Version 1.1
Character Generation.
Design
We intend to give as much flexibility as possible whilst following a plausible ‘life history’ for each character. As such, while skills maybe limited for some characters, it will be a reflection of their social standing and lot in life rather than an artificial character class distinction.

It is our hope that you will use this section of the rules to discover aspects of your character’s personality and to find out what motivates him/her rather than it simply being an exercise in listing abilities and skills.

Creating a character for Shards is straight forward. Your character begins life as the classic person. The classic person is Shards’s interpretation of Mr Average. The vast bulk of the worlds population conforms to his/her specifications which are listed below.

1.  You have no education.

2.  You have no skills of measurable worth.

3.  You can sustain one blow to any limb or two to the chest before dying.

4.  You have no wealth or social standing.

5.  You can use any melee weapon, bow or armour you have the physical representation for, (provided it fits in with look and feel of the event).

All characters start off as the classic person at the beginning of character generation but by choosing background advantages, disadvantages and areas of expertise for your character he/she soon becomes a three dimensional entity in their own right. If you nether have the time or desire to ‘scratch’ build your character, a large number of character archetypes are available in appendix II at the back of this booklet. 

Advantages and Disadvantages.
You have a total of six background points, these represent your lot in life. These points represent each characters initial fortune in having a greater than average start to life. It is up to you to decide whether that luck was natural ability, accident of birth, rich parents, age or even supernatural aptitude.

It is possible for players to push their characters luck. If you wish you may ‘overspend’ your background points. The balance will be translated into disadvantages. Each point you overspend will create two points of  disadvantages. The maximum a player can overspend by is a total of six points thus creating twelve points of disadvantages. 

Spending Advantage Points.
Advantage points can be spent on the following;

1.  High Social Class.

2.  Natural Ability.

3.  Supernatural Ability.

4.  Intuitions.

5.  Physical Ability.

6.  Fortune

1. High Social Class.
All characters are assumed to be Lower Lower Class (LLC), the vast bulk of the population. In Shards social class is an immense advantage, giving a person access to guilds, collages, entrance to the clergy and even ruling positions. The cost in background points and the additional benefits automatically gained by belonging to that social class are listed below. Skills gained through social class are describe in the areas of expertise section of the rules. 

Please note, if a player wishes their character to be of high class but does not desire to spend any advantage points, then they may do so. Although they do not gain any of the in game benefits listed below, they just get to role play being from a certain social class.

Social Class
Advantage Point Cost
Game Benefit. 

Lower

Lower

Class
0
Can not read or write.

Speaks only in dialect

Grade II Bardic Knowledge

Knows farming skills but little else.

May not join a guild

May join the militia

No annual disposable income

Upper

Lower

Class
1
Can not read or write

Speaks own dialect plus one other dialect.

Grade II Bardic Knowledge

Grade I Practical Craft (choose one i.e. Wood Working)

May not join a guild

May join the militia

Annual disposable income 2,500 cw

Lower

Middle Class
2
Literacy -  Own Language

Grade I Theology

Grade II Bardic Knowledge

Numerate

Grade I Practical Craft (choose one i.e. Wood Working)

May join a guild

May join the militia

Annual disposable income 5,000 cw

Upper

Middle

Class


4
Literacy -  Own Language 

Other Language (choose one)

Grade I Theology

Grade II Bardic Knowledge

Numerate

Grade I Practical Craft (choose one i.e. Wood Working)

Grade I Social Art (choose one i.e. Story Telling)

Can join a guild

Can join the militia

Annual disposable income 15,000 cw

Lower

Upper

Class
6
Literacy -  Own Language 

Literacy  - Foreign Language 

Grade II Theology

Grade I Bardic Knowledge

Numerate

Grade I Noble Art (choose one i.e. Falconry) 

Grade I Social Art (choose one i.e. Formal Dance)

May not join a guild

May not join the militia

Annual disposable income 30,000 cw

Upper

Upper

Class
8
Literacy - Own Language 

Literacy - Foreign Language 

Literacy - Ancient Language 

Grade III Theology

Grade I Bardic Knowledge

Numerate

Grade I Noble Art (choose one i.e. Falconry) 

Grade I Social Art (choose one i.e. Formal Dance)

May not join a guild

May not join the militia

Annual disposable income 60,000 cw

2. Natural Ability.
Natural Ability represents a characters innate talent in a broad area of life. It costs two background points to have a natural ability in a single area and six points to have natural ability in two area’s. No more than two natural abilities can be taken.

The areas are:

A. Combative.
The character is a natural fighter (but not necessary a tactician). Although any one can use any armour or melee weapons they have the physical representation for, (provided they fit in with the look and feel of the campaign see combat rules for details), a character who is naturally combative uses them to their greatest advantage. Combative characters automatically gain the extra combat skills of brawl and subdue (see combat rules for details).

B. Pathfinder.
The character is a natural outdoors person and survivor. This gives the character basic first aid, set bones, stem blood flow, draw poisons, track, recognise tracks and follow tracks. The character also gets the area of expertise Survival in an environment of their choosing at grade II (see the areas of expertise section).

C. Aesthetic.
The character is a natural performer, artist or craftsperson. The character can craft items of quality for any relevant skill he/she has. Such items are generally worth at least double the standard price and are suitable for enchantment. Only characters with this natural ability can produce items of this quality without resorting to supernatural/paranormal aid.

D. Communicative.
The character is a natural politician and communicator. He gains the following area of expertise at grade II : Humanities - Politics (see the areas of expertise section) and the skill of etiquette in one culture. The character is also allowed to learn any language. If the character spends one game day with a willing character he is deemed to have picked up the basics of the language, allowing him to communicate simple concepts.

E. Killer.
Simply put the character is a natural killer. He/she does not hesitate in combat and is always looking for his/her opponents weakness.  The character gains the combat skill lethal strike (see combat rules for details).

F. Sharpshooter.
The character is a natural shot. All firearm ranges are doubled and if a sharpshooter fires their weapon with in its normal range they can choose the location hit.
G. Learned.

The character is a natural bookworm and has spent much of their life reading. A character with the natural ability – learned gains one academic area of expertise at grade II and three academic areas of expertise at grade I. They may also test their knowledge once per day on any academic subject by drawing a bead, if the bead is clear then they know the information required.  

3. Supernatural Ability.
The world is a magical place, so occasionally the old magic manifests itself in the peoples of the world. In Shards these people are often revered as Druids, Enchanters and Shamans.

Supernatural abilities fall into the following categories.

A. Divination.
The character has ‘the sight’. The exact nature of the ability will be different for each character e.g. drug induced visions, casting rune stones etc. The background point cost is dependant upon the degree of Accuracy.

Background Point Cost
Description of Accuracy
Frequency of Use

2
Vague
Once per day

4
Partial but in riddles
Once per day

6
Complete but in riddles
Once per day

B. Necromancy.
The character has the ability to contact and coerce dead spirits. It is only possible to control one spirit at a time. The background point cost is dependent upon the power of the spirits  which can be coerced. Please note some of the greater spirits might break free from their summoner. The tables below shows how this works.

Background Point Cost
Power of 

Spirit
Frequency of Use

2
Minor - Not capable of independent thought. Cannot physically affect the real world. They have very few memories of their previous life.
Once per day

4
Medium - Capable of independent thought. Cannot physically affect the real world. They have some memories of important events of their previous life.
Once per day

6
Major - Capable of independent thought. They can physically affect the real world and even take a physical form. They have retained all memories of their previous life.
Once per day

C. Magic Affinity.
The character is a natural ritualist and weaver of magic. Only by choosing this advantage can a character cast magic in one of its various forms. The player gains access to a single spell list as described in the rules section covering magic. The background point cost is dependent upon the number faith points they can use per day combined with the power of spells which may be chosen. Magical Affinity can only be taken once. 

Background Point Cost
Power Level of Spells which may be cast.
Number faith points per day 

6
Level one spells only.
5

7
Level one and two spells only.
6

8
Level one, two and three spells only.
7

D. Battle Frenzy.

Berserk, warp spasm, battle frenzy it goes by many names but few can stand against a warrior once the red veil falls upon him. The battle frenzy lasts for one combat.

Background 

point cost
Strength of frenzy
Frequency of Use

2
Minor - Character gains the natural ability Combative and the physical ability Guts for the duration of the frenzy.
Once per day

4
Medium - Character gains the natural ability Combative and the physical abilities Guts and Bruiser for the duration of the frenzy.
Once per day

6
Major - Character gains the natural ability Combative and the physical abilities Guts, Bruiser and Toughness for the duration of the frenzy.
Once per day

4. Intuitions
In Shards a rare few are touched by the Gods to have sight beyond normal men, these people are often revered as Soothsayers, Oracles and Mystics.

A. Empathy.
The psychic ability to understand and recognise another persons basic needs, drives and emotions. The background point cost is dependant upon the accuracy.

Background Point Cost
Description of Accuracy
Frequency of Use

2
Vague
Once per day

4
Surface feelings
Once per day

6
Deep feelings
Once per day

B. Psychometry.
This psychic ability allows its user to sense mental imprints of past events surrounding an object. The object must be touched for this ability to function. The background point cost is dependant upon the accuracy.

Background Point Cost
Description of Accuracy
Frequency of Use

2
Only vague impressions.
Once per day

4
Character ‘sees’ clear snap shots of the event.
Once per day

6
Character views the event clearly.
Once per day

C. Clairvoyance.
This psychic ability allows its user to mentally see a location from a distance.

The background point cost is dependant upon the accuracy.

Background Point Cost
Description of Accuracy
Frequency of Use

2
Vague
Once per day

4
Partial 
Once per day

6
Complete 
Once per day

D. Aura Reading.
This psychic ability allows its user to sense natural and paranormal auras surrounding a living thing. This information can then be use in a variety of ways. The background point cost is dependant upon the accuracy.

Accuracy.

Background Point Cost
Description of Accuracy
Frequency of Use

2
Vague
Once per day

4
Partial 
Once per day

6
Complete 
Once per day

E. Mind Blank
This psychic ability allows its user to become immune to all attacks supernatural and psychic which affect the mind. The background point cost is dependant upon the duration and level of spells which can be resisted. 

Background Point Cost
Level of Spell which can be Resisted
Description of Duration

2
Level One
One minute

4
Level One and Two
Two minutes

6
Level One, Two and Three
Three minutes

F. Precognition.
This psychic ability allows its user to predict the possible outcome of an event in the near future - within six hours. The background point cost is dependant upon the accuracy.

Background Point Cost
Description of Accuracy
Frequency of Use

2
Vague
Once per day

4
Partial but muddled
Once per day

6
Complete but muddled
Once per day

G. Animal Empathy.
The psychic ability to understand and recognise an animals basic needs, drives and emotions. The background point cost is dependant upon the accuracy.

Background Point Cost
Description of Accuracy
Frequency of Use

2
Vague
Once per day

4
Surface feelings
Once per day

6
Deep feelings
Once per day

H. Portal Navigation.
The psychic ability to understand and recognise an the opening, closing and destination of ‘shard world gates’. The background point cost is dependant upon the accuracy of these factors.

Background Point Cost
Description of Accuracy
Frequency of Use

2
Can detect location of a portal but not when it will open or its destination. 
Once per day

4
Can detect location of a portal and when it will open but not its destination.
Once per day

6
Can detect location of a portal, when it will open and its destination.
Once per day

5. Physical Ability.
Some people are simply as hard as nails.

A. Guts.
The character can carry on when most others would normally lay down and die. Whenever a character receives a critical wound they may carry on fighting until the combat sequence is resolved i.e. they do not lose the use of their limb or fall unconscious. However all wounds though must be treated immediately after the combat or the character will most likely die. Guts cost two background points.

B. Toughness
The character is more resistant to damage than most. A character with toughness has double normal body points - four to the torso and two to each limb. Toughness costs four background points

C. Bruiser.
The Character is exceptionally strong and can do a mighty blow (double damage) once per hour. Bruiser costs four background points.

D. Vigour. 

The character is exceptionally healthy and never succumbs to natural disease. Vigour costs two background points.  

6. Fortune.

When all else fails you can throw yourself at fates mercy.

A. Luck. 

The character is naturally lucky and any chance occurrences will always go the characters way. Luck costs four background points.

B.  Charmed Life

Every gun fired at a character with the charmed life advantage misses them provided the character is in contact with their lucky charm. A character’s lucky charm must be obvious and openly carried or worn at all times. If the character loses their charm they automatically gain the disadvantage unlucky and lose all the benefits of charmed life until their charm is regained. Charmed Life costs eight background points.

Disadvantages.
A list of  possible disadvantages follows together with their cost. Most of the disadvantages are self explanatory, the higher the cost of the disadvantage the greater its effect on the character. As the system is on the whole is self refereeing it is hoped that players use these disadvantages to help add yet another dimension to their character, rather than seeing them as some kind of hindrance.

Points Cost
Disadvantage

1-3
Addiction 

1-3
Bad Habit 

6
Bad Luck

1-3
Blackmailed 

6
Blind 

2
Clumsy 

3
Coward 

3
Curious 

3
Dangerous Knowledge 

4/6
Deaf 

6
Death Wish 

3
Debts 

2-6
Driving Ambition 

2-6
Enemy 

2
Envious 

3
Fragile 

2
Glutinous 

2
Greedy 

6
Hero 

6
Hidden Master 

2-6
Hunted 

2-6
Insanity 

1-3
Intolerance 

3/6
Lame 

3
Loose Talk 

3
Loyal 

2
Lustful 

4
Malady - Major 

2
Malady - Minor 

6
Malady - Terminal

2
Mean Spirited 

2-6
Oath 

2-6
Obligation 

6
Old 

3
Over Cautious 

3
Over Confidence 

4/6
Pacifist 

2
Poor 

2
Proud 

3
Sceptic 

3
Self Righteous 

2
Slothful 

3
Squeamish 

2
Stubborn 

2
Superstitious 

1-3
Ugly 

3
Unable to Lie 

3
Vengeful 

2
Wrathful 

Areas of Expertise. 

After allocating points to advantages and disadvantages, it is now necessary to work out the characters remaining skills. These rules attempt to develop realistic and coherent backgrounds for characters and to do this they must gain a range of what might be classed as mundane skills, but remember it does not matter what skills you have on paper the only true way to be a hero is to role play one.

The character gains skills by choosing areas of expertise. 

Each character initially gets one Grade III (expert), one Grade II (competent) and one Grade I (layman) area of expertise, chosen from the following list (although they may already have gained addition areas of expertise whilst choosing their advantages). Please note, the area of expertise names are only there for convenience in order to tie together a group of skills, players should not feel restricted by them or fall into acting in stereotypical ways. 

Each area of expertise chosen generates a number of related skills. These skills represent more than just physical ability. They also represent background knowledge to the skill and personalities with whom you would come into contact with whilst using the skill. Possessing an area of expertise also gives the character any skills necessary to that area of expertise. For Example a character who has the social status of lower, lower class is illiterate but they would automatically gain the ability to read and write if they then chose any of the areas of expertise where reading and writing are clearly a necessity. 

Area of Expertise
Information

Academic
Specific subject - Philosophy, Occult, History, Law, etc. May be taken multiple times.

Alchemy 


Archaic Science
Specific subject i.e. Astronomy, Chemistry, Biology, Physics, Advanced Mathematics etc. May be taken multiple times.

Art
Specific art - Painting, sculpting etc. May be taken multiple times

Bardic Knowledge


Craft 
Specific Craft i.e. Blacksmith, Candle maker etc. May be taken multiple times.

Firearms
Specific area - General, Heavy Weapons. May be taken multiple times.

Forgery 


Herbal Compounds.


Humanities
Specific subject - Politics, Economics, Geography etc. May be taken multiple times

Medical
Specific area - General, Surgery, Veterinary etc. May be taken multiple times.

Perform
Specific area - Acting, Singing etc. May be taken multiple times

Portal Control


Prediction
Specific area - Rune, Astrology, Numerology etc. May be taken multiple times

Psychology
Specific area - General

Research


Seamanship


Security
Specific area - Physical locks.

Strategy


Streetwise


Survival
Specific Region - Desert, Forest, Mountain, Tundra etc. May be taken multiple times

Teaching


Theology
Specific doctrine, religion, belief i.e. Christianity, Mithras, Isis, Voodoo etc

Thievery 


Trade
Specific area - Furs, Old Books, Spices etc. May be taken multiple times.

For specific details of each area of expertise please see appendix I at the end of this booklet.

Area of expertise are graded. The grade of the area indicates the characters proficiency, depth of knowledge and number of contacts they have in that particular area. Area of expertise are graded as follows;

0 
 
Novice
The character is inexperienced in this profession.

1
Layman.
The character has basic knowledge of the profession.

2 
 
Competent
The character has sufficient knowledge of the profession to be considered a qualified practitioner.

3
Expert.
The character has extensive knowledge of the profession. It is rare for any one to be an expert in more than one profession

4
Supernatural
This grade of profession may only ever be achieved temporarily in order to do one specific thing. This grade is achieved by a combination of good role playing and faith.

Example :

Cuthbert has the area of expertise of craftsperson  (brewer) at grade 2. This means that he is able to physically brew beer and wine, he also knows the history of brewing and several trade secrets. He is known locally as a competent brewer and the skill brings him into contact with traders, tavern owners and other brewers. Some of these personalities may be friendly, others may dislike him for various reasons.

Possessing an area of expertise on your character sheet does not make it function. It is vital for the player to make every effort to bring the skill  ‘to life’. This may be done by having the necessary physical representations and role-playing the ability well.

Example :

Simply saying evaluate : gem (3) to a referee will prompt “ it is a gem ” as a reply. Where as studying the gem for a while through a small eye glass, testing its hardness, watching how various light sources refract though it and generally convincing all around you that your are an expert in gems, will prompt a detailed evaluation of the gem including its worth, its history ( if it is already cut) and various people who may be interested in it.

It is possible to raise a skill temporarily if it is role-played well. The best indication of this is if the referee can tell what you are trying to do with out you mentioning your skill out of ‘character’.

Therefore it is possible for a character to do something that is not listed on their character sheet. The degree of success being wholly dependant upon the role-playing of it.

Appendix I - Descriptions of Areas of Expertise. 

Academic.

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Understand basics of chosen subject  

Grade II
Competent
As above plus knowledge of complex issues in chosen subject.

Grade III
Expert
As above plus able to conduct research in chosen subject.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Alchemy (see end of appendix for further information)

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Discern nature of compounds and potions and how to use them

Grade II
Competent
As above plus make Poisons, antidotes, salves and unguents

Grade III
Expert
As above plus cause chemical transformations.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Archaic Science.

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Understand basics of chosen subject  

Grade II
Competent
As above plus knowledge of complex issues in chosen subject.

Grade III
Expert
As above plus able to conduct research in chosen subject.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Art

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
May make basic items (in one specific area of art)

Grade II
Competent
As above plus allows artist to sell goods at 120% above normal price.

Grade III
Expert
As above plus allows items of exceptional quality to be made including specialist and non standard items.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Bardic Knowledge

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Common to all characters. Allows access to campaign material regarding their culture. 

Grade II
Competent
As above but allows some knowledge of famous people and deeds.

Grade III
Expert
As above but allows great knowledge of famous people and deeds.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Craft.

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
May make basic items (in one specific area of craft)

Grade II
Competent
As above plus allows craftsperson to sell goods at 120% above normal price.

Grade III
Expert
As above plus allows items of exceptional quality to be made including specialist and non standard items.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Firearms

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Understands basic weapon use.

Grade II
Competent
Equivalent of military training. 

Grade III
Expert
Equivalent of special forces training also gains the natural ability sharpshooter.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Forgery

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Allows the forger to duplicate simple documents.

Grade II
Competent
As above but can duplicate complex documents.

Grade III
Expert
As above but can duplicate items.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Herbal Compounds (see end of appendix for further information)

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Discern nature of compounds and potions and how to use them

Grade II
Competent
As above plus make Poisons, antidotes, salves and unguents

Grade III
Expert
As above plus cause chemical transformations.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Horology 

The art or science of making timepieces or measuring time.   

Grade
Knowledge
Prerequisite

Grade 0
Minimal Knowledge.
Internal influence with the Horologists Guild - 2

Grade I
Understand basics of chosen subject 
Previous Grade in Skill - plus internal influence with the Horologists Guild - 4

Grade II
As above plus knowledge of complex issues in chosen subject also the prerequisite for certain Horology edges.
Previous Grade in Skill - plus internal influence with the Horologists Guild - 6

Grade III
As above plus able to conduct own research in chosen subjects also the prerequisite for certain Horology edges.
Previous Grade in Skill - plus internal influence with the Horologists Guild - 8

Grade IV
As above also the prerequisite for certain Horology edges.
Previous Grade in Skill - plus internal influence with the Horologists Guild - 10

Horology Edges are now available on request if your character has the appropriate skill.

Humanities

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Understand basics of chosen subject  

Grade II
Competent
As above plus knowledge of complex issues in chosen subject.

Grade III
Expert
As above plus able to conduct research in chosen subject.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Medical

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
First aid, set bones, stem blood flow, draw out poisons.

Grade II
Competent
As above plus allows surgery to be attempted including amputations.

Grade III
Expert
As above but gains Class II in Herbalist or Alchemy

Grade IV
Supernatural
As above but can use faith to create various but related options.

Perform

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Basic performance skills.

Grade II
Competent
As above but performer receives 120% income from performance

Grade III
Expert
As above but capable of creating original works to perform

Grade IV
Supernatural
As above but can use faith to create various but related options.

Portal Control

Prerequisite: intuition - portal navigation

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
May open and close portals under normal circumstances.

Grade II
Competent
May open and close portals under normal circumstances and may try and take control of a portal from another navigator. 

Grade III
Expert
May open and close portals under difficult circumstances and may try and take control of a portal from another navigator. Can also try and force portals to open and close.

Grade IV
Supernatural
As for expert but also the prerequisite for advanced Navigational Edges.

Advanced Portal Control Areas of Expertise

Portal Control – Netherworld Locations

This is the ability to open, close and control Netherworld portals. Your character must have the Edge: Key to the Netherworld before taking this area of expertise.

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
May open and close portals under normal circumstances to Netherworld locations.

Grade II
Competent
May open and close portals under normal circumstances to Netherworld locations and may try and take control of a netherworld portal from another navigator. 

Grade III
Expert
May open and close portals under normal circumstances to Netherworld locations and may try and take control of a netherworld portal from another navigator. Can also try and force Netherworld portals to open and close.

Grade IV
Supernatural
As for expert but also the prerequisite for advanced Netherworld Navigational Edges.

Portal Control – Temporal Locations

This is the ability to open, close and control portals leading to Temporal Locations. Your character must have the area of expertise: Portal Control – Netherworld at Expert grade or above before taking this area of expertise.

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
May open and close Temporal portals under normal circumstances.

Grade II
Competent
May open and close Temporal portals under normal circumstances and may try and take control of a Temporal portal from another navigator. 

Grade III
Expert
May open and close Temporal portals under normal circumstances and may try and take control of a Temporal portal from another navigator. Can also try and force Temporal portals to open and close.

Grade IV
Supernatural
As for expert but also the prerequisite for advanced Temporal Navigational Edges.

Prediction

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Understand basics of subject.

Grade II
Competent
As above but may once per week create a chart for one person which will predict certain general actions for the next week.

Grade III
Expert
As above but the predictions are much more specific.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Psychology 

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Understand basics of chosen subject  

Grade II
Competent
As above plus knowledge of complex issues in chosen subject.

Grade III
Expert
As above plus able to conduct research in chosen subject.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Research

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Speeds up downtime research by 10% 

Grade II
Competent
Speeds up downtime research by 25%

Grade III
Expert
Speeds up downtime research by 50%

Grade IV
Supernatural
Speeds up downtime research by 95%

Seamanship

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Basic sailing knowledge.

Grade II
Competent
Able to captain a sea going vessel. 

Grade III
Expert
Able to command a fleet of ships

Grade IV
Supernatural
As above but can use faith to create various but related options.

Security.

Grade 0
Novice
Minimal Knowledge.



Grade I
Layman
Allows the manufacture of simple locks and affords the knowledge of how to dissemble and pick them. 

Grade II
Competent
As above plus allows the manufacture of keys from impressions for any lock of any complexity. Also the manufacture of skeleton keys for standard locks.

Grade III
Expert
As above plus allows the construction and removal of traps found on locks and vessels.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Strategy

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Gives +1 modifier to campaign battles.

Grade II
Competent
Chose type of strategy. Gives +2 in chosen category and +1 in the other

Grade III
Expert
Gain +3 modifier in the chosen category and +2 in the other.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Streetwise

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Can survive at subsistence level in any inhabited urban area.

Grade II
Competent
As above but also gains a trusted contact in an urban area.

Grade III
Expert
As above but also gains three trusted contacts in an urban area.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Survival

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
First aid, set bones, stem blood flow, draw out poisons.

Grade II
Competent
As above plus recognise tracks and follow tracks.

Grade III
Expert
As above but allows basic Herbalist( grade I) and strategic moves (campaign skill).

Grade IV
Supernatural
As above but can use faith to create various but related options.

Teaching
Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Can teach others as explained in the character advancement rules

Grade II
Competent
Can teach others as explained in the character advancement rules. But the time needed is reduced by 10%

Grade III
Expert
Can teach others as explained in the character advancement rules. But the time needed is reduced by 25%

Grade IV
Supernatural
Can teach others as explained in the character advancement rules. But the time needed is reduced by 50%

Theology

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Understand basics. If taken to trial can prove faith (not necessary innocence) in a court of law. 

Grade II
Competent
Allows membership of a holy order. Gain basic ritual knowledge. Able to conduct religious ceremonies. Gains an additional Faith Energy Point per day.

Grade III
Expert
As above but necessary to raise status above that of priest. Gains two additional Faith Energy Points per day

Grade IV
Supernatural
As above but can use faith to create various but related options.

Thievery

Grade 0
Novice
Minimal Knowledge.



Grade I
Layman
Allows fluency in the silent tongue and the rhyming slang of professional thieves.

Grade II
Competent
As above plus allow the manufacture or acquisition of basic tools i.e. lock picks, files, razor rings etc.

Grade III
Expert
As above plus allows the manufacture or acquisition of specialist tools i.e. disguise kits, hair rope etc.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Trade

Grade 0
Novice
Minimal Knowledge.

Grade I
Layman
Evaluate specific goods. (choose one)

Grade II
Competent
As above plus can barter specific goods (choose one)

Grade III
Expert
As above plus allows large scale trade along caravan routes.

Grade IV
Supernatural
As above but can use faith to create various but related options.

Alchemy and Herbal Compound Areas of Expertise

For system purposes both the alchemy and herbal compounds areas of expertise function in the same way although certain items and formulae will only be available to one or the other area of expertise. The expanded rules for these areas of expertise are as follows: 

Grade I: Layman –  Discern nature of compounds and potions and how to use them. 

Grade II: Competent – Discern nature of compounds and potions and how to use them. 

May prepare poisons, antidotes, salves and unguents as listed on the Grade II Alchemy/Herbal Compounds list. Up to two items may be prepared either prior to or during an event. Note all items are considered to spoil between events and therefore items cannot be carried over between events.

Grade III: Expert – Discern nature of compounds and potions and how to use them. 

May prepare poisons, antidotes, salves and unguents as listed on both the Grade II and Grade III Alchemy/Herbal Compounds list. 

Up to three items from the Grade II list and one item from the Grade III list may be prepared either prior to or during an event. Note all items are considered to spoil between events and therefore items cannot be carried over between events.

May cause one chemical transformation using a Grade III chemical formula either prior to or during an event.

Grade IV: Supernatural – Discern nature of compounds and potions and how to use them. 

May prepare poisons, antidotes, salves and unguents as listed on the Grade II, Grade III and Grade IV Alchemy/Herbal Compounds list. 

Up to four items from the Grade II list, two items from the Grade III list and one item from the Grade IV list may be prepared either prior to or during an event. Note all items are considered to spoil between events and therefore items cannot be carried over between events.

May cause two chemical transformations using either a Grade III or Grade IV chemical formula either prior to or during an event.

Alchemy/Herbal Compounds Lists

Grade II, III and IV Alchemy/Herbal Compounds lists are now available on request if your character has the appropriate skill.

Formulae

It is possible to create special substances that, when used, temporarily recreate many of the special skills and abilities which exist in the system. 

First the character must discover the correct formulae for the desired effect; this can be done through research (i.e. by spending karma) or from another player character or NPC. Most formulae are closely guarded secrets.

Once a formula is discovered its components must be gathered. Grade III formulae have four components and grade IV formulae have five components. These components cost various amounts of money but are considered easily accessible provided the character has the correct amount of coin.

Once a formula is known, it is never forgotten and may be used repeatedly according to the rules listed above.

Possible Grade III and IV Formulae are now available on request if your character has the appropriate skill.

Appendix II - Character Archetypes
Listed below are a number character archetypes ready to play. Please note that they are only suggestions and would hope players take the time to create exactly the type of character they would like to play.

Shards - Archetypes

Pirate

Quote - I’ll see you all in hell.
Advantages
Lower Middle Class (2) Literate - Own Language.

                                       Theology - Grade I

                                       Bardic Knowledge - Grade II

                                       Numerate

                                       Practical Craft : Rope Making - Grade I                                      

                                       May join a Guild

                                       May join the Militia

Combative (2)

Toughness (4)

Vigour (2)

Disadvantages
Greedy (2)

Hunted (4)

Oath (2)

Areas of Expertise
Firearms : Small Arms - Grade III

Seamanship - Grade II

Strategy (Ship to Ship combat) - Grade I

Ship’s Mage

Quote - What do you mean fire and ships aren’t a good combination.
Advantages
Lower Upper Class (6) Literacy : Own Language

                                      Literacy : Foreign Language

                                      Bardic Knowledge - Grade I

                                      Theology - Grade II.

                                      Numerate

                                      Noble Art : Heraldry - Grade I

                                      Social Art : Cards - Grade I

                                      May not join a Guild.

                                      May not join the Militia

Magical Affinity (6)    Five faith points per day and spells chosen from the level one Wizardry Spell list

Disadvantages
Hunted (4)

Oath (2)

Squeamish (3)

Coward (3)

Areas of Expertise
Alchemy - Grade III

Academic : Occult - Grade II

Firearms : Small Arms - Grade I

Ship’s Surgeon 

Quote - This is going to hurt you a lot more than me.
Advantages
Upper Middle Class (4) Literacy : Own Language

                                       Literacy : Foreign Language

                                       Bardic Knowledge - Grade II

                                       Theology - Grade I.

                                       Numerate

                                       Practical Craft : Cooking - Grade I

                                       Social Art : Play Instrument - Grade I

                                       May join a Guild.

                                       May join the Militia

Communicative (2)

Disadvantages
None

Areas of Expertise
Medical : Surgery - Grade III

Archaic Science : Biology- Grade II

Firearms : Small Arms - Grade I

Smuggler

Quote - I’ve a bad feeling about this.


Advantages
Lower Middle Class (2) Literate - Own Language.

                                       Theology - Grade I

                                       Bardic Knowledge - Grade II

                                       Numerate

                                       Practical Craft : Hatter - Grade I

                                       May join a Guild

                                       May join the Militia

Precognition (2)

Charmed Life (8)

Disadvantages
Blackmailed (3)

Debts (3)

Enemy (6)

Areas of Expertise
Forgery - Grade III

Firearms : Small Arms - Grade II

Streetwise - Grade I

Voodoo Hougan 

Quote - Beware, the Baka.
Advantages
Lower Middle Class (2) Literate - Own Language.

                                       Theology - Grade I

                                       Bardic Knowledge - Grade II

                                       Numerate

                                       Practical Craft : Grave Digging - Grade I

                                       May join a Guild

                                       May join the Militia

Magical Affinity (8) Seven faith points per day and spells chosen from the level one, two and three Shamanic Spell lists

Necromancy (2)

Disadvantages

Superstitious (2)

Addiction (4)

Dangerous Knowledge (3)

Insanity (3)

Areas of Expertise
Theology : Voodoo - Grade III

Herbal Compounds - Grade II

Prediction : Ceromancy - Grade I
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