals, Force Animals & Matching Skills with a Man.


MASTERY = If this character is in the lead, they will find any Trap located in a hall (Find Traps only applies to Doors & Chests).  Need to Remove Traps - Indoor to disable.
22.(
Tracking a Concealed Trail.  Or concealing your own Trail.


MASTERY = If this character is in the lead and roll a Dead End of any kind, they can always find a Secret Door.

23.(
Observation.  Notice or Find things others would not (See Secret Doors).


MASTERY = If this character is in the lead and roll a Cave for the room type, they can find a passage (To a Hall) in the Cave.  Therefore, Treat all Caves as Cave Chambers for this player.

24.
Demolition.  Expertise in House Bombing.


MASTERY = When bombing a house, this character can add an additional 10-60% (D6) more adventure points.  (Up to Maximum amount available only)

25.
Scholar.  Mastery of Books & respect for the Seer .


MASTERY = This character can establish a personal relationship with any Seer during his first visit.  Each subsequent visit after that, this character does not need to use any future glances at the Seer.  The Seer will allow this character to browse, with full access, his bookshelves.  The character can see what books are available to him.  All rolls still need to be made.  If the characters go to a different Seer, then it will take the first visit to establish another relationship.

SOCIAL SKILLS
( 0% Natural Ability) (( 2-40% (2D20) Natural Ability)

If your character is born and raised in town (City Boy), Roll a D12 twice to see which 2 skill your character can have a D20 adder.

1. (
Athletics.  Each book represents 100% Mastery in 1 Sport.  More than 10 Books.  Mastery is 10 Books.


MASTERY = This character, as a Professional Athlete, can regenerate 1,000-10,000 (D10) damage per round (During Combat Only).  This character can also earn 100K-2M (D20) between each gaming session.  When combined with the Mastery of Performer / Entertainer, multiply earnings by a D10.

2.
Bartender.  Master Mixologist.


MASTERY = Because of this characters familiarity with toxic substances, they will take only 50% of all Poison damage or attacks.

3. (
Carousing & Savoir-Faire.  Able to gather local Information & make friends.  “Mr. Smooth”.


1/6th of Bomb Construction.  


MASTERY = Once each gaming session, this character can ask the Weapon Store owner for a Hydrogen Bomb from his personal stash.  Roll a D4, if a 1 is rolled, he has one to give you.  There will be no charge, It’s free.

4. (
Detailed Knowledge of Customs & Traditions.


MASTERY = This characters knowledge of local customs, will get them a reduction in Banking charges.  Instead of paying the usual 1-10% fee for deposits, they only pay 1-4%. 

5. (
Detailed Knowledge of Universal History.


MASTERY = By knowing details of the past, this character gains further insight into the future.  This character gets 2 additional future glances per gaming session.

6. (
Detailed Knowledge of Universal Legends, Folklore & Myth.  The Storyteller.


MASTERY = With the purchase of every new Starcarrier, this character can ask the Flight Store owner to install an Illegal item of their choice to be added to his ship.  There will be no charge, It’s free.

7. (
Detailed Knowledge of Literature.


MASTERY = This character has a 50% chance to buy and learn a 2nd Skill.  This is only done once each week (Real Time).  Hotel accommodations are only paid once.

8. (
Detailed Knowledge of Universal Music.


MASTERY = This character can write, compose or edit music for 1-20 (D20) songs or albums (Art Value) per gaming session.
9. (
Detailed Knowledge of Universal Politics.


MASTERY = This characters detailed knowledge of Politics allows them only gains at the Stock Market.  For Bonds, Low & High Risk Stocks and Commodities, if a negative or loss is rolled, this character breaks even for that Category.

10.(
Detailed Knowledge of Universal Theology.


MASTERY = As a Universal Missionary / Clergy, this character gets an additional 30% reputation.  This respect is by all Humanoid Races.  Does not include Police, Animals or Creatures.

11.(
Musician.  Each book represents 100% Mastery on 1 Instrument.  More than 10 Books.


MASTERY = As a Professional Musician, this character can earn 100K-2M (D20) between each gaming session.  When combined with the Mastery of Performer, multiply the earnings by a D10.

12.
Performer / Entertainer.  Acting, Juggling, Acrobatics & Comedian.


MASTERY = As a Professional Actor, this character can earn 100K-2M (D20) between each gaming session.  When combined with the Mastery of Athletics or Musician, multiply each of the earnings separately by a D10.

13.(
Detailed Knowledge of Diplomacy.


MASTERY = When asked for an ID check by Police or City Watch/Guard, there is a 50% chance you can talk them out of it.
14.(
Detailed Knowledge of Universal Languages.  Not to Speak, Read or Understand.


MASTERY = Each week (Real Time), this character has a 50% chance to buy and learn a 2nd Language.  Hotel accommodations are only paid once.

15.(
Detailed Knowledge of Universal Philosophy.


MASTERY = Once each gaming session, this character can ask the Wizard for a random Rare Magic (1 use only).  Roll a D4, if a 1 is rolled, he has one to give you.  There will be no charge, It’s free.  If your character has more that 13 Uses of Rare Magic, the Wizard will not give you another. (13 is the most any player can have).
16.(
Detailed Knowledge of Strategy & Tactics.


MASTERY = In space, after a Hyperdrive, usually the opponent is automatically in the back and can attack if he follows.  This character’s ship will automatically be in the back and can attack 1-4 (D4) times before the opponent can maneuver.  Police will still board immediately, reguardless of position.
17.
Detect Lies.  Also a Good Judge of Character.


Must roll against opponents Skill level.  10% per Level.

18.
Detect Value:  Art & Artifacts.


MASTERY = Can make 1-20 (D20) Arts per gaming session.
19.
Detect Value:  Books.


MASTERY = Can write 1-6 (D6) Novels, Short Stories or Articles (Art Value x D6) per gaming session.  If this character is in the lead, and rolls a furnishing that is a Book (2 Furnishings are Books), that Book can be any Language or Skill Desired.
20.
Detect Value:  Furnishings & Antiques.


MASTERY = Can make 1-20 (D20) Antiques (Art Value) per gaming session.

21.
Detect Value:  Jewel & Gems.


MASTERY = Can mine 1-10 (D10) Jewel or Gems per gaming session.

22.
Detect Value:  Metals.


MASTERY = If any Metal is found, this character can refine his, and only his, portion and upgraded to the next most expensive ore.  The order is as follows: Brass ( Copper ( Silver ( Gold ( Platinum.  This can also be done for any Metals forged by this character using Mining & Geology.

23.
Gambling.  Sleight of Hand Cheating.  Remember all Dealers are 7th-10th Level (D4).


MASTERY = This character, using their sleight of hand, has a 10% chance to adjust 1 die roll, 2 times each gaming session.   Minus 1% for every # away.  For example, if a player roll a 5 on a D6 and needs a 2, he first rolls a D10 – if a 0 is rolled there is a chance he can alter it, since he wants to move the number down 3, he then must roll a 7 or less on his second D10 roll.  This can be done until the character has altered 2 die rolls per gaming session.  They can use this with the Deck of Many Things, however, only those Deck draws using their Daily Future Glance(s), not purchased Future Glances. 

24.
Gesturing.  Hand, Facial and Body for all situations.


MASTERY = Twince per gaming session, this character has a 50% chance to naturally charm an Animal or Creature with a strength of 300,000 or less.  It must be done during their first round of the encounter and requires the whole round.  It can be done as many times as necessary, until there are 2 successful attempts.  The charmed Animal or Creature will become the Characters Non-Player Character, and will last until Death or the end of the gaming session.  The character cannot heal or use any Magic on this NPC.

25.
Medical Diagnosis.  Can Diagnose Basic Ailments.


MASTERY = This character can determine the strength each round of any other Encounter or Character.  They should attack last, and ask the Battlemaster to reveal the opponent’s remaining strength.

26.
Medical Healing.  Like an EMT, you can cure Basic Ailments.  Need to Diagnose First.


MASTERY = This character can quickly recognize any Disease.  They will only receive the disease if they roll a 1 on a D20 (Instead of on a D10).

LANGUAGE MASTERY
1. IQ Bonus.  For each encounter (group not each),  Add 1 IQ for each Normal & 3 IQ for each Ancient dialect spoken.  Only encounters outside of Cities & Towns.

2. If your Character has 5,000 Adventure Points, he gets an additional Minus 1 to hit the encounter.  However, this only applies if 1 dialect is spoken on the encountered creature.  

(See BattleFore Book for full details)

3. If 1 Dialect is spoken of the Animal/Creature being skinned, use the Art Chart for value instead of the Fur Chart.

4. Aid from encounters.  Each 1 dialect is 1% for the encounter to not Rob you, Give a Clue, To Barter, To Trade or Befriend & Ride.  This mostly applies to:  Dragons Leprechauns, Sphinx, Satyr, Centaur, Hobbit, Bugbear, Unicorn, Pegasus & Devil’s Breath.

5. For Advanced Characters (100+ Leadership Points), the Battlemaster may require at least 1 Dialect of appropriate magic items to use.  For example:  


1. Elemental Command.
5. Belts of Giant Strength. 


2. Gauntlets of Gorgon. 
6. Figurines.



3. Gloves of Spider.

7. Speak with Dead.



4. Jewel of Attack.
6. For Advanced Characters (100+ Leadership Points), Maps (Treasure & Others), Clues and other writings can be written in a random Language. 

7. For Random Language, roll an encounter for where the book is found.  For random Skills, roll a D6.


1-3 = Survival Skill,  4-6 = Social Skill (Roll D20 for Skill).


Guild Language Mastery
There are Five (5) Guilds that make up the ravaging collectable.  Each has a vital role in the progression of character development.  Each also provides a special talent as you master their dialects.  However, a character may only have a majority of one guild’s dialects at a time (Unless all 100 dialects are spoken).

ASSASSIN  (Fighter / Warrior)
For every 10 dialects spoken, this character can add 1,000 to Magical Strength.  Their maximum strength is 110,000 which is 10,000 beyond the normal maximum.

CLERIC  (Healer / Holy Man)
For every 10 dialects spoken, this character can add an additional Daily Resurrection and Daily Healing.  Their maximum is 11 Daily Resurrections and their Daily Healing 11 times each Day (Hour).

SEER  (Intellectual / Historian)
For every 10 dialects spoken, this character can add 10 to their Gaming Session Intelligence.  Their maximum is 100 additional Intelligence per gaming session.

THEIF  (Rogue / Acquisitionist) 
For every 10 dialects spoken, this character can add 1% to their Lock & Pick Percentage, beyond the normal maximum of 90%.  Their maximum Lock & Pick Percent is 100%.  They will not need to roll to open and locks unless they are Wizard locked.

WIZARD  (Magic User / Creator)
For every 10 dialects spoken, this character can add 1% the their Magic Save, beyond the normal maximum of 90%.  Their maximum Magic Save is 100%.  They will not need to roll a Magic Save unless it is diminished in some way.

COMPLETE GUILD LANGUAGE MASTERY
Once a character has learned all 100 dialects of each of the 5 Guilds, he is considered a Guild Master and as such receives an additional 5 daily future glances.
�
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