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ForeSight RPG

A streamlined, modern edition of the ForeSight tabletop RPG, built on the unpublished 2004 second edition and the 1986 original.

One rule: Success Chance = Score × Ease Factor — roll D100 under it. Everything else is that rule applied to different situations.

Use the navigation to browse the rules one-pagers, or open the live Character Builder.

Download the book — or read the original ForeSight 1986 (restoration + source-scan PDF):


	ForeSight RPG (ePub)

	ForeSight 1986 — Original Edition (community restoration) (ePub)



This is work-in-progress

If you have a problem with these rules file an issue. But remember, the goal of ForeSight is to be "all the rules you can remember", so producing big lists of stuff or complex definitive procedures for things (like Aftermath's bullet impact resolution flowchart, or Universe's wilderness encounter system, or even RuneQuest 3's Dropped Oil Lamp Table) is not the point.

You, the GM or player, have better insight into the weird special case at hand than I or any game designer can ever possibly have. Use the one rule and get on with the game.

Colophon

This site, the "app" you're using, the system that turns it into a printable page or an ePub, was all created using the tosijs documentation system which itself is one of the end results of a forty-year career building software that was started because I wanted to publish these rules.



Core Rules

The heart of the system: how to resolve anything, and how to make a character.
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Introduction

ForeSight is a general-purpose role-playing game. It first appeared in 1986 as a science-fiction game system, grew a fantasy and historical sibling (HindSight & the Age of Reason, 1988), and was substantially rewritten in 2004. This edition is a streamlining of all of that: one book, one rule, and a character you can build in five minutes.

Designer's Note: this edition bears a very strong resemblance to a game that was typed on twenty sheets of paper in 1984–85. That's probably the result of one very good design decision: ForeSight has one rule for resolution. Nearly everything else has been simplified, consolidated, or deleted — usually by noticing that two rules were secretly the same rule, and keeping the better one.

What ForeSight Is

ForeSight is about more than just combat. A lot of role-playing games are little more than combat systems with some arm-waving to cover all other forms of human activity. ForeSight's resolution rule applies to everything — picking a lock, charming a border guard, performing surgery, shooting someone — so the rules players can depend on in a tight spot are the same rules they use everywhere else.

ForeSight runs lean and mean. Combat happens quickly — minutes, not hours — partly because the resolution system is easy to use from memory, and partly because weapons are lethal.

ForeSight is plausible. The game was designed to minimize falsehoods implied by the game system, and truths denied by it. Likelihoods of events should be believable. Ordinary people are representable, not just adventurers. Looks matter, knowledge matters, and nobody becomes an expert scuba diver by winning a Nobel prize.

ForeSight is transparent. Game systems should not color the underlying setting. ForeSight is adaptable to settings rather than grafted onto them: the same rules have run hard SF, swords-and-sorcery, espionage, and the Age of Reason without changing anything but the equipment lists and the available talents.

ForeSight is the rules you can remember. When game mechanics are used, it should be easy to apply them, and the rulebook should seldom — if ever — need to be opened at the table.

The design philosophy behind all of this is simple: keep the mechanics simple, push the probabilities in the right general direction with the right general magnitude, and let the results speak for themselves. ForeSight doesn't try to simulate reality precisely; it tries to make believable things likely and absurd things rare, using rules you can run from memory. Time and again that produces lifelike outcomes nobody had to write a special rule for — and that's the whole idea.

What You Need

At least one player willing to be the gamemaster (GM), one or more other players, two ten-sided dice per person (ideally in two colors, to roll D100), copies of the character sheet, pencils, and an adventure or the makings of one.

Darn Good Reason

Every rule in a role-playing game will be broken at some point, and many will be broken frequently. A player or GM who wants to stretch, break, or ignore a rule should give a Darn Good Reason.

That's it.

How To Use This Book

Rather than memorizing the rules, get the gist of them. A player needs the next chapter (the One Rule) and a character — the chapter after that shows how to build one in minutes. A GM should be thoroughly familiar with Resolution and passingly familiar with the balance of the text. ForeSight is not a game for rules-lawyers — although, with them in mind, ambiguities have been minimized — but a role-playing game best played with all the rules you can remember.

Designer's Note: if you have never played a role-playing game before: a role-playing game involves players and a gamemaster. The GM creates an imaginary setting; the players create characters who live in it. The GM describes the situation, the players say what their characters do, the outcomes are determined (usually by common sense, sometimes by the One Rule), and the GM describes the new situation. The role-playing comes in when players have their characters act according to their characters' natures rather than their own. The GM does more work, but GMs have more fun.



The One Rule

To play ForeSight you learn one rule. It's called resolution, and it runs every uncertain thing anyone attempts — a task — from picking a lock to winning a trial. Everything else in this book is that rule applied to a situation, or an example of applying it. Learn this page and you can run the game from memory.

The core

Every ability — an attribute (innate, like Strength or Perception) or a skill (trained, like Firearms or Stealth) — has a Score and a Base Ease Factor (BEF).


	Score is how good you are: 1 is hopeless, 10–15 is competent, 20+ is very good. Skills climb far higher than attributes.

	BEF is how forgiving the ability is by nature — usually around 5.



To resolve a task, judge how hard this particular attempt is as an ease-factor modifier, add it to the BEF to get the Ease Factor (EF), and multiply:


SC = Score × Ease Factor

Roll D100. Roll ≤ your Success Chance and you succeed.



*Amy fires a stun pistol at a suspect. Firearms BEF 4; the suspect is 12 m off (−2 range) and moving (−2), but she braced (+1), took a bead and got it (+2), and the pistol is well-balanced (+1). EF = 4 − 2 − 2 + 1 + 2 + 1 = 4. Her Firearms Score is 17, so SC = 4 × 17 = 68%. That is about as complicated as it ever gets.*

How ease factors work

Ease factors aren't a linear scale at the bottom — they run:


0 — ¼ — ½ — 1 — 2 — 3 — 4 — 5 — 6 — 7 — 8 — 9 — 10 — 11 — 12 — 13 — 14 — 15



Adding a modifier moves right along the ladder, subtracting moves left. Sum every modifier first, then apply it (6 + 10 − 4 is 6 + 6 = 12, not 15 − 4). EF can't fall below 0 (flatly impossible) or rise above 15 (as easy as things get). A Score over 20 counts as 20 but adds +1 EF per 3 points above — written 20+1 (23–25), 20+2 (26–28)… — which is how the truly gifted do what lesser mortals simply cannot.

One step is a big lever, and it scales with skill. In the sweet spot, +1 EF adds your whole Score to the SC — Score 15 going EF 5→6 jumps 75%→90%. Down at the ¼/½ rungs a step is worth about half your Score. Two consequences: modifiers stay small (a typical situational modifier is ±1 or ±2 — each is already potent), and the same good conditions help a skilled character more, which is exactly right.

Fractions round to nearest (½ or more rounds up): Score 13 at EF ¼ → 3.25 → roll ≤ 3.

Designer's Note — a lever you can feel. One EF step is a big lever, and a fixed-size one: because SC = Score × EF, a step moves your success chance by your whole Score in points wherever you sit on the range — 30%→45% and 60%→75% cost the same single step. Almost no other dice engine can say that. A 2D6 or 3D6 bell curve gives a lever that's huge near the middle and near-useless at the tails, so a +1 barely dents a long shot or a near-certainty. A flat D20 is the reverse — a modest lever in the middle that turns brutal at the 1/20 edges, and the change in odds is nastier still. A raw flat D100 is the cautionary tale: a flat +10 runs 10→20 (doubling your chances) in one place and 45→55 in another — the "same" modifier doing wildly different work, a giant lever with poverty traps at the bottom. (Savage Worlds' exploding dice are more erratic yet.) Score × EF is deliberately none of these: the same-sized step wherever you pull it.

Competence at a glance

What a Score buys you on an ordinary task (a typical BEF ≈ 5, no modifiers):




	Score
	Who they are
	SC on an average task




	5
	rank amateur
	25%



	10
	capable
	50%



	15
	seasoned professional
	75%



	20
	expert
	100%



	20+3 (26+)
	master — only a natural 100 fails
	over 100%




Challenge at a glance

What the situation is worth. This table is really all you need to remember — every other modifier in the book is an example of it.




	The task is…
	Modifier




	Trivially easy
	+5



	Very easy
	+3



	Relatively easy
	+1



	Average
	+0



	Relatively hard
	−1



	Very hard
	−3



	Extremely hard
	−5



	Near impossible
	−7




Modifiers accumulate, and can run past either end: wounded and firing at a small, distant, dodging target with a badly-made gun can pile well below −7. So it should be.

Success comes in degrees — Quality Ratings

One roll tells you whether and how well. Read the Quality Rating (QR) off where your roll fell under the SC:




	Your roll
	QR
	




	≤ SC ÷ 10
	QR1
	brilliant



	≤ SC ÷ 4
	QR2
	good



	≤ SC ÷ 2
	QR3
	solid



	≤ SC
	QR4
	scraped through



	> SC
	QR7
	failure



	> SC and a multiple of 10
	QR10
	fumble — it went wrong




And succeeding is not the same as prevailing. A Success Chance of 100 makes the roll certain, never the outcome: most interesting tasks are opposed (his defence meets your attack, better QR taking it) and most consequences are then mitigated — by armour, by cover, by location, by what the world does about it. So the quantity that actually decides things is your net result relative to his, not your number on its own. This is why stacking several small ease-factor advantages beats holding out for one big one, and why an expert profits from bad conditions: a penalty applied to both of you comes out of his chance of succeeding at all, and merely out of your surplus.

Two hard limits: a roll of 100 is never better than QR7 (even a near-certainty can fail), and 99 is never better than QR4 (you can always succeed, but never brilliantly, on a 99). (The character sheet's Resolution Table precomputes the four thresholds so you never divide at the table.)

Read one column: fast, good, or much

A QR1 is quick or superb or plentiful — never all three. Decide before you roll what was at stake, and read only that column:


	Yield — how much? QR1 100%, QR2 80%, QR3 50%, QR4 25% of the maximum. Damage, intel gathered, ground covered, gold panned, rope salvaged. (Damage = Yield × Damage Class ÷ 2.)

	Time — how fast? QR4 takes roughly twice a competent estimate; QR1 is done in a flash. This is what answers "did you pick it before the guard rounded the corner?"

	Product (PM) — how good, for later? When a task makes something used in a later task, carry it forward as PM = 4 − QR: QR1 → +3 … QR4 → +0, QR7 → −3. (That's why the scale is numbered 1-2-3-4-7-10.)



Never penalize the same choice twice. If you took a penalty to do it a certain way, success already includes that thing. Pick the lock fast under a haste penalty and a plain success means you were fast — no separate Time roll on top. Call the head-shot at a penalty and a hit lands where you aimed. Pay once, up front.

Half of all successes are QR4 — twice the time, a quarter of the take — and that's just life: the plumbing rarely gets fixed well. When a result is hidden (was the alarm well-installed?), a failure yields and takes time exactly as a QR4 would; the dice stay quiet and the GM knows.

Speed answers "why can't I just try again?"

No special rule needed. A failure already spent the time — a QR7 eats ~200% of the estimate, same as a QR4 success — so retrying isn't free, and when time matters the guard is coming. A QR10 shuts the door: you've fouled the approach (snapped the pick, convinced yourself the safe turns the wrong way) — find another way. The worst-to-best conga line never forms.

Opposed resolution — oppose or build

Tasks rarely stand alone. Two moves cover every chain:


	Oppose — both roll, compare QRs; the better QR wins. A big gap is a rout, a small gap a narrow win, and equal QRs cancel — the blow just parried, the tail almost spotted. That's a feature: nothing decisive happens, the tension holds, you keep going, and a string of ties is a long taut struggle. If someone must act now, the higher Score edges it.

	Build — a prior result feeds the next as a modifier: +(5 − QR). QR1 → +4 … QR4 → +1. The follow-up still uses its own ability and BEF, nudged by what came before. Opposing a standing result instead (hacking a system someone built well)? Take the same value as a penalty.



Worked examples


	Picking a lock — Lockpicking (or Sleight of Hand) vs a difficulty for the lock's quality, minus haste, plus good picks. Time is usually the real stake: take the haste penalty and success is beating the guard.

	Fixing an engine — a chain. First diagnose it: a Knowledge task (the relevant field, with Perception or Intelligence to read the symptoms). The diagnosis is the product that feeds the fix (PM = 4 − QR) — a spot-on read (QR1) is +3 to the repair; a botched one (QR7) sends you chasing the wrong fault at −3. The repair may still be hard for its own reasons (access, a seized bolt), and its Yield is how much you restore — capped at as good as before. So: +3 to do the repair from a perfect diagnosis, never +3 to the thing repaired. A repair only restores.

	Hot-rodding it — the same plan-then-execute chain (plan the modification as a Knowledge task; the plan feeds the execution), but where a repair only restores, hot-rodding improves a chosen quality at a tradeoff — and it's the book's clearest picture of what a QR actually means:
	QR1–2 — the gain, with the tradeoff shrunk or gone; maybe a little extra on top.

	QR4 — the gain and the full tradeoff: quicker off the line, worse through the bends (the normal deal).

	QR7 — all downside, no upside: you paid the price and got nothing.

	QR10 — you broke it completely.





	Persuading the Duke — Charm (or Confidence) opposed by his resolve (WP, or Confidence if he's arguing back). Compare QRs; the gap is how convinced. A tie: he wavers but won't commit — yet.

	Picking a pocket — Sleight of Hand opposed by the mark's Perception. Reaching for a guarded inside pocket is a penalty and a called outcome: succeed and you got that pocket.

	Sneaking past — Stealth opposed by their Perception (or Search, if they're actively looking). A tie means they sense something and can't place it.



Random QR

When you need a QR out of nowhere — area damage catching a bystander, how well an unseen NPC did their job — roll D10: 1→QR1, 2→QR2, 3–5→QR3, 6–10→QR4.

Designer's Note: resolution is adapted from Victory Games' James Bond 007 — the finest published RPG of its era — generalized, then beaten into shape by four decades of play. It is not negotiable: a cleverer-looking dice engine was built to replace it, looked fine on paper, and failed at the table. Score × EF works because the value is a percentage, and people understand percentages and multiplication in their bones. The QR scale is the secret engine — combat damage, a chase's gained ground, an interrogation's leaked truth, a forged passport's quality are all "read the QR in the column that matters." Learn these two things and the rest of the book is examples.



Creating Characters

Draft note: the structure here is settled; specific grant sizes and lists are placeholders pending the skill list and calibration.


The Five-Minute Character


	Pick a template (Detective, Soldier, Scholar, Thief…). It has your attributes and core skills.

	Pick three to five background factors. Each is a piece of your life story and a block of abilities. Take one childhood factor first.

	Pick up to three quirks (free, optional). Take a talent if your setting and background allow one.

	Name your character, decide who they are and what they want, note your age and wealth.



That's a complete, competent, ready-to-play character. Everything else in this chapter is detail and customization.



Willing and Able

A character is not solely described by things for which there are rules. These rules deal with abilities — what a character can do — while leaving personality — what a character wants to do — to players and GMs. Laying out a character's abilities is far less than half the work. The hard part, and the fun part, is deciding who the character is, why they do what they do, and what they believe in. In Raiders of the Lost Ark, Indiana Jones is able but not willing to destroy an archaeological treasure with a rocket launcher. Willing is always at least as important as able; otherwise you're not role-playing.

The GM has the absolute right to require a player to rethink a character: because the abilities don't match the concept, because the character makes another character redundant, because the character is useless, or because the character doesn't fit the setting or the kind of story the GM has announced. (No, there won't be any casinos, car chases, or beautiful foils to seduce in the realistic espionage campaign.)

Attributes

Characters have five attributes. Each represents both a general ability (how strong is this character?) and an aptitude (how good can they get at things where strength is the overriding factor?).




	
	Attribute
	Description




	ST
	Strength
	Ability to exert muscular force — and how much punishment the body absorbs



	CO
	Coordination
	Dexterity, agility, balance — fine and gross motor ability



	IN
	Intelligence
	Reasoning and academic talent, especially memory



	PC
	Perception
	Alertness, observation, and reading people



	WP
	Willpower
	Strength of will and determination — and how long you keep going




Five, in a shape worth remembering: ST and CO are the power and finesse of the body; WP and IN are the power and finesse of the mind; and PC is the feedback loop between mind, body and surroundings. If you can hold that, you can run character creation from memory.

A character has one score per attribute. Human attributes run from 3 to 16 — 3 is truly hopeless, below that is disabling, and above 16 isn't human any more. Most people sit around 7 or 8; a 10 is the person everyone agrees is remarkable. Improving an attribute is possible but expensive — markedly more so beyond 12. Genetics is not fair.


Simplified from earlier editions: there's no separate "inherent" and "trained" value any more — an attribute is simply what it is.



Designer's Note: readers of earlier editions will notice this list is half the length. DX and AG merged into Coordination, and EM folded into PC — remarkable agility, sleight of hand, or unusual empathy are quirks, deviations from a default rather than axes of their own (we don't want eyesight or left-hand coordination becoming attributes either).

Endurance and Appearance are gone as attributes, and this is not a claim that they don't matter — it's a claim about shape. Neither is really one number. Appearance especially: a score asserts that every observer would rank the same faces the same way, differing only in threshold, and that is simply not how looks work. People agree at the extremes and diverge sharply on type. Endurance bundles at least three things that correlate poorly — sustained output, resistance to insult, and how fast you recover. So both became quirk families, where they can be specific: an Appearance quirk names who it works on, and an Endurance quirk says which kind of enduring you're good at. That is more truthful than a number, not less, and it's cheaper.

Their mechanical work didn't vanish, it moved. Endurance rolls are now WP — exhaustion, Pain Resistance, convalescence, shaking off a stun. In practice this changed almost nothing: the rules had been writing "EN or WP" for those rolls all along, which was the split telling us it wasn't carrying weight. Pushing through exhaustion really is a matter of refusing to stop, and Endurance quirks supply the situational modifiers. Purely physiological resistance — poison, venom, disease — went to ST, the body's robustness.

Derived from ST are unarmed combat damage and carrying capacity; templates record these for you.

Step 1: Pick a Template

ForeSight includes fourteen character templates, ready to play in a few minutes, representing the abilities of typical characters from adventure stories:

Detective, Journalist, Soldier, Athlete, Explorer, Spy, Scholar, Thief, Assassin, Driver, Tech, Doctor, Con-Artist, Martial Artist.

A template provides attributes, core skills, and a few fields of knowledge. Use it as provided, or customize it once you know the rules (see Tweaking, below). Templates deliberately leave out the most important part of the character — the personality — for you to define.

Every character also receives a free package of skills and knowledge that everyone in the setting can be assumed to have (your native language, literacy where it's universal, and the skills everyone has: Search and Initiative). (Pain resistance and stamina aren't skills — you roll WP for both, modified by any Endurance quirks.)

Step 2: Background Factors

A background factor (BF) represents part of your character's back-story — upbringing, education, training, experience — and grants a block of abilities to match. Background factors are, mechanically, character modifications: the same machinery that makes a sword "fine" or a vehicle "sporty" makes a character "ex-military."

How many? The GM decides, usually three to five. Three makes a rookie; four or five a competent professional; more than five is formidable.




	Competence
	BFs
	e.g.




	Bumbling
	1–2
	Stormtroopers, Merry & Pippin



	Inexperienced
	3–4
	Luke Skywalker (initially), Frodo & Sam



	Competent
	5–6
	Princess Leia (initially), Eowyn



	Capable
	7–10
	Han Solo, Legolas & Gimli



	Outstanding
	11+
	Obi-Wan Kenobi, Aragorn




Designer's Note: more is not better for starting players. A new player with seven background factors has a character sheet they don't understand. Start at three or four and grow into it — ForeSight is designed to put you straight into the sweet spot and keep you there, so there's no grind to escape.

Pick one childhood factor first (two at most), then fill out the rest from the general list. Unusual factors — the transforming events — should be used sparingly. Take a factor more than once if it makes sense (a factor generally represents one to five years of your life); factors marked * may be taken only once.

Rename anything. "Field Experience" is mechanics; Weaseling in the Beyond is a character.

Childhood Factors (pick one or two)


	Comfortable Childhood — nice, boring, middle class. A broad smattering: +1 to three skills of your choice from your template, two Basic fields.

	Underprivileged Childhood — +2 Streetwise, +1 Stealth, +1 to one template skill, one Basic field. Reduce wealth one level.

	Privileged Childhood — an Appearance quirk (well-turned-out — good clothes, good teeth, the accent), two Standard fields (etiquette, law, finance, the classics…), increase wealth one level.

	Mobile Childhood — army brat, circus kid, diplomatic corps. +1 to one language or culture field per move that mattered (two Basic fields), +1 to two environment or travel-flavored skills.

	Traumatic Childhood — +1 WP (max 12), +2 to two survival-flavored skills, one Basic field. You will have scars; pick at least one quirk to match.

	Trained from Childhood* — +2 attribute points (no attribute above 12), +2 to one skill central to the training. You are most likely something of a monomaniac.



General Factors


	Full-Time Education — college and what goes with it. Two Standard fields, one Basic field, +1 to two skills (one of them social or sporting — there's a certain amount of extracurricular activity).

	Academic Experience — researcher, analyst. +2 Theory, one Standard field, one Basic field.

	Academic Recluse — mad professor, fanatic buff. Two Standard fields, one at Expert; –1 to one social skill. Purists can spend their evenings on Theory.

	Field/Specialist Training — special forces, the academy, the Temple. +2 to three skills from your profession, one Basic field, one long-term familiarity (a tool of the trade).

	Field Experience — tour of duty, years on the beat, earlier adventures. +2 to two professional skills, +1 to two more, +1 Initiative. Repeatable; the classic way to get formidable.

	School of Hard Knocks — prison, galley slave, gladiator. An Endurance quirk (hardened), +2 to two hard-living skills, +1 WP (max 12). Psychological scars: pick a quirk to match.

	Office Experience — administrator, tax collector, librarian. +2 to two desk skills, one Standard field, one Basic field.

	Teaching Experience — +2 to one skill or field you teach (this is the overlap rule's best friend), +1 Charm, +1 Confidence.

	Horrible Institution — English boarding school, military academy. +1 WP, +1 Confidence, one Standard field, +1 to two skills the institution valued.

	Wide Travels — +2 to two travel skills, language and culture fields at half effort (two Basic fields, or one Standard if focused).



Unusual Factors (use sparingly)


	Mysterious Mentor* — +1 attribute point, access to an ability normally unobtainable in your setting, or unique insight in a skill (+1 to its BEF).

	Personal Tragedy — +1 WP or +2 to one skill forged in the fire; pick a quirk or past to match.

	Magical Apprenticeship — the entry point for the Magic rules; restrictions apply.

	Religious Transformation — the entry point for the Religion rules: become a follower, or deepen an existing commitment.

	15 Minutes of Fame — an Appearance quirk (that face, from the news), one skill that made you famous +1, and people remember you, for good and ill.



Intrinsic Factors (birthright; each once only, GM permitting)


	Superior Specimen* — +3 attribute points (no attribute above the usual range).

	Magical / Mystic / Psionic / Ch'i Talent* — you have the talent. Required for the corresponding powers; see those chapters.



When Factors Overlap

If two sources grant the same skill or field, take the better grant, +1. Overlap is corroboration, not waste — a Detective with Field Experience twice has seen things — but it is deliberately not the fastest way to build a specialist. (Calibration pending.)

Custom Background Factors

A background factor is a background factor: if a player wants one that isn't listed, build it by analogy — a block of about the same weight, matching how the years were actually spent. If it doesn't make sense and make the character more interesting, the GM should disallow it. There are no rules to stop players choosing nonsensical factors; there is a GM.

Step 3: Quirks (and Talents)

Quirks are free. They have an upside and a downside that roughly cancel out, and they make characters out of stat blocks. Take up to three — more and your character becomes a basket case.


	Nervous Disposition — +1 PC, –1 WP for stress-related purposes.

	Minor Phobia — –2 dealing with the feared thing, +2 to notice it (with false positives). In combat, WP check or hesitate.

	Ugly (Appearance) — –2 on first impressions with the appropriate audience; but you've learned to suck it up (+1 WP-flavored tasks), turned it into a joke (+1 Charm), or gained insight (+1 reading people) — pick one.

	Nondescript (Appearance) — +2 blending into crowds, +1 reading people; –1 making memorable impressions. Doesn't stack with another Appearance quirk that fires for the same reason.

	Reads People — +2 PC for reading people and detecting lies; –1 PC for noticing physical detail while you're doing it.

	Oblivious — –2 PC for reading people; +1 sustained concentration, immune to most social pressure.

	Weakness for the Ladies/Gentlemen — you can't help yourself; you will do foolish things for whoever currently has your attention. +2 where romance helps.

	Corrected Vision — fine with your glasses; lose them and it's –2 on anything at distance.



Talents (remarkable agility, sleight of hand, perfect pitch, eidetic memory…) are the positive-only cousins of quirks: they're not free — they come from templates, background factors (Trained from Childhood, Mysterious Mentor), or intrinsic factors. Talents and quirks are deviations from an attribute's default — which is exactly why agility and empathy don't need to be attributes.

Step 4: Finishing Touches

Decide your character's name, sex, age (within reason, given the backgrounds — each adult factor is one to five years), personality, and life story. ForeSight includes a set of character sketches — potted personalities from adventure stories — to draw on, alter, or ignore. There are no rules here aside from common sense and your understanding of human nature.

Note your wealth (the GM sets the campaign base; backgrounds may have moved yours up or down) and buy starting equipment.

Personality is the point. What a character wants to do and is willing to do matter far more than what they can do. Players who consult each other at this stage get better campaigns: two rival archaeologists who were once best friends are worth more than any background factor.

Amy Kwan, in Five Minutes

The GM announces a near-future campaign: the characters are an IAMCE weapons-inspection team, no two from the same country, four background factors each.

Amy Kwan is from the Australasian Defence Alliance, a former detective who joined IAMCE because the work sounded important and she wanted to travel. Template: Detective. Backgrounds: Comfortable Childhood, Full-Time Education, Field/Specialist Training (the academy), Field Experience (years working cases). Quirk: Reads People. That makes her 25–30; call it 27. Wealth: campaign base. Personality: methodical, curious, allergic to bullies; wants to see the world and can't leave a question alone. Done — and most of that time was spent on who she is, which is as it should be.

Tweaking (Once You Know the Rules)

Templates plus backgrounds are the fast path, not a straitjacket. Experienced players may rebuild templates, reallocate grants, design custom backgrounds, sell off free-package skills their character plausibly lacks, or build from scratch point-by-point using the full rules in Characters & Development — and the GM may reject the result. The fast path and the full rules produce characters of the same weight; the difference is the time you spend and the control you get.



Scores

One-pager. Every ability you roll — attribute or skill — has a Score (how good you are) and a Base Ease Factor (how hard a standard use is). This page is where scores come from.

Score = formula + level

An attribute's score is simply its value (Strength 11 is a score of 11).

A skill's score is built from two parts:


Score = formula + level




	The formula is an average of the relevant attributes — the talent the skill draws on. Firearms is (CO + PC) ÷ 2; Athletics is (ST + CO) ÷ 2; a purely mental skill might be just IN (the "average" of one attribute).

	The level is what training and experience add on top. A brand-new skill is level 0 — you perform at the bare talent your attributes give you — and every level bought raises the score by one.



So a character with CO 12, PC 10 has a Firearms formula of 11; untrained (level 0) their Firearms score is 11, and ten levels of training make it 21. Skills can climb well past attributes — that's why a trained specialist outshoots a naturally well-coordinated amateur.

Talent-light skills (open question)

Some skills reward training far more than raw talent. The classic ForeSight move is to halve the formula for these — Score = (average of attributes) ÷ 2 + level — so the untrained baseline is low and almost all of a master's score is earned. Decision pending: keep this two-tier system (full-average vs. half-average formulas), or flatten to a single full-average rule for simplicity? The 2004 templates went further still, with quarter-average formulas for a few skills (Confidence, then (AP+WP)÷4, was one — both of those attributes have since gone); those should probably collapse into whichever tiering we keep.

Limit (and maximum level)

Every skill has a Limit, which follows directly from its formula type: 1 for an average-formula skill, 1.5 for a half-average (talent-light) one. The Limit is the max-level multiplier:


Maximum level = highest constituent attribute × Limit.



So a talent-balanced skill tops out around its best attribute, while a training-dominated one can be pushed half again as far. You can't become world-class on mediocre fundamentals — and the cap is the strongest argument for keeping the half-average tier: it's not just a lower floor, it's a higher ceiling earned by training.

Cost

Every skill also has a Cost — the points it takes to raise one level, for advancement and point-buy. Most skills cost 1 or 2, the broader and more useful ones costing 2. A pervasive powerset — a whole school of magic or a Chi discipline reached through a single skill — costs far more, on the order of 6–8 per level, because that one skill unlocks an enormous, ever-expanding toolbox. Acquiring a skill from scratch (reaching its formula baseline) costs a small flat amount; thereafter each level costs the skill's Cost. (Full advancement economy lives with the experience rules.)

Beyond 20

Scores are counted as at most 20 for the multiplication — but they keep paying off above that as an ease-factor bonus: every full 3 points over 20 is +1 EF.


20–22 → 20 — 23–25 → 20+1 — 26–28 → 20+2 — and so on.



This is what lets the truly exceptional attempt things lesser practitioners simply cannot. A score of 20+2 doesn't just succeed more often; the extra ease factor opens up tasks that were at EF 0 (impossible) for everyone else. (See The One Rule for how a +1 EF is worth your whole score in the sweet spot — which is why these bonuses matter so much at the top end.)

Base Ease Factor

Each ability also carries a BEF — the ease factor of a standard application, before any situational modifiers. BEFs hover around 5 and may fold in a standing familiarity (e.g. an Initiative BEF written 3 + E builds in your environment familiarity). The Score × BEF product is your baseline success chance; the situation moves it from there.

Designer's Note: "formula + level" is why ForeSight needs no separate stat for natural talent versus trained skill — the attributes are the talent, the level is the training, and the same number captures both. Set your attributes once; everything you learn builds on them.



Quality Ratings & Yield

One-pager. Every resolved task returns not just success/failure but a Quality Rating — how well it went. One roll, read three ways depending on what was at stake: how fast, how good, or how much.

The QR scale

A success is graded QR1 (superb) → QR2 → QR3 → QR4 (it worked, barely). Failures continue the same scale as QR7 and QR10 (bad and disastrous). The odd numbering isn't arbitrary — see PM, below.

You read the QR off your D100 roll against fractions of your success chance (SC):




	Roll
	Result




	≤ SC ÷ 10
	QR1



	≤ SC ÷ 4
	QR2



	≤ SC ÷ 2
	QR3



	≤ SC
	QR4



	> SC
	QR7 (failure)



	> SC and a multiple of 10
	QR10 (botch)




Two hard limits, whatever your SC: a roll of 100 is never better than QR7 (so even a near-certainty can fail), and a roll of 99 is never better than QR4 (you can always succeed, never brilliantly, on a 99).

(The character sheet's Resolution Table precomputes the four success thresholds so you never divide at the table — look up your score and EF, read the numbers. The table holds only those thresholds: Yield, Time, and PM are flat values keyed to the QR itself, below.)

Read one column, not three


A QR1 is fast or fabulous — never both. Decide before the roll what was at stake, quantify that, and let the rest be narration.



If speed mattered, read Time. If the quality of the product mattered, read PM. If the amount mattered, read Yield. A superb dance is in time with the music; a superb quick repair is done early — not both at once.

Never penalize the same choice twice

If a player accepts an ease-factor penalty to do something a particular way, the success already includes that thing — don't also make them earn it on a QR column.


	Picking the lock fast because the guard is coming: take the penalty for haste, and then success means they were fast (the guard didn't catch them); failure means they couldn't do it that quickly. You don't penalize for hurrying and require a good Time QR on top.

	The called head shot, or shooting the one part not behind cover: take the penalty for the small target, and a hit lands where they aimed. No second hit-location roll to "confirm" it.



The up-front modifier is the price of the special outcome. Pay once.

The three readings

Yield — how much did you get? A percentage of the maximum: QR1 100%, QR2 80%, QR3 50%, QR4 25% (failures yield as a QR4). Used for damage (damage = Yield × DC ÷ 2), and equally for intelligence gathered, gold panned, ground covered, rope salvaged.

Time — how long did it take? A percentage of what a competent practitioner would estimate up front. QR4 takes roughly twice as long; QR1 is quick. This is what answers "did you pick the lock before the guard rounded the corner?" — a time-critical task where QR is the whole story.

PM — how good is the product, for later use? When a task makes something used in a later task (a built weapon, a forged document, a set-up security system), the QR carries forward as a modifier: PM = 4 − QR. So QR1 → +3, QR2 → +2, QR3 → +1, QR4 → +0, QR7 → −3, QR10 → −6. (That's why the scale is numbered this way.)

Failures yield like a QR4

When players can't tell success from failure (hidden results — was the alarm well installed? did the panning find anything?), a failure yields and takes time exactly as a QR4 would. The dice stay quiet; the GM knows.

Why QR4 is so common — and so mediocre

Half of all successes are QR4: twice the time, a quarter of the take. That's not a flaw, it's life. How often is the plumbing fixed well? How often does the job come in on the estimate? How much of a newspaper article is the 25% that's both true and relevant? Life is full of QR4s.

"Why can't I just try again?"

The bane of skill systems — players lining up worst-to-best to retry a lock until someone makes it (we're looking at you, RuneQuest). ForeSight answers it with the time mechanic, no special rule required:


	A failure already cost you time. A QR7 takes ~200% of the estimate — the same as a QR4 success. So you can try again, but the clock has already run, and it keeps running. When time matters (and in tense situations it does), endless retries aren't free; eventually the guard rounds the corner.

	QR10 closes the door. A disastrous failure means you've fouled the approach — for yourself and often for the next person (the pick snaps in the lock; you've convinced yourself the safe opens left when it opens right). There's no "try the same thing again": find another way.



So the conga line never forms. The first failure is slow, the next is slower, and a bad enough failure spoils the method outright.

Open-ended resolution: oppose or build

Any result can be opposed or built upon — this is what makes the system chain. (Full treatment, including the blocking table, is on the Opposed Resolution page.)


	Oppose a prior result two ways: use its QR as the base ease factor for your counter-task, or simply roll your own opposing task and compare QRs.

	Build on a prior result by adding +(5 − QR) as a modifier to your follow-up: QR1 → +4, QR2 → +3, QR3 → +2, QR4 → +1. Even a marginal success gives a successor something to stand on. (Distinct from the PM column above, which rates a finished product's own quality at 4 − QR — see note.)



Random QR

When you need a QR out of nowhere (area damage on a bystander, how well an unseen NPC did their job): roll D10 — 1→QR1, 2→QR2, 3–5→QR3, 6–10→QR4.

Designer's Note: this one table is the secret engine of the whole game. Combat damage, a chase's gained ground, an interrogation's leaked truth, a forged passport's quality — all of it is "read the QR in the column that matters." Learn it once and most of the rest of this book is just examples.



Open-Ended Resolution

One-pager. The One Rule resolves a task in isolation. But tasks rarely stand alone — one builds on another, or fights against it. This page is how results chain: how to build on a prior result, and how to oppose one. It's foreshadowed everywhere (parries, persuasion, hacking, a forged document used later) and it's all the same two moves.

Opposing — both roll, the QRs fight

When two characters contest directly — a parry against an attack, stealth against a searcher, a tug-of-war, a chess match, a lawyer building a case against one tearing it down — both roll their own task and compare Quality Ratings. The better QR prevails.


	A large QR gap is a decisive win; a small gap is a narrow one.

	Equal QRs cancel — and that's a feature, not a fudge. This is the blow that just barely gets blocked, the tail that's almost spotted, the point neither player can convert. Nothing decisive happens, the tension holds, and you keep going. A string of ties is a long, taut struggle.

	If you genuinely must break a tie (someone has to act now), fall back on the ability scores — the more skilled contestant edges it.




Older editions had you use your opponent's QR as your ease factor. Rolling and comparing QRs is simpler, more symmetric, and produces those satisfying near-stalemates the old way couldn't.



How much got through — partial blocking

Sometimes you don't want win/lose but how much of an effort survived a partial defense (an attack partly parried, a case partly undermined). For an effective defense the rule is simple arithmetic: a defense equal to or better than the attack negates it; otherwise the attack's QR drops (5 − the defending QR) notches down the 1-2-3-4 scale. The failure end isn't arithmetic — it follows the general principle that QR7 is plain failure, QR10 actively backfires: a QR7 defense is no defense (the attack lands at its full rolled QR), and a QR10 defense makes the attack worse by one notch (the defender fumbled into it). The result is the attack's effective QR — what got through.




	Attack ↓ \ Defense →
	QR1
	QR2
	QR3
	QR4
	QR7 (fail)
	QR10 (botch)




	QR1
	blocked
	QR4
	QR3
	QR2
	QR1
	QR1



	QR2
	blocked
	blocked
	QR4
	QR3
	QR2
	QR1



	QR3
	blocked
	blocked
	blocked
	QR4
	QR3
	QR2



	QR4
	blocked
	blocked
	blocked
	blocked
	QR4
	QR3




(The better the defense, the more of the attack it eats; an equal defense blocks it cleanly — the just-barely parry. A botched defense leaves you worse off than no defense at all.)

Building — a modifier, not a new base

When one task's product feeds a later task — a tuned engine you then race, a forged passport you then present, intel you then act on — carry the first result forward as an ease-factor modifier on the follow-up:


Build: +(5 − QR). QR1 → +4, QR2 → +3, QR3 → +2, QR4 → +1. Opposing a standing prior result instead? Take the same value as a penalty.



Crucially this is a modifier, not a replacement base ease factor: the follow-up still uses its own ability and BEF, nudged up or down by what came before. Even a marginal success (QR4) leaves the next person a little something to stand on, and a brilliant one (QR1) hands them a real head start.

Examples


	Sneaking vs. noticing — your Stealth against their Perception (or Search, if they're actively looking). Compare QRs; a tie means they sense something but can't place it.

	Concealing vs. finding — hiding an object (Stealth/relevant skill) against a searcher; a tie is "they walked right past it."

	Attack vs. parry — the defender's parry blocks by the table above; an equal QR is the blow turned aside at the last instant.

	Hacking vs. security — the defender built the system earlier, so the intruder works against a standing result: apply −(5 − the setup's QR) to the hack. (A botched install, conversely, helps the attacker.)



Tennis (and why this rule is general). Each point is a contest of Tennis skill, compared by QR. The server gets +1 (the serve advantage). Either player may commit extra energy for a better ease factor — going for the line — at the price of an Endurance check and mounting exhaustion over a long match. A tied QR is deuce: nobody converts, replay the point, tension climbs. It maps perfectly — and the very same shape runs a football match, a dogfight, or two generals maneuvering armies. You never needed a tennis rule; you needed the One Rule and a QR comparison.

Designer's Note: two moves — compare QRs to oppose, shift an EF to build — cover tennis, trials, hacking duels, assembly lines, and seductions alike. And note why the QR scale runs 1-2-3-4-7-10: it makes (5 − QR) come out right, so building on a botch is hard and building on brilliance is easy, with no extra table to consult.



Skills

The full skill list — the single source of truth shared with the character builder. Each skill's row links to its card; the card carries the whole entry.




	Skill	Formula	Cost	Limit	BEF	Covers
	Search	(IN+PC)/2	1	1	5	finding the hidden (everyone has it)
	Initiative	(IN+PC)/2	1	1	5	acting decisively under pressure (everyone has it)
	Athletics	(ST+CO)/2	2	1	5	climbing, jumping, running, swimming, throwing (incl. slings), acrobatics, dance
	Stealth	(CO+PC)/2	1	1	5	hiding, moving silently, tailing
	Sleight of Hand	CO/2	2	1.5	5	palming, pickpocketing, prestidigitation, concealment
	Melee	(ST+CO)/2	2	1	5	all close combat, armed and unarmed; LTF per style/weapon
	Firearms	(CO+PC)/2	2	1	4	guns and crossbows; LTF per weapon class
	Archery	(CO+PC)/4	1	1.5	4	bows and slings; strength-hungry, a ½-skill
	Heavy Weapons	(IN+PC)/2	1	1	4	crew-served weapons, launchers, explosives
	Theory	IN/2	2	1.5	5	reasoning and all science, via Fields of Knowledge
	Repair	(CO+IN)/2	2	1	5	all technical & assembly work — surgery, watchmaking, electronics, mechanics — via Fields
	Charm	(IN+PC)/2	2	1	3	being liked — warmth, affability, social grace, presence, first impressions. Moves how they *feel* about you, not what they'll do
	Confidence	IN	2	1	3	getting compliance — persuading, fast-talking, bluffing, lying convincingly, bribery, intimidation, composure under pressure. Moves what they'll *do*, whether or not they like you
	Perform	(IN+PC)/2	1	1	3	music, acting, oratory, the expressive arts (craft art = Repair + a Field); disguise and sustained impersonation — carrying off a role (the craft of making one is a Field)
	Cars	(CO+PC)/2	1	1	5	driving cars; LTF per model
	Bikes	(CO+PC)/2	1	1	5	motorcycles and bicycles
	Boats	(CO+PC)/2	1	1	5	watercraft, sail and powered
	Aircraft	(CO+PC)/2	1	1	5	fixed-wing and rotary aircraft
	Spacecraft	(CO+PC)/2	1	1	5	spacecraft (just vehicles)
	Riding	(CO+PC)/2	1	1	5	animal mounts

Search
	Formula
	(IN+PC)/2
	Attributes
	IN, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	standard

finding the hidden (everyone has it)
Initiative
	Formula
	(IN+PC)/2
	Attributes
	IN, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	standard

acting decisively under pressure (everyone has it)
Athletics
	Formula
	(ST+CO)/2
	Attributes
	ST, CO
	Cost
	2
	Limit
	1
	BEF
	5
	Tags
	standard

climbing, jumping, running, swimming, throwing (incl. slings), acrobatics, dance
Stealth
	Formula
	(CO+PC)/2
	Attributes
	CO, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	standard

hiding, moving silently, tailing
Sleight of Hand
	Formula
	CO/2
	Attributes
	CO
	Cost
	2
	Limit
	1.5
	BEF
	5
	Tags
	standard

palming, pickpocketing, prestidigitation, concealment
Melee
	Formula
	(ST+CO)/2
	Attributes
	ST, CO
	Cost
	2
	Limit
	1
	BEF
	5
	Tags
	standard

all close combat, armed and unarmed; LTF per style/weapon
Firearms
	Formula
	(CO+PC)/2
	Attributes
	CO, PC
	Cost
	2
	Limit
	1
	BEF
	4
	Tags
	modern, sf

guns and crossbows; LTF per weapon class
Archery
	Formula
	(CO+PC)/4
	Attributes
	CO, PC
	Cost
	1
	Limit
	1.5
	BEF
	4
	Tags
	ancient, fantasy

bows and slings; strength-hungry, a ½-skill
Heavy Weapons
	Formula
	(IN+PC)/2
	Attributes
	IN, PC
	Cost
	1
	Limit
	1
	BEF
	4
	Tags
	modern, sf

crew-served weapons, launchers, explosives
Theory
	Formula
	IN/2
	Attributes
	IN
	Cost
	2
	Limit
	1.5
	BEF
	5
	Tags
	standard

reasoning and all science, via Fields of Knowledge
Repair
	Formula
	(CO+IN)/2
	Attributes
	CO, IN
	Cost
	2
	Limit
	1
	BEF
	5
	Tags
	standard

all technical & assembly work — surgery, watchmaking, electronics, mechanics — via Fields
Charm
	Formula
	(IN+PC)/2
	Attributes
	IN, PC
	Cost
	2
	Limit
	1
	BEF
	3
	Tags
	standard

being liked — warmth, affability, social grace, presence, first impressions. Moves how they *feel* about you, not what they'll do
Confidence
	Formula
	IN
	Attributes
	IN
	Cost
	2
	Limit
	1
	BEF
	3
	Tags
	standard

getting compliance — persuading, fast-talking, bluffing, lying convincingly, bribery, intimidation, composure under pressure. Moves what they'll *do*, whether or not they like you
Perform
	Formula
	(IN+PC)/2
	Attributes
	IN, PC
	Cost
	1
	Limit
	1
	BEF
	3
	Tags
	standard

music, acting, oratory, the expressive arts (craft art = Repair + a Field); disguise and sustained impersonation — carrying off a role (the craft of making one is a Field)
Cars
	Formula
	(CO+PC)/2
	Attributes
	CO, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	modern

driving cars; LTF per model
Bikes
	Formula
	(CO+PC)/2
	Attributes
	CO, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	modern

motorcycles and bicycles
Boats
	Formula
	(CO+PC)/2
	Attributes
	CO, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	standard

watercraft, sail and powered
Aircraft
	Formula
	(CO+PC)/2
	Attributes
	CO, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	modern, sf

fixed-wing and rotary aircraft
Spacecraft
	Formula
	(CO+PC)/2
	Attributes
	CO, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	sf

spacecraft (just vehicles)
Riding
	Formula
	(CO+PC)/2
	Attributes
	CO, PC
	Cost
	1
	Limit
	1
	BEF
	5
	Tags
	ancient, fantasy

animal mounts








Conflict

Combat, pursuit, damage, and the things that wear a character down.



	Initiative

	Intense Action

	Fire Combat

	Melee Combat

	Pursuit

	Damage

	Exhaustion






Initiative

One-pager. Initiative answers when do you act — and who knows what, when? It cuts a tense situation into brief rounds and orders who moves within one. It runs combat, but equally a quick-draw, an ambushed negotiation, a courtroom, a car chase. Its companion is Intense Action: Initiative sets the when, Intense Action prices the how much.

Tense situations run in rounds — brief bursts separated by waiting for someone to make a move. A round is as long as the contest's tempo demands: direct combat is roughly 3–5 seconds with random lulls (ducked behind cover, catching your breath); a pursuit or a negotiation runs longer. Don't track the clock — the GM sets the tempo to fit the scene.

Awareness: from narrative to "shit going down"

The hard, real moment is the transition out of story-telling into a fight. Every character enters it somewhere on a spectrum:


Surprised (woken by the attack) → Startled → Alert → Ready → Lying in wait (the ambusher)



Awareness and position drive Initiative. Coarse, obvious effects modify it: a visored helmet or a blind corner is a disadvantage; a sniper studying the scene in safety, or the enemy behind you with the height, is a large advantage. Ballpark each from about +4 (you see everything and they don't; you're behind them) to −4 (the reverse). Need a number for awareness? It's about ½ (Perception + Stealth). Once the fight is live it tends to level out to one question — can you see what's happening?

The round


	Roll Initiative (awareness/position-driven). Order everyone best to worst; ties broken by Score.

	Declare, in order, act or wait. Acting resolves when declared. Waiting holds for a trigger.

	Waiting persists. Anyone still waiting from last round stays waiting until their declaration comes round again. The totally unaware get no declaration on round one at all — which is why ambushes are murder.



A QR7 Initiative roll is panic: act all-out offensive or all-out defensive (go berserk, or run and hide) — no holding back. A QR10 is a freeze — you lose the three seconds. It's only three seconds; they may be your last.

Reaction & pre-emption

When a waiting character reacts to something (usually someone else acting), they may go immediately after it — or try to pre-empt and act just before:


Pre-emption = a Coordination roll, modified by your Initiative QR (ties: Initiative Score). Reflexes do the work; awareness only biases the odds — no good having lightning reflexes if you're confused. Succeed → just before; fail → just after. It's still a roll, so even a superb, well-placed shooter keeps real uncertainty.



A pre-emption can itself be pre-empted (the counter-sniper), but you'll rarely go deeper. And you never see each other's Initiative — that uncertainty is the whole point.


You never know for certain you'll act first. Pretty sure, never certain. The gunslinger probably draws first; the sniper probably fires before the hostage-taker reacts; neither is guaranteed. It's exactly why a police sniper in a standoff is loath to just shoot a person holding a gun on a hostage — and why these scenes work here and collapse into "highest number wins" everywhere else.



E.g. an archer waits — trigger: "the mage does something." The mage starts a spell; the archer pre-empts (QR of Initiative). On success the arrow lands before the spell goes off — but a confident archer can still be a hair too slow.

Beyond combat

This is initiative for any tense situation where timing and nerve decide the outcome, not only when weapons come out:


	The quick-draw / Iai duel — both waiting, each triggered by the other's move; pre-emption is the duel.

	Business machinations — who commits first, who holds a move in reserve, who read the room (awareness) before anyone spoke.

	A legal battle — objecting just before the answer lands; holding an argument for its moment.

	A car chase — see Pursuit: longer rounds, the same act-or-wait and pre-empt.



Designer's Note: the experiments that drove this whole system were the Western shootout, the same shootout with a dastardly sniper, the Iai duel, and the hostage standoff. None of them resolve correctly in any other TTRPG — the nastiest edge cases of combat, which vastly more complex systems (Aftermath, I'm looking at you) never even tried to model. They cost one page here because the actor never knows they'll go first: every ruling is "make an Initiative roll and read its QR." Nothing to memorize, and the probability arrows all point the right way.



Intense Action

One-pager. Intense Action answers how much can you do at once, and how well? It replaces the action-point and "how many actions" bookkeeping that thrashed between every past edition with one idea: attention is finite, and your modifier is how you spread it. Its companion is Initiative — Initiative sets when you act; this sets how much.

There is no action budget to track. In a round you have one primary focus, room for one deliberate secondary action, and your automatic / reflex actions — dodging, flinching, keeping balance, noticing — ticking along underneath. What you can do is set by the body and by skill, not a point pool; what it costs is attention.

Your modifier is how you spread your attention

Split your focus and everything suffers. Declare your deliberate tasks in priority order:




	You are attempting
	1st
	2nd
	3rd
	4th




	one thing
	+1
	
	
	



	two things
	−1
	−2
	
	



	three things
	−2
	−3
	−4
	



	four things
	−3
	−4
	−5
	−6




Each task takes −1 for every other task, and −1 more for each task ranked above it. Doing exactly one thing is worth +1 — see Concentrate, below. The ladder doesn't stop at three: keep adding and keep sliding. Take the hit as an ease factor (you do it worse) or as effectiveness (you do less of it) — a divided move covers a third to a half the ground rather than failing outright. Read one column, as always: worse or less.

Concentrate — go all-in on one thing — and buy a bonus at your reflexes' expense. Do exactly one thing this round — one task, one beat, nothing else — and it gains +1 (more for absolute tunnel-vision), but your automatic / reflex actions take a penalty: you won't notice the flanker, you won't dodge well. The sniper who lives inside the scope makes the shot and is oblivious to all else. That trade is the choice.

Promote a reflex when you want it done well. Automatic actions happen on their own at a baseline; spend real attention on one and it climbs — +1 as a secondary, +2 as your primary (measured against leaving it automatic). A sniper watching for a target: make noticing his primary and it's +2 to spot; keep the shot primary but really want to see and it's +1.

A secondary action cannot pre-empt. You can't win the race to act (see Initiative) with something you're only half-attending to — pre-emption belongs to your primary.

How many beats do you get? As many as you like

A statement of intent unfolds as beats — draw · aim · fire, or lunge · wind-up · blow (see Fire and Melee combat). There is no limit on how many you attempt. Every beat past the first is another thing you're attempting, and it goes on the same ladder. Fire once and you're at +1; fire five times and every shot is at −4.

So there is nothing to look up and no threshold to hit. You are never told how many actions you get. You decide how thin to spread yourself, and the dice price it.


Repetitions are tasks. A second shot costs exactly what a second anything costs: −1 to everything, cumulative. A secondary ability — the thing you're only half-attending to — costs −2 a beat instead of −1.



But count outcomes, not rolls. The ladder prices how many things you're trying to accomplish, not how many beats you spend getting there. Three beats of aiming and then a shot is one thing — you are concentrating, and you get the +1 for it. Four shots is four things, at −3 apiece. Advance–attack–retreat is likewise one thing, as it always was. Patience is free; greed is not — which is the distinction that makes a carefully aimed shot better than a snapped one instead of worse.

Skill still converts into rate — continuously, instead of at breakpoints. The gunfighter and the novice may both empty a magazine; the difference is what happens when they do. A Firearms 25 shooter taking two aimed shots is at −1 (EF 4 → SC 100: both land). Going all-in for five puts every shot at −4 (EF 1 → SC 25) — he can, and usually shouldn't. A Firearms 10 shooter tries the same five and is rolling SC 10 a shot: he burns the magazine and accomplishes nothing, which is exactly what that looks like in life. Skill buys you the option to spend beats, not a ration of them.

Melee 18 on the attack: two strikes at −1, or four at −3 if he's desperate to end it. With defence as his secondary, each block is −2 on top.

This deleted three rules and a gotcha. There is no beats divisor, no rounding, and no "an attribute counts double" patch to stop raw attributes buying almost none. Movement in a firefight is simply another task: moving and shooting is two things, at −1 each, and the clumsy character isn't allotted fewer beats — he's just worse at everything he tries to do at once, which he was anyway.

What stops you, now that nothing caps you

Two things, and neither needs bookkeeping. The ladder makes each extra beat worse than the last, so spreading thin has its own price. And a QR10 ends that line of action for the round — the botch that jams the weapon, loses the sight picture, or puts you on the floor. Between them there is no need for a cap: you may always try again, and the game simply stops rewarding it.

Movement is a Coordination action

Movement in most games is free, automatic, and therefore dramatically inert — which quietly deletes tripping, slipping, losing your footing on a scree slope, and going down hard on a wet deck. Here it's a task like any other, rolled on Coordination.

It starts easy — on open, level, dry ground the ease factor is high enough that a competent person essentially never fails, so the rule costs nothing when the ground doesn't matter. The ground sets the EF: rubble, scree, ice, a pitching deck, a rooftop, darkness, knee-deep water, a floor full of brass and bodies.




	Your movement
	What happens




	QR1–4
	you get where you were going; a good QR buys ground, position, or arriving composed



	QR7
	you lose your balance — off-balance until you recover it (and balanced is a firing modifier)



	QR10
	you go down




The trade that makes it worth rolling at all: decline, and you simply move — carefully, slowly, at the GM's discretion, as the What counts as a task rule already allows. Roll, and you're buying speed, distance and position; the stumble is the price of asking for them. Nobody rolls to walk across a room. Everyone rolls to cross it fast, under fire, over the furniture.

What counts as a task

A task is a thing you want rolled. That is the whole test, and it polices itself. A step, a shouted word, drawing a weapon, aiming — these aren't tasks; they happen, with honest consequences (pop up to fire and you're still half-exposed when the round ends). There are no "free actions": a thing is either of no consequence, or it isn't free. But it only costs you attention if you cared enough to roll for it. So advance–attack–retreat is one task — the attack — and takes no penalty. Decline to make your movement a task and you simply move: noisily, visibly, at the GM's discretion.

Help sheds tasks

A helper doesn't hand you a bonus — they take a task off your list, and the ladder does the rest. A sniper ranging his own shot and firing is two things (the shot at −1); give him a spotter who owns the ranging and he's down to one, at 0 — the spotter is worth exactly +1, and it falls out of the rule. Two consequences worth having: help can't push you past your own focused best (the ladder bottoms out at one task, so assistance can't be stacked into absurdity), and a helper who takes nothing gives nothing — the shed task is real, the spotter rolls it, and a spotter who blows the roll hands over bad numbers. A helper who is genuinely better than you is a separate thing — good information — earning an ordinary situational bonus (the aimed / braced family), not a rung on this ladder.

Reactions: parry, dodge, flinch, duck

Reactions are tasks too — but ones you didn't plan, so they're priced apart. Not a pool: take as many as you like, each at a cumulative −2. Keep parrying and you simply get worse at it; skill decides how far down that ladder you stay dangerous — so the better fighter gets more good reactions, with no bookkeeping.


The parry you saw coming is cheaper than the parry you didn't. Tasks you declare together share the ladder above; a reaction you were surprised into pays the full −2 each. This is a large part of why waiting — declaring a trigger and holding for it — is worth so much.




	Parry (opposed): a critical parry lets you counter; an overwhelming one leaves the attacker off-balance (disarm, or trade places).

	Dodge (opposed): dodge and give ground for a one-off advantage — which is what makes melee move, fighters circling and yielding ground instead of standing toe-to-toe.

	Flinch / duck: exposed and shot at, ducking back to cover is a legitimate reaction (at the stacking penalty).



Never pay twice

The ladder prices dividing your own attention. The situation's ease factor prices the world — range, cover, light, the target's movement — never your multitasking. If firing-on-the-move already cost −1 for being two tasks, it does not also take a separate "firing on the move" penalty. Charge it once, on the ladder, and leave it there.

Beyond combat

Attention is finite everywhere. A Pursuit is this at a longer tempo — driving and shooting and reading the road split the same way. Space combat is a crew shedding tasks to one another (that is what a crew is for), each station one focused task. And because the split is measured against the round, the rule scales with tempo for free: move-and-watch are two tasks inside a three-second firefight, one-each across an afternoon of tracking.

Emergent tactics: in almost every other RPG, players concentrate fire to kill one target at a time, because a dead enemy is the only less-dangerous enemy. In ForeSight a wound is −(level) to everything and a stun takes an enemy out of the turn, so a hurt, rattled foe is dramatically less dangerous than a healthy one. Once the worst threats are handled, the smart play is to spread attacks across as many enemies as possible — degrade the whole group rather than execute one at a time. It falls out of the rules on its own, and it mirrors how real firefights are won: by suppression, not by headcount.



Fire Combat

One-pager. Ranged combat is the simplest application of the One Rule — one task against situational modifiers, not an opposed contest; you don't parry a bullet. But it rests on four facts almost every game skips: to shoot a thing you must know (or think you know) where it is; you must aim; firing disturbs your aim (recoil); and the target doesn't want to be hit.

One shot, one roll

A shot is a Firearms (or Archery, Heavy Weapons) roll — Score × EF, roll under — and that's the whole of it; there is no defence roll, because the target can't block the bullet. Everything interesting lives in the Ease Factor, and the skill's BEF already bakes in the usual case: a trained, calm shooter putting a round into a static target at short range — pistol-practice conditions. The world adds and subtracts from there.

(A firearm is still forgiving — thirty minutes' training makes you genuinely dangerous — but that shows up in the skill formula, not the BEF: Archery is a hard, strength-hungry ½-skill you spend years getting good at. The gun is easy to be adequate with; the bow is not.)

What moves the ease factor

Each of these is the One Rule's "challenge at a glance" made concrete for shooting. Reach for the ones that bite; ignore the rest:


	How good an idea do you have of where it is? — cover, lighting, smoke and weather, your own eyesight. You shoot at where you think the target is.

	Blocked, or merely hidden? — the distinction nearly every game botches: concealment hides; cover stops bullets — and most interior walls, and plenty of exterior ones, stop nothing. Only hidden? You can still fire, at a penalty for not seeing them. Behind real cover? Its Protection eats the shot (see Damage).

	Moving or still? — a mover is harder.

	How far? — range (and weapons shed Damage Class with distance — see Damage).

	How large a target is presented? — a full silhouette, a head, a hand past a doorframe. Calling a sliver is the same up-front penalty as any called shot.

	How well balanced is the shooter? — set and braced, or off-balance / firing on the move (an Intense Action split).

	How carefully aimed? — taking a bead is its own beat and its own roll; see Aim is a shot that doesn't go off, below.

	How well is the weapon handled? — its performance modifier, your familiarity, its fit to the job.

	Did you see the last shot land? — spot your fall of shot and you correct: a bonus to the follow-up.

	Did the last shot buck you off target? — recoil: repeat or rapid fire past the first shot takes a penalty until you re-acquire.



The BEF is the careless shot, not the careful one

Set the baseline where a shooter starts, and let good practice earn its way up. The aimed-attack skills — Firearms, Archery, Heavy Weapons — carry a BEF of 4, one lower than the usual 5, and that 4 describes someone who raises the weapon and fires. It is not someone who took a bead, braced, and picked their moment. Those are bonuses, and they should be, because of an asymmetry that has nothing to do with the maths:


A player will remember a bonus for doing the sensible thing. Nobody reliably remembers a penalty for skipping it.



"Unaimed: −2" and "BEF two lower, aimed: +2" are arithmetically identical and behave completely differently at a table. A bonus is claimed — the person who benefits is the one who has to remember it, and that is the only bookkeeping arrangement that has ever worked. A penalty must be imposed — the GM has to remember it and be the one to apply it, and a forgotten penalty silently makes everybody better than they should be, invisibly and permanently. A forgotten bonus, by contrast, is self-correcting: the player notices, and says so.

So the rule of thumb throughout: price the good habit, not the omission. Aim, brace, take your time, use the right tool, get a spotter — these earn modifiers. Failing to do them earns nothing, which is punishment enough.

Short-circuit it

You never run that list in full. Assume a trained, competent, calm shooter — the BEF already covers it — and add a modifier only where the situation genuinely departs from "the range." Ranged combat stays a one-roll affair; that's the point.

Modifiers follow what you describe, not labels

Distrust the shorthand other games hand out — "target unaware, +2." Unawareness is not a bonus in itself; it is time and freedom to aim carefully, and the bonus comes from the careful aim you then take. Quick-draw hip-fire at an oblivious target dummy? The dummy's obliviousness buys you nothing. Price what the character actually does.

This is the general shape of it: the table rewards what a player narrates. Describe taking cover, steadying on the doorframe, waiting for the mark to turn — and earn the modifiers those actions deserve. Describe something reckless and eat the penalty — though a reckless choice that's good story is often worth the in-game cost. Punished by the dice, rewarded at the table.

Area fire — making a space dangerous

Most shooting in a close fight isn't aimed at anyone. It's area fire: blind or suppressive rounds thrown at a doorway, a window, a stretch of street to keep heads down and stop people breaking cover. It doesn't target a person — it makes an area dangerous to be in. Anyone caught in the beaten zone, crossing it, or breaking from cover through it risks a hit (resolve as a chance per exposed target — roughly one in QR of the rounds finds someone in the zone). Its worth is tactical, not a body count: pin the enemy, deny the ground, cover a teammate's rush — the spread-don't-concentrate logic from Intense Action. Full-auto and covering fire are the same idea with more lead.

A shot is several actions

"I'm just going to shoot him" is a statement of intent, not a single action — it plays out as discrete beats: draw, take a bead, fire, clear a jam, drop the magazine, reload. If shooting is all you're doing they simply happen in sequence, turn by turn, and the cost is in the slow ones. A reload is the usual culprit: a heavy or complex weapon's is measured in whole turns; a small, simple weapon's in a hit to your Initiative for the turn (which already bundles reaction speed and situational awareness). Doing anything else while you shoot — moving, covering a second door — is the Intense Action split: primary focus, worse at the rest.

Aim is a shot that doesn't go off

Aiming isn't a free action or a special case — it's a fire action that points the weapon instead of discharging it. Roll your Firearms exactly as if shooting, against the same situational modifiers, and if you succeed the weapon is on the target. What the roll buys is set by how well you did it:


Your bead = 5 − QR of your last aim. It applies to your next beat — including your next aim.






	Your aim rolled
	Your bead is now
	




	QR1
	+4
	the sight picture you dream about



	QR2
	+3
	settled, breathing out



	QR3
	+2
	on him



	QR4
	+1
	roughly pointed



	QR7
	−2
	aimed at the wrong place, and you don't know it



	QR10
	−5, and no further action of this kind this round
	lost him, fumbled the weapon, flinched into the sights




This is the One Rule's ordinary Build chain, not a special case: a prior result feeds the next at 5 − QR. Aim is simply a Build chain you're allowed to repeat.

Where the old flat +3 went. Earlier editions handed you taking a bead as a flat +3 and left the BEF high. Now the BEF is one lower and the bead is earned — a rough aim gets you the old number back, and a good one beats it. Same shot, better bookkeeping (see below).

A bead is not a sticky bonus — it's a position you have to keep. Older editions had taking a bead hand you a flat +3 that sat there until you did something else. This doesn't. Your bead lasts one beat. Spend that beat shooting and you spend the bead; spend it aiming again and you re-roll — at your current bead, so a good bead makes a better one likelier. Spend it on anything else at all and the bead is gone.

That makes holding a bead an active sport, and it makes it ratchet. Aim once for a rough +1, aim again at +1 and you'll likely settle to +2 or +3, again and you're at +4. The sniper who lies there breathing isn't sitting on a stale bonus; he is doing something, every beat, and can be interrupted at any of them.

It also caps itself, with no cap. The ceiling is +4, and once you're there another aim can only hold or lose it — a QR4 drops you from +4 to +1. So you aim until you're satisfied and then take the shot, because the next aim is pure risk. Nothing has to forbid over-aiming; the mechanic simply stops paying.

Recoil lands here, where it belongs. Firing spends the bead, and re-acquiring is an aim taken under recoil — an ordinary EF penalty, larger on a heavier weapon. Rate of fire then regulates itself physically: a battle rifle's second aimed shot is genuinely harder than a pistol's, with no rule saying "heavy weapons are slower." A moving target works the same way — tracking him is a penalty on every aim, so a bead on a runner is one you have to keep buying.

And aiming is not the same as taking more shots. Beats poured into one shot are concentration — you're still doing exactly one thing, and the Intense Action ladder leaves you alone. Beats spent taking more shots are division, and the ladder charges for each. Patience is free; greed is not.

And it makes the aimed shot visible. A bead is a roll, and a roll is a thing that happens where people can see it — which is why the shooter taking careful aim is also the shooter most likely to be spotted and pre-empted (below).

Defence: cover, position, and pre-emption

There is no roll to dodge a shot once fired — a bullet grants none of melee's cinematic grace. The defence against fire is not being shot at: cover, concealment, distance, and movement — run, and zig-zag, because a moving, unpredictable target is a hard one. The other half is anticipation, which is pure Initiative: someone lying in wait decides to take their shot, and if you notice — the muzzle swinging toward you — you can pre-empt and dive for cover before they fire. And aiming is itself an action you can react to: a shooter who takes a careful bead has shown you the threat, so a target who catches it gets to answer. The aimed shot is the deadlier one — and also the one its victim is likeliest to see coming.

Then: location and damage

A hit rolls hit location and applies damage through armor — both on Damage.

Designer's Note: ranged combat is where Score × EF is at its plainest — one roll, modifiers you can see and argue about — so this page mostly exists to name the four things other games quietly drop (you must know where it is, you must aim, firing wrecks your aim, the target resists) and to kill two reflexes: the automatic "+2 because unaware" (no — the bonus is the aim that being unobserved lets you take), and the belief that a wall is cover (it usually isn't).



Melee Combat

One-pager. Melee is nothing new — it's opposed resolution applied to hitting someone at arm's length: your attack against their defence, QRs compared, exactly like stealth-vs-search or a tennis point. It just asks four questions in order, and hands the last one to Damage.

The four questions


	Did it land? — your weapon skill against their parry or dodge; compare QRs.

	Was it wholly or partially mitigated? — the blocking table below turns the two QRs into the attack's effective QR.

	Where did it strike? — hit location — unless it was an aimed strike, in which case this came first (you called the target and paid for it up front).

	How hard? — the effective QR and the weapon's DC, through armor → Damage. Armor and damage are that page's business, not this one's.



Attack vs defence — compare QRs

Both sides roll their own task and the better QR prevails — the general opposed-resolution move. The attacker rolls their melee skill; the defender parries or dodges, each a reaction (so it stacks the cumulative −2 of Intense Action — the parry you saw coming is cheaper than the one you didn't). Equal QRs cancel: the blow just turned aside, the tension holds, you both go again — which is what makes a melee a taut back-and-forth rather than one roll.

Attack and defence are two intents

"Kill him with this sword" is a statement of intent, not one action — it plays out as discrete beats: a lunge to close, a wind-up for an especially heavy blow, the blow itself. "Don't get hit" is a second intent, and a fighter is almost always pursuing both at once — pressing the attack while keeping a guard up — one primary, one secondary; or (the berserker, the duellist waiting for the opening) all-in on just one. That is exactly the Intense Action split: your focus is sharp and everything else is worse. So the all-out attacker hits harder and guards poorly, while the careful fighter trades a step off the attack (−1) to keep a real defence (−2) — and melee's ebb and flow is that choice, remade each exchange.

Partial blocking — how much got through

A defence doesn't just win or lose; it can eat part of a blow. A defence equal to or better than the attack negates it; otherwise the attack's QR drops (5 − the defending QR) notches down the 1-2-3-4 scale. The failure end isn't arithmetic: a QR7 defence is no defence (the attack lands at its full rolled QR), and a QR10 defence makes it worse by a notch (you fumbled into it). Read off the attack's effective QR — what actually reaches the target:


		Defence →
	QR1	QR2	QR3	QR4	QR7 fail	QR10 botch
	Attack ↓	QR1	blocked	QR4	QR3	QR2	QR1	QR1
	QR2	blocked	blocked	QR4	QR3	QR2	QR1
	QR3	blocked	blocked	blocked	QR4	QR3	QR2
	QR4	blocked	blocked	blocked	blocked	QR4	QR3





(The better the defence, the more of the attack it eats; an equal defence blocks it clean — the just-barely parry. A botched defence leaves you worse off than no defence at all.)

Parry, and the counter

A parry meets steel with steel (or shield, or forearm). A critical parry (a QR well over the attack's) lets you counter on the same beat; an overwhelming one leaves the attacker off-balance — a chance to disarm or trade places. A parry can also shade the hit rather than stop it: a strong-but-not-clean one may shift the location roll a step or shave a point of DC instead of eating a whole QR.

Dodge — movie reality, or actual reality

A dodge gives ground to deny the opening — and this is where forty years show. When these rules were first written, the reconstruction of historical Western martial arts was in its infancy (the SCA and its kin); it's a far more serious discipline now, and one thing it has taught us plainly is that dodging a blow is a losing strategy — you do not lean out of the way of a sword.

So decide which reality your table is playing in, and read dodge accordingly:


	Movie reality — it's the hero's preternatural reflexes, the world in slow motion, the matrix-lean. Dodge freely; it's a genre convention and a perfectly good one.

	Actual reality — a "dodge" is really pre-emptive movement: you anticipate the attack and shift before it commits, so it can't land well — denying the opportunity, not out-reacting the blade. That makes it a matter of positioning and timing (a held/pre-empting action — see Initiative), not a reflex save after the fact. Under this reading, favour the parry, treat a dodge as something set up early, and penalize the desperate leap-aside for what it is.



Either is legitimate — ForeSight colours no setting. Just tell the table which one, and modify the dodge to match.

Reach: every weapon has a range it wants

One weapon property replaces a table of modifiers. A melee weapon is happiest at exactly one of three distances:




	Its range
	Weapons




	Reach
	pike, halberd, spear, quarterstaff, two-handed sword



	Normal
	rapier, longsword, battleaxe, mace



	Close
	dagger, cestus, fists, a bottle





	At your weapon's own range: +1. You are fighting the way the thing was designed to be fought with.

	One band off: −1. A longsword in a knife-fight; a dagger against someone at sword's length.

	Two bands off: −3. A two-handed sword in a grapple — you can club with the hilt, but it is a badly balanced weapon held by the wrong end.



(Even steps of two: +1, −1, −3.)

Both fighters are on the same range, and they rarely want the same one — which is the whole tactical engine. The spearman wants you out there; the knife-fighter wants to be inside your arms. Only one of them can be happy at a time, so a melee is a running argument about distance, and the loser of that argument is either fighting at −2 or spending beats fixing it.

And identically armed fighters still move, because giving ground is a defence. Two men with sword and shield both want Normal, so reach alone gives them nothing to argue about — but yielding distance blunts an attack (see dodge and give ground, below), and yielding takes you out of your own band. So the defender trades his +1 for a defensive advantage, and the attacker must spend a beat closing back to get his own +1 back. Press, yield, close, yield: that exchange is the rhythm of a fight between equals, and it falls out of two rules that were written separately.

Changing range is a combat move: a beat, and a Coordination roll (see Footwork, below). Against someone actively keeping you out — or dragging you in — it's opposed. So closing on a pikeman is a real, rollable, failable thing, which is exactly how it looks: three men with spears are a problem you solve with a plan, not by walking up to them.

Which makes Coordination decisive between equals — and nobody had to write a rule saying so. Same sword, same shield, but you're the better mover: strike, then give ground. Your blow landed in your band at +1; his counter now comes from a band neither of you wants, at −1. To get his +1 back he must come after you, and that is where the difference tells — a contest he is worse at, and one that puts him on the floor if he loses it badly. Do it again next beat. That is the fencer — one of ForeSight's original gedanken cases, proven in play under the 1986 rules, and here it needs no machinery of its own.

And a wide skill gap buys the freedom to fight badly on purpose. If you are far better, back right off and wear the −1 yourself: he then chooses between attacking off-band or spending a beat closing while you hit him again.

You can afford it because a Score past 20 is paid in the same currency as the penalty. Melee 25 is 20+1 (see Scores) — that spare +1 EF cancels the −1 for standing off-band outright. A 20+1 fighter can fight one band away from his weapon's preferred range and be no worse off than an ordinary expert standing in his. That is the fencer's licence, and it is a designed consequence of the over-20 rule rather than an accident.

Below that, the same step is far more expensive. SC = Score × EF, so a −1 comes off the top of a big Score's surplus — Melee 20 off-band is EF 4, SC 80, still fine — while Melee 10 off-band goes from 60 to 40, straight off its chance of connecting at all. Bad conditions are the expert's friend: distance, darkness, rain, broken ground.

It isn't a free ride, because range is contested, not declared. You don't simply withdraw — he can pursue, and the two are one opposed Coordination roll (the general opposed move: better QR takes it, equal QRs cancel and the distance holds). The better mover wins that argument usually, not automatically, and the worse one only stumbles when he loses it badly. And withdrawing costs you a beat on the ladder exactly as pursuing costs him one, so what you're buying is the good end of every exchange, not free hits.

This is why a knife is a terrifying weapon in a lift and a joke in a courtyard, without a single special rule about lifts or courtyards.

And it needs no miniatures. ForeSight melee has always made footwork load-bearing — one of the real pleasures of it is that people genuinely move — but "who is where" has usually meant a hexgrid or a table full of figures. Three named bands replace measurement with a shared state you can hold in your head: not a position for each fighter, but one word per engagement, agreed by both. Reach, Normal, Close.

That is enough to give you a qualitative reason to move — I have a two-handed sword and he has a dagger, so I want him out there and he wants to be inside my guard — with nothing on the table at all. Miniatures remain welcome and add nothing you need.

Footwork: giving ground, circling, and going over the furniture

A melee is not two people standing still. Fighters circle, close, and give ground constantly — and every bit of that is movement, which means Coordination, which means it can go wrong.

This is the gap. In previous editions of ForeSight — and in essentially every other system — a complete klutz could manoeuvre in a melee exactly as well as an acrobat. Combat movement was free, so the most common physical activity in the game was the one place your body didn't matter. Meanwhile backing off and tripping over something is a staple of action cinema and of real fights, and it never happened at anybody's table.

Now it does, and it costs nothing to run. On a clear floor the ease factor is high and nobody rolls. It bites exactly where it should:


	Giving ground under pressure — you are retreating while someone actively works to put you down, so the EF is poor. This is where the klutz goes over.

	Closing or opening to your weapon's range — the commonest reason to move in a fight (see Reach, above), and the one your opponent is actively resisting.

	Fighting on bad footing — rubble, stairs, a wet deck, a room full of upturned chairs, mud, a slope.

	Disengaging from a committed opponent — turning your back is its own problem; doing it quickly is a Coordination task at a penalty.



QR7 loses your balance; QR10 puts you on the floor — and being down in a melee is very bad indeed, which is the point. A graceful fighter can break contact, circle to better ground, and re-enter; a clumsy one commits to the fight whether they like it or not, because backing out is a risk they can't afford. That is a real tactical difference between two characters that the old rules simply couldn't express.

This is also where the graceful and nimble quirks earn their keep, and where Athletics (which absorbed Acrobatics) shows up in an ordinary fight rather than only on a rooftop chase.

Grappling, pinning, and fighting dirty

When a fight collapses into a clinch it stops being about landing blows and becomes about control — of the other person's limbs, of a weapon, of position. Seizing, pinning, twisting, gouging, choking.

There's a light spine if you want one: track control as a few steps — partially restrained → restrained → completely restrained — and when the struggle is over an object (a knife, a gun, a fountain pen), simply who holds it. Each contested moment is an opposed roll — Strength, or whatever skill fits — and the winner shifts control a step; someone completely restrained is at the other's mercy: choked out, disarmed, pinned, or worse.

But mostly: don't reach for a rule. Grappling is the purest case of ForeSight's founding bet — that the people at the table understand this particular tangle far better than any designer ever could. Run it on Initiative (who acts, who's waiting for an opening) and opposed resolution (each contested thing), and improvise the rest.


The gedanken cases: the brawl atop the tank in Indiana Jones and the Last Crusade — arms tangled, a fountain pen squirting ink into someone's eyes, everyone scrabbling for a grip on everything at once. Or Gersen and the Hetman at the close of Vance's The Killing Machine — his hands crippled, Gersen traps the Hetman's arms with his legs and head-butts the broken nose to drown him in his own blood. No table produces those moments; "roll Initiative, then make the opposed roll that fits" does.



Designer's Note — the same shelf, the opposite conclusion. The designers of D&D and I were reading much the same books; their list is printed in the original AD&D Dungeon Master's Guide, and Leiber's Fafhrd and the Grey Mouser is on both. From that source they built a melee system in which nobody moves and in which no sane person fights in anything but plate — because position is abstracted away and armour is the only defence you can buy, so the rational play is to encase yourself and stand still. But the Mouser is a fencer. He moves, he parries, he is not wearing plate, and he would be a poor character in a game built to honour him. I went the other way and made manoeuvre and parry load-bearing — which is why this page spends its space on reach, footwork, giving ground and the clinch rather than on a bigger armour table. Same bibliography; the difference is which parts you let the dice see.

Designer's Note: melee earns a page not because it needs new rules — it doesn't, it's the One Rule's opposed move plus the reaction economy — but because the questions have an order (land, mitigate, locate, wound) and because the dodge and the clinch each deserve an honest footnote. The blocking table is the only genuinely new thing here, and it's just "(5 − QR)" made into a lookup so you don't do arithmetic mid-swing.



Pursuit

One-pager. Pursuit is just combat at a longer tempo — same awareness, Initiative, act-or-wait, reaction and pre-emption, and the same Intense Action split of attention — with a different menu of actions. Know those two pages and you already know this one.

A pursuit is any contest of movement: a car chase, a dogfight, a horseback flight, a submarine running silent, a foot-race through a crowd. Spacecraft are no exception — they're just vehicles.

Turn length scales with the vehicle

A pursuit round is longer than a combat round, and how much longer depends on what you're driving. The slower and more ponderous the contest, the longer the turn and the further apart the chances for a direct attack: a fighter-jet dogfight turns over in seconds, a car chase in longer beats, a tall-ship engagement in minutes. The GM picks a tempo that makes the chase feel right and keeps it for the duration — opportunities to shoot, ram, or board arrive on that rhythm.

What's the same

Rounds, Initiative, declaration order (best to worst, ties by score), waiting, reaction, and pre-emption (Coordination modified by Initiative QR) all work exactly as in combat. A pursuer lining up a ram and a quarry watching for the alley to bolt down are the same act-or-wait standoff as two gunfighters. You still never know for certain you'll act first.

What's different: the action menu

Your primary action is usually a maneuver; secondary actions are small adjustments and setups. The vehicle's own ratings — Accelerate, Turn, Redline — are the ease-factor modifiers for these tasks, so a sporty car turns well and a transport doesn't. The driver's relevant skill is the Score.




	Maneuver
	What it does




	Quick Turn
	Cut down a side street, bank hard, change facing. Needs somewhere to turn.



	Sudden Reverse / Double Back
	Reverse the chase; great for shaking a committed pursuer, risky at speed.



	Flat Out
	Go as fast as the vehicle allows — a Redline task. Consumes your attention (it's your whole turn).



	Raise the Stakes
	Push into terrain or speed that punishes everyone, betting your vehicle and nerve beat theirs.



	Force Maneuver
	Make the other driver react — cut them off, run them toward a hazard, PIT them. Opposed.




The GM provides opportunity and range

Maneuvers are only available when the situation allows them — this is the GM's main lever. There's no Quick Turn on a bridge, no Flat Out in gridlock, no ramming a target two cars ahead. The GM narrates the terrain and the range between vehicles each round; that terrain is what gates the menu, exactly as cover and reach gate combat options.

What players are usually trying to do


	Lose the pursuer — open enough range, or break line of sight, that the chase ends.

	Gain on the pursued — close range to where you can act on them.

	Wrong-foot — force or trick the other driver into a bad position (a failed reaction, lost ground, a hazard).

	Incapacitate the vehicle — shooting it, ramming it, or maneuvering it into a wreck. Vehicle damage uses the Damage page; the vehicle is equipment, so it has Toughness and takes wounds like anything else.



Range as the scoreboard

Treat range abstractly — closing, holding, opening — rather than counting meters. Most maneuvers shift range by one step or hold it; QR says by how much. When range opens past the point of contact and stays there, the quarry has escaped; when it closes to nothing, the chase becomes a ram, a boarding, or a fight.

Designer's Note: the famously elaborate 1e space-combat system is gone. It was theoretically brilliant and useless in play. A dogfight over Mars and a car chase through Marseille are the same thing — awareness, timing, nerve, and the limits of your machine — and one page covers both.



Damage

One-pager. A hit is resolved by the One Rule like anything else; the hit's Quality Rating, the weapon's Damage Class, and the target's armor decide how badly it hurts. Injury is tracked as wound levels, 0 (healthy) to 6 (dead) — each level is a −(level) penalty to everything you do.

Damage Class

Every attack has a Damage Class (DC) — how hard it hits before quality, armor, or luck. The scale is numerical and calibrated, not flavour:




	DC
	Roughly




	4
	a very strong person's bare hands — or a nasty targeted punch



	8
	a 9mm pistol (the commonest pistol on Earth)



	11
	a 7.62mm rifle (the commonest rifle class on Earth)




How much damage a hit does


Damage (in wound levels) = Yield × DC × ½, rounded down.
And any hit whose raw damage is ≥ ¼ forces a stun check (below), even when it rounds to no wound.



Read the hit's Yield off its QR (QR1 100%, QR2 80%, QR3 50%, QR4 25% — see The One Rule), multiply by half the DC, and round down for the wound levels dealt. The quarter-level stun floor is why even a graze rattles you: real weapons are dangerous and ForeSight doesn't pretend otherwise.

*A 9mm (DC 8): a solid QR3 hit does 0.5 × 8 × ½ = 2 (medium); a brilliant QR1 does 4 (incapacitated); a scraping QR4 does 0.25 × 8 × ½ = 1.0 → 1 (light) plus a stun check. A 7.62 rifle (DC 11) center-mass at QR1 does 5.5 → 5 (dying). A bare fist (DC 4) at QR4 does 0.5 raw → no wound, but a stun check.*

Wounds — the 0–6 track

Injury is a single number, and it is −(level) to everything you do — pain and blood loss don't care what you're attempting:




	Lvl
	State
	What it means




	0
	Healthy
	—



	1
	Light
	−1 to all activity



	2
	Medium
	−2



	3
	Heavy
	−3



	4
	Incapacitated
	−4; you can barely act — roll WP each turn to do anything at all



	5
	Dying
	down and bleeding out; without intervention you deteriorate toward 6



	6
	Dead
	—




New damage adds to your current level (a medium 2 plus a heavy 3 is a dying 5). Toughness rolls throughout are made on Endurance or Willpower, player's choice — some people are physically hard to put down, some just refuse to quit. Pain resistance is not a skill; you roll the raw attribute.

Stun & Shaken

Damage doesn't only wound — it rattles. Any hit that clears the ¼-level stun floor (or any stun-class "S" weapon, which skips straight to it) forces a pain-resistance roll — WP:




	The roll
	Effect




	Shrug it off (good)
	carry on



	Shaken (ordinary)
	−2 to everything and one action only; roll WP at end of turn to clear it



	Stunned (poor, or any S-weapon)
	no action but to recover (a WP roll each turn); a QR1 clears it at once, a QR10 drops you unconscious




Shaken is off-balance and hurting; Stunned is out of the fight until you pull yourself together. Both are temporary and leave no lasting level.

Hit location

By default roll D10 for where a hit lands:




	D10
	Location
	




	1
	Left leg
	fail the Pain Resistance roll and you go prone



	2
	Right leg
	fail the Pain Resistance roll and you go prone



	3–4
	Abdomen
	1-in-10 chance of an extra point; −1 EF on Pain Resistance while you're carrying an abdomen wound (flat, not per wound)



	5–7
	Chest
	1-in-10 chance of an extra point



	8
	Left arm
	fail the Pain Resistance roll and you drop whatever that hand held



	9
	Right arm
	fail the Pain Resistance roll and you drop whatever that hand held



	10
	Head
	1 natural armor (the skull), but piercing damage is +1




The distribution is the body as a target: the chest is the biggest thing pointing at you, the head the smallest and the worst place to be hit. Or call your shot — the head, a weapon hand, the sliver of someone showing past cover — for an up-front EF penalty for the smaller target. The same penalty covers shooting through cover: you pay in ease factor for precision, and a success is the called hit (don't charge it twice).

Damage type & armor

What the damage is decides how armor and bodies answer it:




	Type
	What it is




	M — Melee
	slow, low-energy, high-momentum (blades, clubs, fists)



	I — Impact
	fast, high-energy, low-momentum (bullets, shrapnel)



	B — Beam
	energy, no momentum (lasers) — respectable, but never a pulp death-ray (we were physics majors)




Armor carries a Protection rating (a DC of defence) against the types it's built for; subtract it from the incoming DC before the damage formula. A DC reduced below zero is harmless. Two annotations settle the arms race at the margin:




	Mark
	Effect




	P — Piercing (weapon)
	ignores that many points of the target's Protection



	A — Absorbing (armor)
	stops one point of damage that still gets through




Designer's Note: in a straight fight, armor has the edge. ForeSight carries a small, deliberate bias against killing player characters too easily — enough that armor is plainly worth wearing and one unlucky roll rarely ends a character outright, without making anyone bulletproof.

Scale

A very large or tough target — a vehicle, a dragon, a stone wall — has a Damage Scale; divide the damage done by the scale before applying it. A person is Scale 1. That is the whole of how one DC is "lethal" to a man and "a scratch" to a tank, with no separate rules. (Vehicle damage in Pursuit routes here.)

Recovery — and relapse

Healing is slow. At the interval for your level, make a convalescence roll (WP):




	Lvl
	Roll every
	On the roll




	1 Light
	day
	success drops a level; QR10 raises one (relapse)



	2 Medium
	5 days
	"



	3 Heavy
	20 days
	"



	4 Incapacitated
	day
	"



	5 Dying
	minutes
	deterioration — a poor roll drops you toward death, not away




Convalescence carries a penalty equal to the worst level you've sunk to since you were last healthy — a relapse leaves you fragile — until you fully recover or get medical care. Care (closing wounds, transfusion, surgery) lowers that worst-level penalty or buys levels back directly; it is what hauls a dying character off the 5→6 slide before the dice do.

Poison, disease, and the environment

The same machine handles the slow killers — resolve each as a task and read its Yield/QR for how much it does, or roll a random QR (D10: 1→QR1, 2→QR2, 3–5→QR3, 6–10→QR4) when nothing is opposed:


	Poison & venom carry a DC and a type; the victim resists with a ST roll, and what gets through applies as wounds (or, for sedatives and toxins that sap rather than injure, as exhaustion) on the poison's own clock — seconds for a nerve agent, hours for a septic wound.

	Disease & infection are the tax on untreated wounds and foul conditions: at intervals the GM sets, a ST roll either fights it off or lets it add a level / stall convalescence. Antibiotics and clean care are a fat positive modifier; a battlefield wound left dirty is a negative one.

	Environmental damage — falls, fire, cold, blast, drowning — is just a DC and a QR like any hit (a two-storey fall, a burning room), while slow exposure (heat, cold, thin air, thirst) meters as exhaustion rather than wounds until it turns lethal.





Exhaustion

One-pager. Fatigue, magic, and divine favour are all the same thing: not a point pool you spend down, but a track of exhaustion levels — wound-shaped, but shorter, and cleared by rest, not rolls. You never tally points; you roll to do the tiring thing, and a level piles on when you reach too hard.

The 0–5 track

Exhaustion runs 0 (fresh) to 5, and a level is a penalty to activity the way a wound is — but domain-weighted, not universal:




	Lvl
	State
	




	0
	Fresh
	—



	1
	Winded
	−1



	2
	Tired
	−2



	3
	Spent
	−3



	4
	Incapacitated
	−4; you can barely act



	5
	Collapsed
	unconscious — and, pushed past it (exposure, over-exertion), you can die of it




How a level penalizes you. Each track hits activity that draws on its own pool at full value and everything else at half; tracks stack with each other and on top of any wound penalty. Fatigue is the exception — it drags on everything at full, because a body that's spent is spent whatever it's doing. Add the contributions, then round (half away from zero).


A wizard is at −3 fatigue (a forced march) and −3 mana (a duel). Swinging a sword: −3 (fatigue, full) + half of −3 mana = −5. Casting: −3 mana + half of −3 fatigue = −5. Sweet-talking the innkeeper (neither): half of each = −3.



Getting exhausted

Do something genuinely taxing — a sustained sprint, a long mêlée, a forced march, harsh exposure — and make a WP check (player's choice, as with wounds), the magnitude of the effort a modifier rather than a pile of extra rolls:




	The check
	Result




	Solid success
	you're fine



	Marginal / ordinary failure
	one level of exhaustion



	Bad failure
	worse, or the effort simply fails




Some efforts cost a level automatically, no roll — a thing you cannot do without burning yourself.

Recovery — rest, not rolls

You clear one level at a time, deepest first, and the deeper it is the more rest it takes:




	Clearing a level at depth…
	…takes




	1
	a few minutes' breather + refreshment



	2
	real rest (an hour or more) → back to 1



	3
	a good night's sleep → back to 2



	4–5
	collapse, deep sleep, or outside help




So a Spent (3) character sleeps it off to Tired (2), rests down to Winded (1), and a breather clears the last — deep exhaustion is a slow climb out, not a nap. And past level 3, keep checking WP or exhaustion starts converting into real wounds — you can drop from over-exertion, or die of exposure.

Magic, and the other powers

By default magic is just fatigue: gathering power is taxing, and casting in a mana-poor place is simply more exhausting, a mana-rich one less — a modifier, not a second resource to track. A setting that wants magic to feel separate can give it its own track (Mana), and likewise Spirit for mystic disciplines; each track wears down independently (your Mana can be wrung dry while your Spirit is fresh) and stacks per the rule above.

However it's tracked, the shape is gather then weave: a gather roll whose ease factor reflects how much you're asking for (a candle-flame is trivial; a firestorm brutal). Read its QR — a solid success and the power comes free and clear; a marginal one and it comes but costs a level; a QR10 fizzles and costs a level. And a caster may volunteer a level for a one-off +4 — reaching past your limit on purpose, reliable but the bill compounds.

Divine favour is different — it's earned, not rested

Divine favour is spent like the others (temporarily, in the moment), but it isn't refilled by sleep. It's gated by Piety — which behaves like a skill, except it is driven by deeds, not experience: acts of devotion, sacrifice, and living by the god's tenets raise it; betraying them lowers it. A priest doesn't rest to recover standing with their god; they earn it back. (Full treatment under Religion.)

Designer's Note: the stamina/mana/piety point-pools are all gone, and good riddance — a check you can't fudge beats a pool everyone quietly forgets to subtract from. Folding fatigue, magic, and faith into one exhaustion mechanic means one thing to learn, and the "spend a level for +4" lever gives a desperate character a real, costly choice instead of a hard wall. The toughness roll used to be EN or WP, your pick — and that turned out to be the split confessing it wasn't real. Two attributes interchangeable at every point of use are one attribute wearing two labels, so EN went and the roll is simply WP. Which is honest: staying on your feet is mostly about refusing to stop. What kind of enduring you're good at now comes from Endurance quirks, which can say something a number couldn't — sprinter or marathoner, quick to recover or slow, an iron gut. Purely physiological resistance (poison, disease) is ST, where willpower is no help at all.
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Equipment

One-pager — the keystone. Everything you can own, drive, wield, or wear is an object: a basic object (a noun) plus modifications (adjectives). Weapons, armor, vehicles, and tools are just objects with extra stats. NPCs and monsters use the same pattern (see those pages).

Object = noun + adjectives

A basic object is the noun: sword, pistol, sedan, backpack. A modification is an adjective with a defined game effect: fine, shoddy, sporty, cut-down. You build the item you want by putting adjectives in front of the noun — and that's exactly how you say it at the table: a cut-down pistol, a sporty sedan.

This is also how the catalog stays short. If a "new" item is really a variant of one you already have, it isn't a separate entry — it's an adjective on an existing noun: a carbine is a light rifle, a destrier is a warhorse. One good adjective often covers several real items: the weapon-specific cut-down gives you both a sawn-off shotgun and a snub-nose revolver — easier to conceal, worse at range. One noun, many items.

Stats every object can have

Most objects need only a couple of these; list a stat only when it isn't obvious.




	Stat
	What it is




	PM (Performance Modifier)
	the ease-factor modifier for using the object as intended — a +1 sword is a better sword, but does nothing extra hammering nails. Some objects carry several labeled PMs (a melee weapon has Attack, Parry, Damage)



	Size / Weight
	for carrying, concealment, and encumbrance



	TL
	its technology level — whether a culture can buy, repair, or originate it (see Technology Levels)



	Price
	in svu



	Fail
	how prone it is to break or jam, if that ever matters



	Damage Scale
	for very large or tough objects (see Damage)




Categories

Each category is its own short, alphabetized list with a few category-specific stats:




	Category
	Its stats




	Weapons
	Attack, Parry, Damage (with type and penetration), Reach or Range, Usage (one/two-handed…)



	Armor
	Protection (by damage type), and the penalties it imposes (perception in a helmet, coordination in gauntlets, agility in a heavy suit)



	Vehicles
	Cruise, Max, Terrain, Accelerate, Turn, Redline, Passengers, Cargo. Spacecraft are vehicles; an electric/hybrid drive is a TL6 modification, not a new category



	Tools
	the PM they grant to the task they're for (binoculars, lock picks, a surgeon's kit)



	Other Stuff
	everything else, with the minimal stats it actually needs




Modifications (the general set)

These apply to almost anything; categories add their own.




	Mod
	Effect




	Custom / Quality
	Pay a lot for one specific advantage (+1), often with a minor offset — usually reliability or weight. This is also what a character's own skill produces when they customize gear: a successful craft/tune task makes something Custom.



	Cheap / Shoddy
	Worse across the board, and especially unreliable — but much cheaper.



	Poorly Maintained
	Even more unreliable than Shoddy, and sometimes worse in other respects. A condition, not a price point; gear drifts here through neglect.



	Reliable
	Fails far less often. More expensive.



	Light
	Smaller, lighter, often cheaper — but a little worse, or lower capacity.



	Heavy
	Bigger, heavier, more expensive — higher capacity or sturdier.





Grain note. ForeSight's modifiers are ease factors — steps on the EF ladder (0, ¼, ½, 1, 2 … 15), applied before SC = Score × EF. A single step is a powerful lever: +1 EF adds your whole Score to the success chance in the sweet spot (Score 15 at EF 5→6 goes 75% → 90%, i.e. +15), and about half your Score down at the ¼/½ rungs. (Contrast ForePlay, where +1 was a flat ~10%, tapering at the edges.) Two consequences: modifiers stay small — a modification is usually just ±1 EF — and the same +1 helps a more skilled character more in absolute terms. When porting ForePlay numbers, its +2 or +3 maps to roughly +1 EF here, never one-to-one.



Descriptions: say what it is and why you'd want one

List entries get minimal descriptions — but useful ones. The job of a description is to tell a reader what the thing is and why a character would carry it. D&D famously listed a 10′ pole and never said it was for probing floors for traps from a safe distance; don't do that. One honest sentence beats a paragraph of stats restated in prose.

Designer's Note: "objects are nouns plus adjectives" is the same idea that runs through NPCs, vehicles, and even background factors. Learn it once and the whole back half of the book is the same move applied to different lists. (And you already speak this language — nobody says "pistol, cut-down"; they say "cut-down pistol.")



Find Equipment

*Every object in the book — weapons, armor, vehicles, spacecraft, and gear — in one searchable list. Type a name or a word from what it does; each result links to its full card on the category page. Looking for the stat model instead? See Equipment.*




	Item	Category	TL	Price
	10-Foot Pole	Gear	0	2
	Aircar	Vehicle	7	80k
	Airliner	Vehicle	6	—
	Assault Rifle	Weapon	5	900
	Autolasercannon	Weapon	8	4k
	Axe	Weapon	0	30
	Ballistic Vest	Armor	5	500
	Battle Rifle (7.62)	Weapon	5	1000
	Binoculars	Gear	4	150
	Bow	Weapon	1	80
	Capital Dreadnought	Spacecraft	—	—
	Cart / Wagon	Vehicle	1	150
	Climbing Kit	Gear	5	200
	Combat Armor	Armor	7	5k
	Cone Rifle	Weapon	6	6c
	Corvette (Torch)	Spacecraft	—	—
	Crossbow	Weapon	2	150
	Datapad	Gear	6	800
	Effector Drone	Spacecraft	—	—
	Exploration Cruiser	Spacecraft	—	—
	Fast Picket	Spacecraft	—	—
	Fist / Kick	Weapon	0	—
	Gate Portal	Spacecraft	—	—
	General Systems Vehicle	Spacecraft	—	—
	Greatsword	Weapon	1	120
	Hand Grenade	Weapon	5	40
	Helicopter	Vehicle	5	500k
	Knife / Dagger	Weapon	0	5
	Laser Rifle	Weapon	7	2k
	Laspistol	Weapon	7	1k
	Leather	Armor	1	60
	Light Aircraft	Vehicle	5	200k
	Light Freighter	Spacecraft	—	—
	Lock Picks	Gear	2	50
	Mace / Club	Weapon	0	25
	Machine Gun	Weapon	5	4000
	Mail	Armor	2	400
	Mass-Shunt Tug	Spacecraft	—	—
	Medical Kit	Gear	5	300
	Medscanner	Gear	7	5k
	Motorcycle	Vehicle	5	8k
	Nightvision Goggles	Gear	6	1500
	Off-Road (4×4)	Vehicle	5	35k
	Padded / Gambeson	Armor	0	20
	Pistol (9mm)	Weapon	5	400
	Plate	Armor	3	1500
	Powered Armor	Armor	8	40k
	Quarterstaff	Weapon	0	5
	Radio / Comm	Gear	5	200
	Revolver	Weapon	4	300
	Riding Horse	Vehicle	0	300
	Riot Gear	Armor	6	800
	Rope (15 m)	Gear	0	10
	Sailing Ship	Vehicle	2	50k
	Sedan	Vehicle	5	25k
	Shield	Armor	0	40
	Shotgun	Weapon	4	350
	Shuttle / Runabout	Spacecraft	—	—
	Sniper Rifle	Weapon	5	2500
	Spear	Weapon	0	20
	Speedboat	Vehicle	5	40k
	Stun Pistol	Weapon	7	700
	Submachine Gun	Weapon	4	600
	Sword	Weapon	1	60
	System Fighter	Spacecraft	—	—
	Tactical Armor	Armor	6	1200
	Toolkit	Gear	4	250
	Torch / Flashlight	Gear	0	5
	Torch Freighter	Spacecraft	—	—
	Truck	Vehicle	5	60k
	Vacc Suit	Gear	6	3k







Weapons

A weapon is an object with combat stats. The list is deliberately short — one noun carries many real items as adjectives (a carbine is a light rifle, a sawn-off is a cut-down shotgun), so add variety with a modifier, not a new row.

Damage Class (DC) is the number that meets the Damage table; the whole scale is anchored to three points — a very strong person's punch is 4, a 9mm pistol is 8, a 7.62 rifle is 11. PM is the ease-factor bonus for using it as intended. Damage type is Mechanical (cutting), Impact (crushing), or Burning/ballistic; a trailing P means it pierces armor (which armor resists with its own Absorb). Range is short–long in metres (melee weapons give reach); RoF in brackets is the automatic burst size.


A weapon is only a benchmark, not a licence: in combat, magic and gear alike are judged against what a good archer does without either. That's why the humble Bow sits on this list as a yardstick.






	Weapon	Kind	DC	Range	TL	Price
	Fist / Kick	melee	2 I	Close	0	—
	Knife / Dagger	melee	4 M/P	Close	0	5
	Sword	melee	6 M	Normal	1	60
	Greatsword	melee	8 M	Reach	1	120
	Spear	melee	6 M/P	Reach	0	20
	Axe	melee	7 M	Normal	0	30
	Mace / Club	melee	6 I	Normal	0	25
	Quarterstaff	melee	4 I	Reach	0	5
	Bow	ranged	6 M/P	50–150	1	80
	Crossbow	ranged	7 M/P	40–120	2	150
	Revolver	ranged	8 B	12–60	4	300
	Pistol (9mm)	ranged	8 B	15–80	5	400
	Submachine Gun	ranged	8 B	20–120	4	600
	Shotgun	ranged	10 B	10–40	4	350
	Assault Rifle	ranged	10 B	50–300	5	900
	Battle Rifle (7.62)	ranged	11 B	80–500	5	1000
	Sniper Rifle	ranged	12 B/P	150–1200	5	2500
	Machine Gun	heavy	11 B/P	100–1500	5	4000
	Hand Grenade	thrown	12 B	thrown	5	40
	Laspistol	ranged	8 B	70–120	7	1k
	Laser Rifle	ranged	10 B	250–500	7	2k
	Stun Pistol	ranged	6 stun	16–20	7	700
	Cone Rifle	ranged	13 B	110–190	6	6c
	Autolasercannon	heavy	14 B/P	1.2k–1.5k	8	4k

Fist / Kick
	Kind
	melee
	PM
	0
	Damage
	2 I
	Range
	Close
	RoF
	—
	Ammo
	—
	Weight
	0
	TL
	0
	Price
	—
	Tags
	standard, ancient, modern

Bare unarmed strike. The DC-4 anchor is a very strong person, or a nasty targeted punch (a throat shot); an ordinary person lands about 2. Unarmed Combat skill does the rest.
Knife / Dagger
	Kind
	melee
	PM
	0
	Damage
	4 M/P
	Range
	Close
	RoF
	—
	Ammo
	—
	Weight
	0.3
	TL
	0
	Price
	5
	Tags
	standard, ancient, modern

Short blade — concealable, pierces armor, doubles as a tool and a thrown weapon. The floor of every weapon list.
Sword
	Kind
	melee
	PM
	0
	Damage
	6 M
	Range
	Normal
	RoF
	—
	Ammo
	—
	Weight
	1.3
	TL
	1
	Price
	60
	Tags
	standard, ancient, fantasy

The arming sword — one-handed cut-and-thrust. *Fine*, *great*, and *short* are all adjectives on this one noun.
Greatsword
	Kind
	melee
	PM
	1
	Damage
	8 M
	Range
	Reach
	RoF
	—
	Ammo
	—
	Weight
	2.7
	TL
	1
	Price
	120
	Tags
	ancient, fantasy

Two-handed blade. More reach and bite; no hand free for a shield.
Spear
	Kind
	melee
	PM
	0
	Damage
	6 M/P
	Range
	Reach
	RoF
	—
	Ammo
	—
	Weight
	1.5
	TL
	0
	Price
	20
	Tags
	standard, ancient, fantasy

Reach weapon that pierces. Set against a charge it counts double. A *thrown* spear is the same noun, one adjective.
Axe
	Kind
	melee
	PM
	0
	Damage
	7 M
	Range
	Normal
	RoF
	—
	Ammo
	—
	Weight
	1.4
	TL
	0
	Price
	30
	Tags
	standard, ancient, fantasy

Heavy chopping edge — hits hard, harder to recover for a parry than a sword.
Mace / Club
	Kind
	melee
	PM
	0
	Damage
	6 I
	Range
	Normal
	RoF
	—
	Ammo
	—
	Weight
	1.4
	TL
	0
	Price
	25
	Tags
	standard, ancient, fantasy

Impact rather than edge — cheap, and it doesn't care how good your armor's edge-turning is.
Quarterstaff
	Kind
	melee
	PM
	1
	Damage
	4 I
	Range
	Reach
	RoF
	—
	Ammo
	—
	Weight
	1.1
	TL
	0
	Price
	5
	Tags
	standard, ancient, fantasy

Two-handed staff: reach, a good Parry PM, and it's just a stick when the guards ask.
Bow
	Kind
	ranged
	PM
	0
	Damage
	6 M/P
	Range
	50–150
	RoF
	1
	Ammo
	1
	Weight
	0.9
	TL
	1
	Price
	80
	Tags
	standard, ancient, fantasy

Half-skill ranged weapon (Archery). Quiet, pierces, and only as good as the archer — the mundane benchmark magic is judged against.
Crossbow
	Kind
	ranged
	PM
	1
	Damage
	7 M/P
	Range
	40–120
	RoF
	1/2
	Ammo
	1
	Weight
	2.5
	TL
	2
	Price
	150
	Tags
	ancient, fantasy

Point-and-hold power — trivial to aim, slow to span. Punches armor a bow can't.
Revolver
	Kind
	ranged
	PM
	0
	Damage
	8 B
	Range
	12–60
	RoF
	1
	Ammo
	6
	Weight
	1
	TL
	4
	Price
	300
	Tags
	standard, modern

Reliable double-action sidearm; six shots, slow to reload. *Cut-down* makes it a concealable snub-nose.
Pistol (9mm)
	Kind
	ranged
	PM
	0
	Damage
	8 B
	Range
	15–80
	RoF
	2
	Ammo
	15
	Weight
	0.9
	TL
	5
	Price
	400
	Tags
	standard, modern

The DC-8 anchor. Self-loading, high-capacity magazine — the default modern handgun.
Submachine Gun
	Kind
	ranged
	PM
	0
	Damage
	8 B
	Range
	20–120
	RoF
	[6]
	Ammo
	30
	Weight
	3
	TL
	4
	Price
	600
	Tags
	standard, modern

Pistol round, automatic fire. Devastating up close, thirsty and wild at range.
Shotgun
	Kind
	ranged
	PM
	0
	Damage
	10 B
	Range
	10–40
	RoF
	1
	Ammo
	6
	Weight
	3.2
	TL
	4
	Price
	350
	Tags
	standard, modern

Brutal and forgiving up close; falls off fast. *Cut-down* trades the last of its range for concealment.
Assault Rifle
	Kind
	ranged
	PM
	1
	Damage
	10 B
	Range
	50–300
	RoF
	[10]
	Ammo
	30
	Weight
	3.6
	TL
	5
	Price
	900
	Tags
	standard, modern

Intermediate cartridge, select fire — the standard modern long arm. *Carbine* is the light adjective.
Battle Rifle (7.62)
	Kind
	ranged
	PM
	1
	Damage
	11 B
	Range
	80–500
	RoF
	2
	Ammo
	20
	Weight
	4.2
	TL
	5
	Price
	1000
	Tags
	standard, modern

The DC-11 anchor. Full-power rifle round: range and penetration at the cost of weight and recoil.
Sniper Rifle
	Kind
	ranged
	PM
	2
	Damage
	12 B/P
	Range
	150–1200
	RoF
	1
	Ammo
	5
	Weight
	5.5
	TL
	5
	Price
	2500
	Tags
	modern

Precision, optics, and armor-piercing reach. A patient specialist's tool, not a firefight weapon.
Machine Gun
	Kind
	heavy
	PM
	1
	Damage
	11 B/P
	Range
	100–1500
	RoF
	[20]
	Ammo
	100
	Weight
	10
	TL
	5
	Price
	4000
	Tags
	modern

Belt-fed area denial — see Fire Combat. Emplaced or bipod; suppresses ground you never actually hit.
Hand Grenade
	Kind
	thrown
	PM
	0
	Damage
	12 B
	Range
	thrown
	RoF
	—
	Ammo
	1
	Weight
	0.4
	TL
	5
	Price
	40
	Tags
	standard, modern

Blast in a radius — no aim roll against a point, a scatter roll against an area. Fragmentation ignores light cover.
Laspistol
	Kind
	ranged
	PM
	0
	Damage
	8 B
	Range
	70–120
	RoF
	1
	Ammo
	25
	Weight
	0.5
	TL
	7
	Price
	1k
	Tags
	sf

Energy sidearm: no recoil, no ballistic drop, a power cell instead of a magazine. The SF echo of the 9mm.
Laser Rifle
	Kind
	ranged
	PM
	1
	Damage
	10 B
	Range
	250–500
	RoF
	1
	Ammo
	50
	Weight
	3
	TL
	7
	Price
	2k
	Tags
	sf

Line-of-sight beam weapon — flat trajectory, hungry for cells, dimmed by smoke and fog.
Stun Pistol
	Kind
	ranged
	PM
	0
	Damage
	6 stun
	Range
	16–20
	RoF
	1
	Ammo
	15
	Weight
	1
	TL
	7
	Price
	700
	Tags
	sf

Non-lethal takedown — damage feeds a Pain Resistance / stun check rather than a wound. Short-ranged by design.
Cone Rifle
	Kind
	ranged
	PM
	2
	Damage
	13 B
	Range
	110–190
	RoF
	[6]
	Ammo
	30
	Weight
	4
	TL
	6
	Price
	6c
	Tags
	sf

Fires micro-rockets — recoilless, heavy hitting, and it arcs, so cover is less help than you'd hope.
Autolasercannon
	Kind
	heavy
	PM
	2
	Damage
	14 B/P
	Range
	1.2k–1.5k
	RoF
	2
	Ammo
	100
	Weight
	10
	TL
	8
	Price
	4k
	Tags
	sf

Vehicle- or emplacement-scale beam weapon. Uses the Damage Scale rules — meant for things bigger than people.








Armor

Armor is an object that changes how Damage lands on you. It doesn't make you harder to hit — it makes the hits smaller.

Protection is listed by damage type: M3 I1 turns cutting attacks far better than crushing ones — which is exactly why mail wants padding under it. Absorb (A) is how much of a piercing attack it still soaks. Penalty is what wearing it costs (an ease-factor hit to Agility in a heavy suit, to Perception under a full helm). Heavier isn't strictly better: it's a trade of protection against penalty, weight, and price — and against the Technology Level that can make or repair it.




	Armor	Protection	Penalty	TL	Price
	Padded / Gambeson	M1 I1	0	0	20
	Leather	M1 I2	0	1	60
	Mail	M3 I1	−1 CO	2	400
	Plate	M4 I3	−1 CO, −1 PC	3	1500
	Shield	+1 Parry	one hand	0	40
	Ballistic Vest	B3 M2	0	5	500
	Tactical Armor	B4 M3	−1 CO	6	1200
	Riot Gear	I4 M2	−1 CO, −1 PC	6	800
	Combat Armor	B5 M4 I4	−1 PC	7	5k
	Powered Armor	B6 M6 I6	+CO, +ST	8	40k

Padded / Gambeson
	Coverage
	torso, arms
	Protection
	M1 I1
	Absorb
	1
	Penalty
	0
	Weight
	3
	TL
	0
	Price
	20
	Tags
	standard, ancient, fantasy

Quilted cloth — cheap, quiet, and the layer worn *under* heavier armor. Barely there, but better than skin.
Leather
	Coverage
	torso, arms
	Protection
	M1 I2
	Absorb
	1
	Penalty
	0
	Weight
	5
	TL
	1
	Price
	60
	Tags
	standard, ancient, fantasy

Hardened hide. Turns blunt force better than edges; no real penalty to wear all day.
Mail
	Coverage
	torso, arms, legs
	Protection
	M3 I1
	Absorb
	2
	Penalty
	−1 CO
	Weight
	11
	TL
	2
	Price
	400
	Tags
	standard, ancient, fantasy

Interlinked rings — excellent against cuts, poor against crushing impact (that's what the padding under it is for).
Plate
	Coverage
	full body
	Protection
	M4 I3
	Absorb
	3
	Penalty
	−1 CO, −1 PC
	Weight
	20
	TL
	3
	Price
	1500
	Tags
	ancient, fantasy

Articulated full plate — the best pre-gunpowder protection. Heavy, dulls perception in the helm, and every joint is an adjective.
Shield
	Coverage
	as positioned
	Protection
	+1 Parry
	Absorb
	—
	Penalty
	one hand
	Weight
	3
	TL
	0
	Price
	40
	Tags
	standard, ancient, fantasy

Not worn but wielded — a Parry PM and cover you can point at the threat. Costs you a hand; see Melee Combat.
Ballistic Vest
	Coverage
	torso
	Protection
	B3 M2
	Absorb
	2
	Penalty
	0
	Weight
	3
	TL
	5
	Price
	500
	Tags
	standard, modern

Concealable soft armor — stops handgun rounds and fragments, does little against a rifle. Absorbs (A); doesn't stop penetrators (P).
Tactical Armor
	Coverage
	torso, groin, neck
	Protection
	B4 M3
	Absorb
	3
	Penalty
	−1 CO
	Weight
	9
	TL
	6
	Price
	1200
	Tags
	standard, modern

Soft armor plus rifle-rated hard plates. Bulky, hot, and the difference between a wound level and a funeral.
Riot Gear
	Coverage
	full body
	Protection
	I4 M2
	Absorb
	2
	Penalty
	−1 CO, −1 PC
	Weight
	8
	TL
	6
	Price
	800
	Tags
	modern

Built for impact — batons, thrown objects, crowds. Great against blunt force, indifferent to bullets and blades.
Combat Armor
	Coverage
	full body, sealed
	Protection
	B5 M4 I4
	Absorb
	4
	Penalty
	−1 PC
	Weight
	10
	TL
	7
	Price
	5k
	Tags
	sf

Composite hard-shell suit with its own air — the SF soldier's plate. Light for what it stops; the helm still costs you some perception.
Powered Armor
	Coverage
	full body, sealed
	Protection
	B6 M6 I6
	Absorb
	5
	Penalty
	+CO, +ST
	Weight
	60
	TL
	8
	Price
	40k
	Tags
	sf

Motorized exoskeleton — the servos carry the weight *and* add strength, so the penalty inverts. Uses Damage Scale; a walking vehicle you wear.








Vehicles

A vehicle is an object you travel in. Ground, water, and air share one stat block; spacecraft are vehicles too, split onto their own page because their drives define whole settings.

Cruise is the comfortable all-day speed; Max is the redline. Terrain says where those speeds hold — a road car divides its speed on rough ground, an off-roader barely notices. Passengers and Cargo are capacity. As with every object, the interesting variety is adjectives: sporty, luxury, police, cheap/rusty — see the Vehicle Modification set on the Equipment page. Travel time, pursuit, and crashes run off these numbers rather than a separate subsystem.




	Vehicle	Domain	Cruise	Max	Pass.	TL
	Riding Horse	ground	10 km/h	50 km/h	1	0
	Cart / Wagon	ground	6 km/h	15 km/h	4	1
	Motorcycle	ground	90 km/h	180 km/h	2	5
	Sedan	ground	100 km/h	180 km/h	5	5
	Off-Road (4×4)	ground	80 km/h	150 km/h	5	5
	Truck	ground	90 km/h	130 km/h	3	5
	Speedboat	water	40 km/h	90 km/h	6	5
	Sailing Ship	water	15 km/h	25 km/h	40	2
	Helicopter	air	220 km/h	300 km/h	6	5
	Light Aircraft	air	250 km/h	350 km/h	4	5
	Airliner	air	900 km/h	950 km/h	200	6
	Aircar	air	200 km/h	400 km/h	4	7

Riding Horse
	Domain
	ground
	Cruise
	10 km/h
	Max
	50 km/h
	Terrain
	off-road
	Passengers
	1
	Cargo
	40 kg
	TL
	0
	Price
	300
	Tags
	standard, ancient, fantasy

The original vehicle — self-fuelling, cross-country, and a character in its own right. A *warhorse* (destrier) is one adjective on this noun.
Cart / Wagon
	Domain
	ground
	Cruise
	6 km/h
	Max
	15 km/h
	Terrain
	road
	Passengers
	4
	Cargo
	500 kg
	TL
	1
	Price
	150
	Tags
	ancient, fantasy

Animal-drawn hauler. Slow, roads-only when loaded, but it moves the cargo a party can't carry.
Motorcycle
	Domain
	ground
	Cruise
	90 km/h
	Max
	180 km/h
	Terrain
	road
	Passengers
	2
	Cargo
	20 kg
	TL
	5
	Price
	8k
	Tags
	standard, modern

Fast, nimble, exposed. Best Maneuver rating on the road and no protection at all when it goes wrong.
Sedan
	Domain
	ground
	Cruise
	100 km/h
	Max
	180 km/h
	Terrain
	road
	Passengers
	5
	Cargo
	80 kg
	TL
	5
	Price
	25k
	Tags
	standard, modern

The default car. *Sporty*, *luxury*, *police*, and *cheap/rusty* are all adjectives — see the Vehicle Modification table.
Off-Road (4×4)
	Domain
	ground
	Cruise
	80 km/h
	Max
	150 km/h
	Terrain
	all-terrain
	Passengers
	5
	Cargo
	300 kg
	TL
	5
	Price
	35k
	Tags
	standard, modern

Trades top speed for a terrain value that laughs at mud and rock. The expedition workhorse.
Truck
	Domain
	ground
	Cruise
	90 km/h
	Max
	130 km/h
	Terrain
	road
	Passengers
	3
	Cargo
	10 t
	TL
	5
	Price
	60k
	Tags
	modern

Heavy road hauler. Slow to accelerate, ponderous to turn, and it carries what nothing else here can.
Speedboat
	Domain
	water
	Cruise
	40 km/h
	Max
	90 km/h
	Terrain
	water
	Passengers
	6
	Cargo
	200 kg
	TL
	5
	Price
	40k
	Tags
	standard, modern

Planing hull — fast on flat water, brutal in chop. The chase vehicle for anywhere with a coastline.
Sailing Ship
	Domain
	water
	Cruise
	15 km/h
	Max
	25 km/h
	Terrain
	open water
	Passengers
	40
	Cargo
	100 t
	TL
	2
	Price
	50k
	Tags
	ancient, fantasy

Wind-powered blue-water vessel — crew-hungry, weather-dependent, and the reason the map has other continents on it.
Helicopter
	Domain
	air
	Cruise
	220 km/h
	Max
	300 km/h
	Terrain
	air / VTOL
	Passengers
	6
	Cargo
	500 kg
	TL
	5
	Price
	500k
	Tags
	modern

Vertical take-off, hover, and land where there's no runway. Skilled to fly, thirsty, and loud enough to end any surprise.
Light Aircraft
	Domain
	air
	Cruise
	250 km/h
	Max
	350 km/h
	Terrain
	air
	Passengers
	4
	Cargo
	100 kg
	TL
	5
	Price
	200k
	Tags
	modern

Small fixed-wing plane — needs a strip to land, uses terrain value only against where it puts down.
Airliner
	Domain
	air
	Cruise
	900 km/h
	Max
	950 km/h
	Terrain
	air
	Passengers
	200
	Cargo
	20 t
	TL
	6
	Price
	—
	Tags
	modern

Long-haul passenger jet. Not a PC's to drive, but it's how everyone gets to the adventure.
Aircar
	Domain
	air
	Cruise
	200 km/h
	Max
	400 km/h
	Terrain
	air / hover
	Passengers
	4
	Cargo
	100 kg
	TL
	7
	Price
	80k
	Tags
	sf

Grav or ducted-fan personal flyer — the SF sedan. Point-to-point, no roads, a licence and an autopilot away from trivial.








Spacecraft

Spacecraft are just vehicles — but the drive you give them is one of the biggest decisions a science-fiction setting makes, so they get their own page and a set of sample fleets. Pick a setting's row of the table below and you've picked how its universe feels.

The drive decides everything downstream — how long a journey takes, whether space combat is dogfighting or gunnery, whether the campaign map is a cluster of stars or a single solar system:




	Setting
	Sublight
	FTL
	Feels like




	Space Opera
	flies like an aeroplane
	instant hyperdrive jump
	swashbuckling; space is an ocean



	Warp
	fractional-c impulse
	superluminal cruise (or fixed gates)
	exploration; travel time is a dial



	Newtonian
	constant-thrust fusion torch
	none, or a fixed mass-shunt / magic gate
	hard SF; vectors and reaction mass (ForeSight's own model — and The Expanse's)



	Culture
	trivially near-c
	near-instant, grid-powered
	post-scarcity; the ship is the biggest character




Newtonian is ForeSight's native setting: you burn toward your destination, flip at the midpoint, and burn to stop — there is no free lunch and no FTL unless a mass shunt (or, in a fantasy-SF game, a magic gate) links fixed points. The other three are here so you can lift a familiar feel off the shelf. Big hulls use the Damage Scale; a capital ship is a setpiece, not a stat line you dogfight.




	Craft	Setting	Class	Drive	Crew
	System Fighter	Space Opera	starfighter	Ion + hyperdrive	1
	Light Freighter	Space Opera	freighter	Ion + hyperdrive	2
	Capital Dreadnought	Space Opera	capital	Ion + hyperdrive	8000
	Exploration Cruiser	Warp	capital	Warp field	400
	Shuttle / Runabout	Warp	shuttle	Warp field (short-legged)	2
	Gate Portal	Warp	installation	Fixed wormhole gate	—
	Torch Freighter	Newtonian	freighter	Fusion torch	6
	Corvette (Torch)	Newtonian	warship	Fusion torch	20
	Mass-Shunt Tug	Newtonian	utility	Fusion torch + mass-shunt	4
	General Systems Vehicle	Culture	world-ship	Hyperspace field drive	millions
	Fast Picket	Culture	warship	Hyperspace field drive	1 Mind + avatars
	Effector Drone	Culture	drone	Antigrav / field	1 (itself)

System Fighter
	Setting
	Space Opera
	Class
	starfighter
	Drive
	Ion + hyperdrive
	Sublight
	very high thrust, flies in atmosphere
	FTL
	instant jump
	Crew
	1
	Tags
	sf

Single-seat dogfighter. Space is an ocean and this is a Spitfire — banks, stalls, and turns like an aeroplane because the setting wants it to. Hyperdrive for the jump between scenes.
Light Freighter
	Setting
	Space Opera
	Class
	freighter
	Drive
	Ion + hyperdrive
	Sublight
	moderate thrust, atmospheric
	FTL
	instant jump
	Crew
	2
	Tags
	sf

The scoundrel's ship — small hold, oversized engines, a gun turret, and a hyperdrive that's always one bad roll from failing. The party's home.
Capital Dreadnought
	Setting
	Space Opera
	Class
	capital
	Drive
	Ion + hyperdrive
	Sublight
	ponderous
	FTL
	instant jump
	Crew
	8000
	Tags
	sf

Kilometre-scale wedge bristling with batteries and fighter bays. Uses Damage Scale wholesale — a setpiece, not a stat line you dogfight.
Exploration Cruiser
	Setting
	Warp
	Class
	capital
	Drive
	Warp field
	Sublight
	impulse (fractional-c)
	FTL
	warp cruise (superluminal)
	Crew
	400
	Tags
	sf

A flying town: labs, families, a captain who talks first. FTL is a *cruise speed*, not a jump, so travel time is a plot dial the GM turns.
Shuttle / Runabout
	Setting
	Warp
	Class
	shuttle
	Drive
	Warp field (short-legged)
	Sublight
	impulse
	FTL
	low warp
	Crew
	2
	Tags
	sf

The away-team car — atmosphere-capable, modest warp, the vehicle that actually gets characters to the surface.
Gate Portal
	Setting
	Warp
	Class
	installation
	Drive
	Fixed wormhole gate
	Sublight
	—
	FTL
	instant, gate-to-gate only
	Crew
	—
	Tags
	sf

Not a ship — a doorway. You can only go where a gate already stands, which makes the *map of gates* the campaign map. Stargate-style FTL.
Torch Freighter
	Setting
	Newtonian
	Class
	freighter
	Drive
	Fusion torch
	Sublight
	constant ~⅓ g burn, flip-and-decelerate
	FTL
	none
	Crew
	6
	Tags
	sf

Hard-SF hauler à la ForeSight's own physics (and The Expanse): you burn toward your target, flip at the midpoint, and burn to stop. No FTL — the solar system *is* the setting.
Corvette (Torch)
	Setting
	Newtonian
	Class
	warship
	Drive
	Fusion torch
	Sublight
	high-g burn, railguns + torpedoes
	FTL
	none
	Crew
	20
	Tags
	sf

Newtonian warship: no shields, no banking — just delta-v, point-defence, and the tyranny of the rocket equation. Combat is about vectors and reaction mass.
Mass-Shunt Tug
	Setting
	Newtonian
	Class
	utility
	Drive
	Fusion torch + mass-shunt
	Sublight
	torch
	FTL
	shunt between fixed jump points
	Crew
	4
	Tags
	sf

ForeSight's original FTL: the *mass shunt* throws a ship between fixed points (a magic gate serves the same role in a fantasy-SF setting). Torch drive does everything in-system; the shunt links the stars.
General Systems Vehicle
	Setting
	Culture
	Class
	world-ship
	Drive
	Hyperspace field drive
	Sublight
	near-c trivially
	FTL
	near-instant, engine-grid powered
	Crew
	millions
	Tags
	sf

A sentient Mind wearing a ship the size of a country, home to millions and able to build more of itself. Post-scarcity: 'stats' are whatever the Mind decides. The setting where the ship is the most powerful *character*.
Fast Picket
	Setting
	Culture
	Class
	warship
	Drive
	Hyperspace field drive
	Sublight
	absurd
	FTL
	near-instant
	Crew
	1 Mind + avatars
	Tags
	sf

A small, appallingly fast, appallingly armed Mind. Diplomacy-by-presence; when one arrives, the scene is already over. Effectors and gridfire sit far off any mundane Damage Scale.
Effector Drone
	Setting
	Culture
	Class
	drone
	Drive
	Antigrav / field
	Sublight
	flight
	FTL
	carried
	Crew
	1 (itself)
	Tags
	sf

A sentient, fist-to-suitcase-sized machine — companion, bodyguard, and party member. The Culture's answer to 'what does a PC-scale piece of tech look like when it's also a person?'








Tools & Gear

The rest of the objects — the kit that turns "you can't" into "roll for it," or a penalty into a bonus.

Most gear does one honest thing: it grants a PM (an ease-factor bonus) to a specific task, or removes the penalty for attempting that task without it. Lock picks make a lock a skill roll instead of an impossibility; a medical kit is a PM to First Aid; binoculars turn a smudge on the horizon into a Scan you can actually make. The job of each description is to say what it is and why you'd carry one — the 10-foot pole was never mysterious once someone explained it was for probing the floor from a safe distance.




	Item	Helps with	PM	TL	Price
	10-Foot Pole	probing floors, reaching from safety	+1	0	2
	Rope (15 m)	climbing, hauling, binding	+1	0	10
	Lock Picks	defeating mechanical locks	+1	2	50
	Torch / Flashlight	seeing in the dark	—	0	5
	Binoculars	spotting & identifying at range	+1	4	150
	Climbing Kit	climbing sheer surfaces	+1	5	200
	Medical Kit	First Aid (and Surgery, well-stocked)	+1	5	300
	Toolkit	Repair & Craft tasks	+1	4	250
	Radio / Comm	communication beyond earshot	—	5	200
	Datapad	research, records, hacking	+1	6	800
	Nightvision Goggles	seeing in the dark (silently)	+1	6	1500
	Vacc Suit	surviving vacuum & hostile atmospheres	—	6	3k
	Medscanner	diagnosis (First Aid / Medicine)	+2	7	5k

10-Foot Pole
	Helps with
	probing floors, reaching from safety
	PM
	+1
	Weight
	2
	TL
	0
	Price
	2
	Tags
	standard, ancient, fantasy

A long stick — for prodding suspicious flagstones, pit lids, and tripwires from a body-length away. The item every dungeon list forgot to explain.
Rope (15 m)
	Helps with
	climbing, hauling, binding
	PM
	+1
	Weight
	3
	TL
	0
	Price
	10
	Tags
	standard, ancient, fantasy

Fifteen metres of cordage. Improves a climb, rigs a haul, ties a prisoner — the multi-tool of the pre-modern kit.
Lock Picks
	Helps with
	defeating mechanical locks
	PM
	+1
	Weight
	0
	TL
	2
	Price
	50
	Tags
	standard, ancient, modern, fantasy

A roll of tension wrenches and picks. Without them, opening a lock is a penalty or flatly impossible; with them it's a skill roll.
Torch / Flashlight
	Helps with
	seeing in the dark
	PM
	—
	Weight
	0.3
	TL
	0
	Price
	5
	Tags
	standard, ancient, modern, fantasy

Portable light. Removes the crippling penalty of acting blind — at the cost of announcing exactly where you are.
Binoculars
	Helps with
	spotting & identifying at range
	PM
	+1
	Weight
	0.8
	TL
	4
	Price
	150
	Tags
	standard, modern

Magnified optics. Turns a smudge on the horizon into a Scan roll you can actually make.
Climbing Kit
	Helps with
	climbing sheer surfaces
	PM
	+1
	Weight
	4
	TL
	5
	Price
	200
	Tags
	standard, modern

Harness, cams, carabiners, rope. Turns an unclimbable pitch into a hard climb, and a fall into a scare instead of a wound.
Medical Kit
	Helps with
	First Aid (and Surgery, well-stocked)
	PM
	+1
	Weight
	2
	TL
	5
	Price
	300
	Tags
	standard, modern

Field trauma kit. A PM to First Aid; a fuller surgeon's kit reaches Surgery. Without it, treating a serious wound takes a penalty — see the Fields hierarchy.
Toolkit
	Helps with
	Repair & Craft tasks
	PM
	+1
	Weight
	6
	TL
	4
	Price
	250
	Tags
	standard, modern

General mechanical tools. Repair needs the diagnosis *and* the tools; this is the tools. A specialist kit gives more for its one trade.
Radio / Comm
	Helps with
	communication beyond earshot
	PM
	—
	Weight
	0.4
	TL
	5
	Price
	200
	Tags
	standard, modern

Two-way voice at range — the thing that makes split-the-party survivable. Jammable, interceptable, and only as private as its encryption.
Datapad
	Helps with
	research, records, hacking
	PM
	+1
	Weight
	0.4
	TL
	6
	Price
	800
	Tags
	standard, modern, sf

Handheld computer and network terminal. A PM to knowledge lookups, and the doorway to every system worth breaking into. Information-tech runs ahead of the rest of the tech scale.
Nightvision Goggles
	Helps with
	seeing in the dark (silently)
	PM
	+1
	Weight
	0.5
	TL
	6
	Price
	1500
	Tags
	modern, sf

Light-intensifying or thermal optics — the flashlight's advantage without the flashlight's giveaway. Foiled by total dark (needs IR) or by smoke.
Vacc Suit
	Helps with
	surviving vacuum & hostile atmospheres
	PM
	—
	Weight
	8
	TL
	6
	Price
	3k
	Tags
	sf

Sealed pressure suit with hours of air. Turns 'the airlock opened' from a death into an inconvenience; clumsy enough to carry an Agility penalty.
Medscanner
	Helps with
	diagnosis (First Aid / Medicine)
	PM
	+2
	Weight
	0.6
	TL
	7
	Price
	5k
	Tags
	sf

Handheld diagnostic — reads vitals, names the injury, guides the treatment. A strong PM to the *diagnosis* half of medicine; you still have to do the fixing.








The SVU

Prices in ForeSight are given in svu (Standard Value Units), pronounced "svoo" — a coin borrowed from Jack Vance's Gaean Reach novels. It's a measure of value, not a currency: it lets one price list serve every setting, from a medieval market to a starport.

One svu is the fair market pay for an hour of unskilled labor — and, conveniently, about the price of a Big Mac meal in modern terms. (The Economist's Big Mac Index uses the same trick to compare real buying power across countries, so it's a sturdier yardstick than any national currency.) In present-day US terms that's very roughly $10.

To convert svu to your setting's money, find one thing whose value you know — an hour's unskilled wage, a cheap hot meal — and scale from there. A svu divides into 100 cents for small change.



Technology Levels

One-pager. A Tech Level (TL) is shorthand for "how advanced is this?" — used to price gear, gate availability, and set the feel of a setting. It is a single number only because, on Earth, the threads of technology happened to advance together. They needn't anywhere else.

Tech is many threads, not one number

Technology isn't a single ladder. Read the table by column: each column is a thread that has its own level. For human history the threads stayed close enough together that one number is a fair summary — so a single TL is just that summary.

The Social/Legal column is not flavor: it's the substrate the others grow on. Without the joint-stock company, currency, and global trade you don't get integrated circuits or modular reactors — there's no capital, no supply chain, no fab, however sound the Physics. So the upper threads rest on Social/Legal, with one important asymmetry:


A culture can possess artifacts from above its Social/Legal level — looted, bought, or handed down by a patron — but it can't originate them. Warlords with assault rifles, yes; warlords manufacturing assault rifles, no.



For alien or fantasy civilizations, don't assume lockstep. A culture might have TL2 Physics and TL5 Biology because healing is magical; an alien race might reach the stars with no gunpowder weapons; a steampunk world runs TL4 Physics under TL6 Math. When threads diverge, give the threads that matter their own levels and ignore the summary number — but remember the Social/Legal floor: a thread can't be home-grown much higher than the institutions that would pay for and organize it.


The original 1985 scale badly underestimated information technology. Rather than pretend otherwise, this edition simply recalibrates: TL6 is defined by the computing and networks we actually got, so the threads sit back in rough lockstep for present-day Earth. The lesson survives as history — if we misjudged our own near future this much, don't assume an alien or fantasy civilization's threads line up at all.



The table




	TL
	Era (≈)
	Math
	Physics
	Biology
	Social/Legal




	0
	Stone Age
	Tally, counting
	Fire, lever, knapped stone
	Foraging, herb-lore
	Band, kinship, custom



	1
	Antiquity
	Arithmetic, geometry
	Bronze & iron, wheel, sail
	Agriculture, domestication
	City-states, empires, written law



	2
	Medieval
	Zero, algebra, Arabic numerals
	Watermill, blast furnace, clockwork
	Crop rotation, hospitals
	Feudalism, guilds, canon law



	3
	~1500
	Symbolic algebra, logarithms
	Gunpowder arms, printing, ocean nav.
	Anatomy, early botany
	Nation-states, banking, charters



	4
	~1900
	Calculus, statistics
	Steam, electricity, telegraph, mass production
	Germ theory, anaesthesia, vaccines
	Representative govt, civil codes, labor law



	5
	~1980
	Computability, information theory
	Flight, fission, electronics, spaceflight
	Antibiotics, DNA, transplants
	Welfare state, human rights, world bodies



	6
	now
	Cryptography, machine learning
	Microprocessors, networks, electrification, precision weapons
	Genomics, gene editing, mRNA
	Global networks, data & privacy law



	7+
	Postulated
	—
	—
	—
	Define per setting




Finer grain (quarter levels)

Whole numbers are usually enough, but quarter-levels are available when a setting needs to distinguish near-contemporaries:


	TL6 — present day.

	TL6.25 — modular / small nuclear reactors, thorium power, mature grid-scale storage (a Physics-thread step).

	TL6.5 — practical fusion power.

	…and onward, as you like. The scale assumes no faster-than-light travel; if your setting has FTL, it's a deliberate addition, not a rung on this ladder.



Quarter-levels can apply to a single thread — "TL6, but Physics 6.25" — without dragging the others along.

Using TL at the table


	Pricing & availability. An item from a higher TL than the local culture is exotic — expensive, hard to repair, or simply unobtainable. The 2004 campaign convention is a good default: assume the local TL is freely available, and rule higher-TL items in case by case.

	Skills & fields. Operating or repairing higher-TL gear may require a field of knowledge at that TL; lacking it is an unfamiliarity penalty.

	Setting feel. Announce the campaign TL (and any decoupled threads) during character creation, the way you announce the genre. "TL6, but medicine is TL4 because we're cut off from the core worlds" tells players everything.



Designer's Note: the original anchors stand — TL5 was about 1980, TL4 about 1900, TL3 about 1500 — but the present needed finer grain, and the future needs humility. TL6 has been recalibrated to match the information tech we actually got. I'm not presupposing FTL, fusion is a maybe, and I was badly wrong about computers once already. Threads, not ladders.



Magic

ForeSight's magic — descended from HindSight & the Age of Reason (1987) — is generative: you don't pick a spell off a list, you compose an effect from the Applications of one or more Fundamentals. It is versatile to the point of danger, which is why the first rule of magic isn't a rule at all — it's a decision the GM makes about the world.

First, decide what magic is in this world

Magic shapes a setting more than any other system, so ForeSight's transparency principle bites hardest here: magic's reach must be an explicit choice, never an accident. Before anyone casts anything, the GM sets three dials:




	Dial
	The question
	Runs from…




	Common
	Who can do it?
	no one · a rare few · commonplace



	Powerful
	How far does it reach?
	parlour tricks · real force · world-shaking



	Prominent
	Does the world know?
	hidden/feared/illegal · an open, ordinary craft




These compose into the setting's Magic level (the character sheet's magic axis: none · rare-weak · rare · common-weak · common), and they change the world, not just the rules. A setting where a reliable truth-spell exists is a different world — its courts, its spies, its secrets all work differently. Decide that on purpose.

How casting works — gather, then weave

Magic runs on two skills, and the split is the whole engine:


	Mana — you gather the energy an effect needs. This is the roll that meters cost: it's the Exhaustion gather-roll, so reaching for a firestorm in a mana-poor place is simply more exhausting than a candle-flame in a mana-rich one.

	Incantation — you weave the gathered energy into the effect. Its difficulty tracks the effect's complexity, not its size.



Complexity and energy are separate axes. A big, simple effect (a wall of flame) is energy-hungry — that's what rituals buy: time traded for the power to gather more. A small, intricate effect (a subtle, conditional glamour) is complexity-hungry — that's a hard weave no amount of ritual makes trivial. Snap-casting is the reverse trade: speed bought with a harsh ease-factor penalty.

Effects are composed from Fundamentals

A Fundamental is a Field of Magical Knowledge (so it obeys the Fields rules — Basic covers the easy end, Advanced the deep). Each Fundamental offers a set of Applications, each rated by an Intensity (its difficulty and mana flux). A Magical Effect is one core application plus any number of modifiers — a spell and its metaspells — assembled just like modifying any other object in ForeSight. An effect is only ever as good as its meanest part: its range and duration are the smallest of its components'. The GM adjudicates whether the combination actually produces the intended effect.

There are 23 Fundamentals, each with its own page and its applications laid out as a table and cards (browse them below) — or, if you know the effect you want but not where it lives, find any effect by name or description across all of them.

Keeping it balanced — the keystones

Because the system is generative, balance can't live in a spell list; it lives in a handful of principles the GM applies to any effect a player invents:


	Conscious targets resist direct magic. An unwilling or unaware mind intrinsically resists a spell aimed at it — magic gets no free pass on people, which is what keeps "I charm the king" from ending campaigns.

	Coercion is never cheaper than consent. Bending someone against their will always costs more than the same thing done with their agreement.

	Bestowal is gated per effect — whether an effect is controlled (you steer it live), bestowed (handed to a target or item), fixed, or immediate is priced separately, because a fire you throw once and a fire you grant someone forever are not the same purchase.

	Benchmark against the mundane. Judge an effect against what a skilled person does without magic — in combat, a good archer; socially, ask what the world becomes if the effect is reliable (a reliable truth-detector is transformative, and priced as such).

	Price the capability, not its costume. Two effects that accomplish the same thing cost the same, however differently they're dressed.



Designer's Note: the point of a generative system is that players surprise you — four playtesters once found four different ways to conjure an instant fortress in about two minutes. That's a feature, but only if the GM prices the capability rather than the flavour, and only if magic can't quietly do to the setting what the GM never agreed to. Everything above exists to keep "you can build anything" from becoming "so nothing matters."



	Find an Effect

	Abeyance

	Air

	Apportation

	Cancellation

	Communication

	Compulsion

	Dimension

	Divination

	Earth

	Emotion

	Essence

	Fire

	Form

	Image

	Sandestin

	Scent

	Sense

	Sound

	Summon

	Time

	Touch

	Water

	Wood

	Ch'i






Find an Effect

Every application, all 23 Fundamentals, in one searchable list — for when you know the effect you want but not which Fundamental hides it. Type a word from the name or the description; click an application to read it in context on its Fundamental's page.




	Application	Fundamental	Int	§
	Abeyance	Abeyance	1	§1B2
	Age	Time	4	§23A6
	Agonizing Touch	Touch	3	§21A5
	Alter Seas	Water	2	§24A8
	Alter Weather	Air	2	§2A10
	Amplification	Dimension	2	§10A4
	Animal Noises	Sound	1	§19B7
	Animate Dead	Summon	2	§20A4
	Animate Plant	Wood	2	§25A6
	Animate Stone	Earth	5	§8A12
	Animation	Apportation	2	§3A6
	Ask	Divination	5	§7A13
	Ball of Fire	Fire	2	§12A5
	Ball of Light	Image	0	§13B2
	Beam of Light	Image	0	§13B1
	Bestow Heightened Sense	Sense	2	§16A3
	Bestow Replacement Sense	Sense	3	§16A5
	Bestow Sense	Sense	0	§16B1
	Bestow True Sight	Sense	5	§16A8
	Bestowed Goldenear	Communication	3	§5A6
	Bestowed Greater Sound	Sound	3	§19A15
	Bestowed Image Creation	Image	3	§13A8
	Bestowed Image Manipulation	Image	2	§13A7
	Bestowed Lesser Sound	Sound	1	§19B11
	Bestowed Light	Image	1	§13B5
	Bestowed Silvertongue	Communication	3	§5A5
	Bestowed Sound	Sound	2	§19A14
	Bind Will	Compulsion	5	§6A11
	Bolt of Fire	Fire	1	§12B2
	Buzzing	Sound	0	§19B4
	Carve Wood	Wood	2	§25A7
	Charm	Compulsion	1	§6B1
	Conditional Sandestin	Sandestin	1	§17B2
	Cone of Bloating	Water	2	§24A7
	Cone of Heat	Air	2	§2A8
	Cone of Withering	Earth	2	§8A6
	Confer Understanding	Communication	1	§5B2
	Confer Understanding	Divination	2	§7A5
	Conjure Air	Air	0	§2B1
	Contract Wood	Wood	1	§25B3
	Control Feeling	Emotion	2	§9A2
	Control Mood	Emotion	1	§9B1
	Control Passion	Emotion	3	§9A3
	Create Earth	Earth	1	§8B2
	Create Gems	Earth	3	§8A8
	Create Gold	Earth	2	§8A7
	Create Great Water	Water	1	§24B5
	Create Great Wood	Wood	2	§25A4
	Create Ice	Water	2	§24A6
	Create Portal	Apportation	7	§3A13
	Create Smoke	Air	1	§2B3
	Create Steel	Earth	1	§8B3
	Create Water	Water	0	§24B1
	Create Wood	Wood	1	§25B1
	Curse	Essence	4	§22A17
	Dagger of Ice	Water	1	§24B3
	Diffuse Animation	Apportation	3	§3A16
	Dismissal	Summon	3	§20A5
	Distant Singing	Sound	0	§19B2
	Divination Block	Cancellation	5	§4A9
	Divine Art	Divination	1	§7B2
	Divine Direction	Divination	2	§7A8
	Divine Exact Location	Divination	5	§7A12
	Divine Form	Divination	3	§7A9
	Divine Location	Divination	3	§7A10
	Divine Past	Divination	2	§7A6
	Divine Presence	Divination	2	§7A7
	Divine Surroundings	Divination	4	§7A11
	Divine Text	Divination	1	§7B3
	Divine Weather	Divination	1	§7B4
	Dormitive Vapours	Air	1	§2A5
	Drain Endurance	Essence	3	§22A15
	Drain Endurance (Any Race)	Essence	4	§22A16
	Drain Vigor	Essence	0	§22B1
	Drain Vigor (Any Race)	Essence	1	§22B5
	Enhance Magic Resistance	Cancellation	1	§4B1
	Entomb	Earth	5	§8A10
	Entreat	Compulsion	1	§6B3
	Expand Wood	Wood	1	§25B2
	Expansion	Dimension	2	§10A3
	Extension	Dimension	2	§11A4
	External Link	Abeyance	3	§1A4
	Extinguish	Water	0	§24B2
	Extraordinary Sense	Sense	2	§16A4
	Fatigue Vessel	Essence	3	§14A9
	Fire	Fire	1	§12B4
	Fire Storm	Fire	2	§12A6
	Flame	Fire	0	§12B1
	Fling	Apportation	0	§3B14
	Float	Apportation	1	§3A3
	Fly	Apportation	2	§3A5
	Footsteps	Sound	1	§19B8
	Gain Understanding	Communication	0	§5B1
	Gate Seal	Cancellation	3	§4A4
	Geas	Compulsion	4	§6A9
	Glamour	Compulsion	1	§6B2
	Goldenear	Communication	2	§5A4
	Greater Curse	Essence	3	§22A11
	Greater Earth Creation	Earth	2	§8A4
	Greater Extension	Dimension	3	§11A6
	Greater Fire Ball	Fire	3	§12A8
	Greater Proscription	Compulsion	3	§6A7
	Greater Reach	Dimension	1	§10B2
	Greater Sandestin	Sandestin	5	§17A5
	Greater Silence	Sound	2	§19A13
	Heighten Sense	Sense	1	§16B2
	Hibernation	Time	3	§23A4
	Image Creation	Image	2	§13A6
	Image Manipulation	Image	1	§13B4
	Incineration	Fire	5	§12A9
	Inflict Disease	Essence	1	§22B3
	Inflict Disease (Any Race)	Essence	2	§22A7
	Inflict Pain	Essence	1	§22B4
	Inflict Pain (Any Race)	Essence	2	§22A8
	Inflict Wound	Essence	1	§22B2
	Inflict Wound (Any Race)	Essence	2	§22A6
	Insubstantial Hand	Apportation	0	§3B1
	Insubstantiality	Form	2	§18A3
	Judging Sandestin	Sandestin	3	§17A4
	Lend Vigor	Essence	0	§14B1
	Lend Vigor (Any Race)	Essence	1	§14B3
	Lesser Animation	Apportation	1	§3B4
	Lesser Curse	Cancellation	3	§4A5
	Lesser Curse Removal	Cancellation	4	§4A7
	Lesser Earth Creation	Earth	0	§8B1
	Lesser Extension	Dimension	1	§11B2
	Lesser Silence	Sound	0	§19B5
	Lesser Summons	Summon	0	§20B1
	Lesser Teleportation	Apportation	3	§3A7
	Levitation	Apportation	2	§3A15
	Light Control	Image	0	§13B3
	Light Touch	Touch	0	§21B1
	Lightning Bolt	Air	3	§2A12
	Link	Dimension	1	§11B3
	Mass Age	Time	4	§23A6
	Mass Pain	Essence	3	§22A10
	Mass Rouse	Essence	4	§14A10
	Master Abeyance	Abeyance	2	§1A3
	Master Extension	Dimension	4	§11A7
	Master Gate Seal	Cancellation	4	§4A8
	Master Teleportation Seal	Cancellation	3	§4A6
	Matrix Creation	Dimension	4	§11A8
	Mature Plant	Wood	2	§25A5
	Mend Wound	Essence	4	§14A11
	Mend Wound (Any Race)	Essence	5	§14A14
	Mimic Scent	Scent	1	§15B4
	Mimic Scent (Hound-proof)	Scent	2	§15A6
	Mind Transfer	Sandestin	6	§17A6
	Minor Apportation	Apportation	0	§3B2
	Minor Divination	Divination	0	§7B1
	Minor Extension	Dimension	0	§11B1
	Mold Substance	Form	1	§18B1
	Mortal Wound	Essence	2	§22A9
	Mortal Wound (Any Race)	Essence	3	§22A14
	Motor Control	Compulsion	3	§6A6
	Multiple Sources	Sound	4	§19A16
	Named Summons	Summon	3	§20A4
	Neutralization	Cancellation	5	§4A10
	Neutralization	Essence	5	§14A15
	Numb	Touch	2	§21A4
	Oath	Compulsion	4	§6A10
	Painful Touch	Touch	2	§21A3
	Permanence	Dimension	5	§11A9
	Petrify	Earth	5	§8A11
	Planar Summons	Summon	2	§20A3
	Planar Travel	Apportation	6	§3A10
	Poisonous Vapours	Air	2	§2A9
	Proscription	Compulsion	2	§6A5
	Protection against Earth	Earth	2	§8A5
	Protection against Fire	Fire	1	§12B3
	Protection against Illusions	Cancellation	2	§4B3
	Protection against Magic	Cancellation	2	§4A13
	Protection against Water	Water	1	§24B4
	Protection from Air	Air	1	§2B7
	Question	Divination	6	§7A14
	Quicken	Time	2	§23A2
	Ranged Reshape	Form	4	§18A7
	Reach	Dimension	0	§10B1
	Remove Air	Air	1	§2B2
	Remove Backfire	Essence	4	§14A12
	Reshape	Form	2	§18A2
	Rouse	Essence	0	§14B2
	Rouse (Any Race)	Essence	1	§14B4
	Scent Control	Scent	1	§15B3
	Sense Mood	Communication	3	§5A7
	Sharp Touch	Touch	1	§21B2
	Silence	Sound	1	§19B10
	Silent Link	Dimension	2	§11A5
	Silvertongue	Communication	2	§5B3
	Silvertongue	Compulsion	4	§6A8
	Simple Abeyance	Abeyance	0	§1B1
	Simple Odour	Scent	0	§15B1
	Simple Sandestin	Sandestin	0	§17B1
	Skilled Sandestin	Sandestin	2	§17A3
	Sleep	Compulsion	2	§6A4
	Slow	Time	1	§23B1
	Sounds of Burning	Sound	1	§19B9
	Spoil	Scent	0	§15B2
	Stasis Field	Time	4	§23A5
	Steal Organ	Essence	3	§22A13
	Steal Years	Essence	3	§22A12
	Stench	Scent	1	§15B5
	Stinging Vapours	Air	1	§2B4
	Strengthen	Form	2	§18A5
	Summon Air Elemental	Air	3	§2A11
	Summon Earth Elemental	Earth	3	§8A9
	Summon Fire Elemental	Fire	3	§12A7
	Summon Water Elemental	Water	3	§24A9
	Summons	Summon	1	§20B2
	Suppress Pain	Touch	3	§21A6
	Sustenance	Air	1	§2B6
	Take Disease	Essence	1	§14B6
	Take Disease (Any Race)	Essence	2	§14A8
	Take Wound	Essence	1	§14B5
	Take Wound (Any Race)	Essence	2	§14A7
	Telekinetic Strike	Apportation	3	§3A8
	Telepathic Dialogue	Communication	4	§5A8
	Telepathic Probe	Communication	5	§5A9
	Teleportal	Apportation	6	§3A11
	Teleportation	Apportation	5	§3A9
	Teleportation Seal	Cancellation	2	§4B2
	Temporal Immunity	Time	3	§23A3
	Thunderclap	Sound	2	§19A12
	Tinkling Bells	Sound	0	§19B1
	Transfer Sense to Object	Sense	2	§16A6
	Transmute (Ranged)	Form	5	§18A8
	Transmute (Touch)	Form	3	§18A6
	Transplant Organ	Essence	4	§14A13
	True Sight	Sense	4	§16A7
	Voice	Sound	1	§19B6
	Wall of Force	Form	2	§18A4
	Whisper	Sound	0	§19B3







Abeyance

hold a magical effect in reserve, released on a trigger or condition

A Fundamental — a Field of Magical Knowledge whose applications reach infinite and last see below; the usual props are a leash, or an hourglass. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 4 applications, by intensity:




	Application	Int	§
	Simple Abeyance	0	§1B1
	Abeyance	1	§1B2
	Master Abeyance	2	§1A3
	External Link	3	§1A4

Simple Abeyance
	Intensity
	0
	Code
	§1B1
	Source
	abeyance

Delay the whole or a part of the magical effect of which this application is part by up to 30s (fixed, bestowed).
Abeyance
	Intensity
	1
	Code
	§1B2
	Source
	abeyance

Delay the whole or a part of the magical effect of which this application is part by up to one day (controlled or fixed, bestowed).
Master Abeyance
	Intensity
	2
	Code
	§1A3
	Source
	abeyance

Delay a magical effect of which this application is part indefinitely (controlled or fixed, bestowed).
External Link
	Intensity
	3
	Code
	§1A4
	Source
	abeyance

Delay a magical effect's starting to work until another effect is incorporated into it. The subsequently incorporated effect must be prespecified (although it can, itself, include this application), and the behaviour of the completed effect must be determined in advance. Once a new magical effect is incorporated into an effect with an external link, the link is sealed (disappears), and the two combine to form a single magical effect, which starts functioning straight away. This application is designed to allow a group of magicians to build complex effects, combining their knowledge and skills, or to allow a single magician to produce a difficult effect in stages. As such, it is particularly useful if the 'flashy magic' option is not in use. (Duration: 24h.)








Air

command and conjure air, wind, and gases

A Fundamental — a Field of Magical Knowledge whose applications reach 40m and last 2min; the usual props are a fan (or perhaps even an ardent admirer). Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 12 applications, by intensity:




	Application	Int	§
	Conjure Air	0	§2B1
	Dormitive Vapours	1	§2A5
	Remove Air	1	§2B2
	Create Smoke	1	§2B3
	Stinging Vapours	1	§2B4
	Sustenance	1	§2B6
	Protection from Air	1	§2B7
	Alter Weather	2	§2A10
	Cone of Heat	2	§2A8
	Poisonous Vapours	2	§2A9
	Summon Air Elemental	3	§2A11
	Lightning Bolt	3	§2A12

Conjure Air
	Intensity
	0
	Code
	§2B1
	Source
	air

Create a 5m×5m×5m volume of air in a space perhaps already occupied by air or vapour (but nothing denser). This volume may be decreased, but the air may not be compressed further. Used judiciously, this spell creates gusts of wind, etc. (immediate).
Dormitive Vapours
	Intensity
	1
	Code
	§2A5
	Source
	air

Create a volume of anaesthetic vapour occupying a volume 1m×1m×1m (fixed). Inhalers must make an EF=5 WP roll to resist falling asleep, and remain asleep until the gas disperses and the inhaler has regained reserve fatigue levels, or is shaken awake. Note: a character or creature whose fatigue is already at or above reserve fatigue will only remain asleep until the gas disperses or he/she is shaken awake.
Remove Air
	Intensity
	1
	Code
	§2B2
	Source
	air

Remove all the air or vapour from a 2m×2m×2m volume (immediate). This won't suffocate people, but it can produce thunderclaps, slam doors, etc.
Create Smoke
	Intensity
	1
	Code
	§2B3
	Source
	air

Create a volume of thick smoke occupying a volume 5m×5m×5m (fixed).
Stinging Vapours
	Intensity
	1
	Code
	§2B4
	Source
	air

Create a volume of irritating gas (equivalent to tear gas) occupying a volume 2m×2m×2m (fixed).
Sustenance
	Intensity
	1
	Code
	§2B6
	Source
	air

The invoker may render him/herself, or one recipient, capable of surviving in a hostile (or lacking) atmosphere for the duration of the spell (controlled, bestowed).
Protection from Air
	Intensity
	1
	Code
	§2B7
	Source
	air

The invoker may render him/herself or another more resistant to attacks which damage through heat or moistening, by reducing the DCs of said attacks by 4. If the attack damages through one of the two, and something else (eg. drying, like a fire-based attack), then this protection drops to a reduction in DC of 2.
Alter Weather
	Intensity
	2
	Code
	§2A10
	Source
	air

Alter the weather within a 1km radius by shifting the weather's description by one row on each of the three columns below. While the duration of this effect is only two minutes, the return to normality will be gradual (as though the artificially invoked conditions had come about naturally). | Temperature | Wind | Precipitation | |---|---|---| | -50°C | Calm | None | | -30°C | Slight Breeze | Fog | | -10°C | Gusty Breeze | Drizzle | | 5°C | Moderate Wind | Medium Rain | | 20°C | Strong Wind | Heavy Rain | | 30°C | Storm Wind | Rivers Flood Levies | | 40°C | Gale | Flash Floods | | 50°C | Hurricane | (Or hail or snow if applicable) | | 60°C | Tornado | | Note:  Wind direction may be altered by up to 45° (eg. from SE to E) instead of altering its intensity.
Cone of Heat
	Intensity
	2
	Code
	§2A8
	Source
	air

The invoker may create a cone of heat with its base anywhere within range. The cone is 20m wide at its base and draws to a point at its invoker. Those wholly or mostly within it suffer DC3 from heat (immediate).
Poisonous Vapours
	Intensity
	2
	Code
	§2A9
	Source
	air

Create a volume of poisonous vapour occupying a volume 1m×1m×1m (fixed). Those breathing the gas must successfully perform a PR roll or suffer one point of damage each pulse thereafter, until achieving a QR1 or 2 on one of the pain resistance rolls.
Summon Air Elemental
	Intensity
	3
	Code
	§2A11
	Source
	air

Summon an elemental of air (controlled). The elemental appears in 2×(QR-1) pulses. See [5.2].
Lightning Bolt
	Intensity
	3
	Code
	§2A12
	Source
	air

Create a lightning bolt 1m wide extending from the invoker to a point within range (immediate). Anyone touched by the lightning bolt, or placed in electrical contact with it, takes DC6 and is automatically stunned. If he/she achieves a QR10 on his/her PR roll (for the damage) he/she dies of heart failure, and must be revived by a skilled person (at least if in low-tech surroundings) within a minute. A lightning bolt damages through heat and moisture.








Apportation

move objects at a distance; magical transport

A Fundamental — a Field of Magical Knowledge whose applications reach 50m and last 10min; the usual props are a pole, or a glove. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 15 applications, by intensity:




	Application	Int	§
	Insubstantial Hand	0	§3B1
	Fling	0	§3B14
	Minor Apportation	0	§3B2
	Float	1	§3A3
	Lesser Animation	1	§3B4
	Levitation	2	§3A15
	Fly	2	§3A5
	Animation	2	§3A6
	Diffuse Animation	3	§3A16
	Lesser Teleportation	3	§3A7
	Telekinetic Strike	3	§3A8
	Teleportation	5	§3A9
	Planar Travel	6	§3A10
	Teleportal	6	§3A11
	Create Portal	7	§3A13

Insubstantial Hand
	Intensity
	0
	Code
	§3B1
	Source
	apportation

Manipulate an object as though with one's own hand, but without any tactile sensation (controlled). The 'hand' can move about at walking pace.
Fling
	Intensity
	0
	Code
	§3B14
	Source
	apportation

Fling a single unsecured object, currently within reach of the magician, at a target. Use the magician's strength and throwing skill, with a +1 modifier to accuracy, and the statistics from the weapon tables appropriate to the object flung. (Immediate.)
Minor Apportation
	Intensity
	0
	Code
	§3B2
	Source
	apportation

Perform sleight-of-hand tricks, move/teleport small balls, coin-sized objects, and the like, about his/her person (this over-rides normal range). (Controlled.)
Float
	Intensity
	1
	Code
	§3A3
	Source
	apportation

Counter the effective weight of an object massing no more than one metric tonne, allowing it to float (drift aimlessly) in the fluid in which it resides (eg. air or water). (fixed, bestowed)
Lesser Animation
	Intensity
	1
	Code
	§3B4
	Source
	apportation

Manipulate a jointed object massing no more than one kilogram as though it were a marionette. (Bestowed, controlled.)
Levitation
	Intensity
	2
	Code
	§3A15
	Source
	apportation

Levitate an object massing no more than 100kg about three metres above the ground. The target rises slowly when the application takes effect, and slowly falls once the effect ceases.
Fly
	Intensity
	2
	Code
	§3A5
	Source
	apportation

Render an object massing no more than 100kg able to travel through the air at not more than 60km/h (controlled, bestowed).
Animation
	Intensity
	2
	Code
	§3A6
	Source
	apportation

Fully animate a flexible object massing no more than one kilogram as though it were a live creature (with ST equal to 2, CO at most equal to those of the invoker; controlled).
Diffuse Animation
	Intensity
	3
	Code
	§3A16
	Source
	apportation

The invoker may move/animate a diffuse but distinct material 'thing', no more than 1m×1m×1m in size, such as a cloud of vapour or a puddle.
Lesser Teleportation
	Intensity
	3
	Code
	§3A7
	Source
	apportation

The invoker may instantaneously transport him/herself to any point within range and line of sight (immediate). !!! (A matter for debate. Maybe !!)
Telekinetic Strike
	Intensity
	3
	Code
	§3A8
	Source
	apportation

Inflict a telekinetic blow at a target within range causing DC6. The blow must be directed by the invoker as though thrown at medium range. (Immediate.)
Teleportation
	Intensity
	5
	Code
	§3A9
	Source
	apportation

Cause an object massing no more than 100kg to be transferred instantly from one place to another, no further away than 100km. (A QR10 indicates permanent loss/death/annihilation of the object so transported, in addition to normal backfire.) (Immediate.) !!! This assumes the invoker has considerable familiarity with the destination, or knowledge of its exact coordinates (in some useful form). - If the invoker is completely unfamiliar with the destination, then intensity increases by two. - If the invoker is vaguely familiar with, or has a description of, the location, intensity increases by one. In either of these two cases, loss/death/annihilation occurs if a QR7 or 10 is achieved.
Planar Travel
	Intensity
	6
	Code
	§3A10
	Source
	apportation

Cause an object massing no more than 100kg to be transferred instantly from one place to another, on any "plane of existence". The same notes and limitations apply to this as to Teleportation (§3A9), above. (Immediate.) !!!
Teleportal
	Intensity
	6
	Code
	§3A11
	Source
	apportation

Create a "teleportal": a region (or volume), up to 2m×2m×2m, the contents of which may be transported instantly to another such region, the location of which the invoker has previously visited and made a careful study of (Cartography would be useful here). (Controlled. Not immediate.) !!!
Create Portal
	Intensity
	7
	Code
	§3A13
	Source
	apportation

Create a "portal": a passage between a 3m×2m "doorway" within the invoker's range and another such "doorway" in some other place (chosen with as much accuracy as the invoker can muster) on this or another plane of existence. A creature entering one of the two "doorways" is instantly transported to the other. Otherwise, the same notes apply to this application as apply to Teleportal (§3A11). Note that this application is not bestowed, so if used on its own, the portal collapses when its invoker passes through (assuming that the other end is out of range). !!! Note: in both portal effects, the "doorways" appear as rectangles of blackness, with occasional flickers of colour. Rays of light, sounds, and inanimate objects (unless carried or pushed by a creature) do not pass through. Optional Teleport & Gate Rules. Applications of Apportation marked with an asterisk (*) receive the following modifications to their intensity: - Do not change the intensity if the origin is extremely similar in both form and function to the destination. (Eg. teleporting from one plush throne-room to another throne room of similar appearance; or opening a gate between two stone doorways of similar size and construction.) - Add one to the intensity if the origin is similar in either shape or form to the destination. (Eg. teleporting to a throne room from a barn decorated so as to resemble it; or opening a gate between a stone doorway leading into a corridor and another opening into an alcove.) - Add two to the intensity if the origin and destination are not radically different. (Eg. teleporting from an open field to a grassy knoll.) This also applies if the origin and destination are not very distinct locations — that is, land-marks or easily named locations. A room would be more "distinct" than a corridor, a crossroad more so than a road, a hill more so than a field. - Add three (or more) to the intensity if the origin and destination are radically different. (Eg. teleporting from the middle of a desert to the shore of a lake — you might add four to the intensity.)








Cancellation

negate, dispel, or suppress magic

A Fundamental — a Field of Magical Knowledge whose applications reach 25m and last 10min; the usual props are a small (toy) shield, or a piece of rubber (or some. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 11 applications, by intensity:




	Application	Int	§
	Enhance Magic Resistance	1	§4B1
	Protection against Magic	2	§4A13
	Teleportation Seal	2	§4B2
	Protection against Illusions	2	§4B3
	Gate Seal	3	§4A4
	Lesser Curse	3	§4A5
	Master Teleportation Seal	3	§4A6
	Lesser Curse Removal	4	§4A7
	Master Gate Seal	4	§4A8
	Neutralization	5	§4A10
	Divination Block	5	§4A9

Enhance Magic Resistance
	Intensity
	1
	Code
	§4B1
	Source
	cancellation

The invoker may increase one target's WP for purposes of resisting magic (only) by five. If the target has no magic resistance (eg. if it is inanimate) then it gets a magic-resistant WP of five. The "target" may not mass more than one tonne (bestowed). Note that this application is totally useless if magic resistance is not allowed in your campaign.
Protection against Magic
	Intensity
	2
	Code
	§4A13
	Source
	cancellation

The invoker may confer upon his/her target protection against magical damage (including illusory damage), by reducing such damage by four damage classes.
Teleportation Seal
	Intensity
	2
	Code
	§4B2
	Source
	cancellation

Render a volume up to 10m×10m×10m impervious to both entry and exit via "teleportation" applications of the Apportation fundamental (bestowed, Duration: 1 day).
Protection against Illusions
	Intensity
	2
	Code
	§4B3
	Source
	cancellation

The invoker may provide a conscious target with complete protection against illusory damage caused by applications of the Tactile Sensations fundamental (bestowed).
Gate Seal
	Intensity
	3
	Code
	§4A4
	Source
	cancellation

Render a volume up to 10m×10m×10m impervious to both entry and exit via "gate" applications — even via existing gates — of the Apportation fundamental (bestowed, Duration: 1 day).
Lesser Curse
	Intensity
	3
	Code
	§4A5
	Source
	cancellation

The invoker may afflict his/her target with a magical backfire (roll on the Magical Backfire Table, treating any roll of 01-62 as: the target is stunned, and must recover normally; Duration: immediate).
Master Teleportation Seal
	Intensity
	3
	Code
	§4A6
	Source
	cancellation

Render a volume up to 10m×10m×10m impervious to either entry or exit via "teleportation" applications of the Apportation fundamental (bestowed, Duration: 1 day).
Lesser Curse Removal
	Intensity
	4
	Code
	§4A7
	Source
	cancellation

The invoker may remove the effects of a magical backfire (other than an effect reversal) from him/herself or his/her target (Duration: immediate).
Master Gate Seal
	Intensity
	4
	Code
	§4A8
	Source
	cancellation

Render a volume up to 10m×10m×10m impervious to either entry or exit via "gate" applications — even via existing gates — of the Apportation fundamental (bestowed, Duration: 1 day).
Neutralization
	Intensity
	5
	Code
	§4A10
	Source
	cancellation

The invoker may neutralise a single magical effect of intensity ≤ n which is within 10m, but in doing so immediately suffers a (D20) backfire (immediate).* Note: if an attempt to remove a curse (such as caused by some applications of the Tap fundamental) achieves a QR10, then the intensity of the curse is increased by one in addition to the usual ill effects.
Divination Block
	Intensity
	5
	Code
	§4A9
	Source
	cancellation

The invoker may render one target immune to location via applications of the Divination fundamental for the effect's duration (bestowed).








Communication

mind-to-mind contact and magical messaging

A Fundamental — a Field of Magical Knowledge whose applications reach 10m and last 10min; the usual props are an earhorn. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 9 applications, by intensity:




	Application	Int	§
	Gain Understanding	0	§5B1
	Confer Understanding	1	§5B2
	Goldenear	2	§5A4
	Silvertongue	2	§5B3
	Bestowed Silvertongue	3	§5A5
	Bestowed Goldenear	3	§5A6
	Sense Mood	3	§5A7
	Telepathic Dialogue	4	§5A8
	Telepathic Probe	5	§5A9

Gain Understanding
	Intensity
	0
	Code
	§5B1
	Source
	communication

The invoker may make him/herself able to understand the speech of one target within range for the duration of the effect. This is not a "translation" or "know language" spell: only one target may thus be understood.
Confer Understanding
	Intensity
	1
	Code
	§5B2
	Source
	communication

The invoker may make a target within range able to understand the speech of one other target within range for the duration of the effect (bestowed).
Goldenear
	Intensity
	2
	Code
	§5A4
	Source
	communication

The invoker becomes able to detect any untruth knowingly told to him/her. If the untruth is masked by a Silvertongue (§5B3, above) then the better QR succeeds; if QRs are equal, then the effect is as though neither were involved (but the GM lies to all concerned parties, informing them that their effects worked — so someone has some fun).
Silvertongue
	Intensity
	2
	Code
	§5B3
	Source
	communication

Anything the invoker says becomes utterly believable, by creating the right tone, idiom, body language, and facial expression. His/her statements are believed by anyone hearing them, unless they directly contradict "known facts".
Bestowed Silvertongue
	Intensity
	3
	Code
	§5A5
	Source
	communication

As Silvertongue (§5A3), but bestowed.
Bestowed Goldenear
	Intensity
	3
	Code
	§5A6
	Source
	communication

As Goldenear (§5A4), but bestowed.
Sense Mood
	Intensity
	3
	Code
	§5A7
	Source
	communication

The invoker becomes aware of the demeanours of all characters within range, and their general emotional state (fear, loathing, hatred, confusion, melancholy, despair, etc.). Note: the GM can either make a best guess as to the demeanours of PCs, ask their players for an honest opinion, or simply exclude them from this application's effects.
Telepathic Dialogue
	Intensity
	4
	Code
	§5A8
	Source
	communication

The invoker may engage in telepathic dialogue with any target within range. If used by the leader of a party in combat, the leader gains a +2 to Initiative rolls (able to quickly and accurately receive information and give orders). Any lies made during telepathic dialogue are detected if the person lied to makes an Empathy roll (Silvertongue notwithstanding).
Telepathic Probe
	Intensity
	5
	Code
	§5A9
	Source
	communication

The invoker may telepathically probe the mind of any one subject within range, and can locate any mind within range. While concentrating on the thoughts of another, the invoker may not, him/herself, perform any actions whatsoever. The invoker can: - read the verbal thoughts of the subject (regardless of language, but no good for non-verbally minded creatures, unless the invoker is one); - sense what the subject is sensing (sight, sound, touch, etc.); - sense the emotional state of the subject. The invoker cannot in any way control the subject, or search through the subject's memories. !!!








Compulsion

command and bend the will of others

A Fundamental — a Field of Magical Knowledge whose applications reach 10m and last 10min; the usual props are a whip, a seal, or a baton. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 11 applications, by intensity:




	Application	Int	§
	Charm	1	§6B1
	Glamour	1	§6B2
	Entreat	1	§6B3
	Sleep	2	§6A4
	Proscription	2	§6A5
	Motor Control	3	§6A6
	Greater Proscription	3	§6A7
	Oath	4	§6A10
	Silvertongue	4	§6A8
	Geas	4	§6A9
	Bind Will	5	§6A11

Charm
	Intensity
	1
	Code
	§6B1
	Source
	compulsion

Cause a character's demeanour to improve or worsen one row (eg. from neutral to friendly, or vice versa) at the invoker's option (fixed, bestowed).
Glamour
	Intensity
	1
	Code
	§6B2
	Source
	compulsion

Cause a character to be willing to do a favour (as per the interaction rules) for one person of the invoker's choice (fixed, bestowed).
Entreat
	Intensity
	1
	Code
	§6B3
	Source
	compulsion

Render a target unable to (voluntarily) perform hostile acts against the invoker, and/or any subjects he/she designates (bestowed).
Sleep
	Intensity
	2
	Code
	§6A4
	Source
	compulsion

Cause a target (who/which must normally sleep at some time) to fall asleep, for an hour or until awoken (immediate, fixed, bestowed).
Proscription
	Intensity
	2
	Code
	§6A5
	Source
	compulsion

Render a target unable to (voluntarily) perform a specific act — eg. use a particular weapon, enter a particular room, say a particular word, attack a particular person (bestowed, duration 1h).
Motor Control
	Intensity
	3
	Code
	§6A6
	Source
	compulsion

Allow the invoker to control a character's motor functions (ie. his/her movement, but not his/her thoughts; controlled). Note that release of control causes the target to become rigid in the position last assumed until the application's duration elapses (how sad).
Greater Proscription
	Intensity
	3
	Code
	§6A7
	Source
	compulsion

Render a target unable to (voluntarily) perform a set of related activities — eg. travel north, eat vegetables, leave the plane, wield a sword (bestowed, duration 1 day).
Oath
	Intensity
	4
	Code
	§6A10
	Source
	compulsion

Enforce a contract to which all the targets (who must be within range; this may include the invoker) have agreed. If anyone involved in the contract is out of range or resists, no-one is affected. Otherwise, if any one of those involved knowingly acts against the letter of the contract, then he/she is affected as per Geas (§6A9), above.
Silvertongue
	Intensity
	4
	Code
	§6A8
	Source
	compulsion

Force one character to believe everything the invoker tells him/her, no matter how outrageous, and act upon those beliefs. If told contradictory things, the affected character will either go insane (think like HAL), or catatonic, until the effect wears off — and the character may make rational judgements on what he/she was told, probably unjustly biased by circumstances (fixed, bestowed).
Geas
	Intensity
	4
	Code
	§6A9
	Source
	compulsion

Geas the recipient to perform a task according to a 25- (or fewer) word instruction to which he/she has verbally agreed. Once laid, the geas will cause the recipient pain if he/she knowingly acts against the letter of it: the recipient must make a PR roll once per hour for the first day (cumulative) of such action, once per five minutes for the second day, and once per pulse thereafter. Failure stuns the recipient normally; a QR10 increases his/her damage level by one. (Duration infinite, controlled or fixed, bestowed.) !!!
Bind Will
	Intensity
	5
	Code
	§6A11
	Source
	compulsion

Bind the will of a target to that of the invoker, so that he/she does the invoker's bidding (but is otherwise free to do as he/she pleases). If faced with a highly traumatic situation, forced to do something abhorrent, or alien to its nature, the target may make a resistance roll: - QR1 — the binding is broken. - QR2 — he/she may ignore the instructions which led to the roll (and receives a +1 modifier to subsequent rolls). - QR3 — he/she hesitates (for one pulse) before continuing. - otherwise the roll has no effect. (Duration infinite, fixed, bestowed.) !!!








Dimension

size, reach, range, and the scaling of effects (merged Expansion & Extension) (formerly Expansion + Extension)

A Fundamental — a Field of Magical Knowledge whose applications reach 100m and last 10min; the usual props are a telescoping rod, or a balloon. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 13 applications, by intensity:




	Application	Int	§
	Reach	0	§10B1
	Minor Extension	0	§11B1
	Greater Reach	1	§10B2
	Lesser Extension	1	§11B2
	Link	1	§11B3
	Expansion	2	§10A3
	Amplification	2	§10A4
	Extension	2	§11A4
	Silent Link	2	§11A5
	Greater Extension	3	§11A6
	Master Extension	4	§11A7
	Matrix Creation	4	§11A8
	Permanence	5	§11A9

Reach
	Intensity
	0
	Code
	§10B1
	Source
	expansion

Increase the range or one of the dimensional restrictions of an effect of which this application is a constituent by 25%. (Eg. if the volume affected were 4×4×4, it could be increased to 4×5×4, or the effect's range could be increased by one quarter.) (Fixed.)
Minor Extension
	Intensity
	0
	Code
	§11B1
	Source
	extension

Increase by 50% the duration of any non-immediate magical effect of which this application is a part (fixed). (Eg. an effect whose normal duration is 10 minutes would last 15 minutes if it had this application added.)
Greater Reach
	Intensity
	1
	Code
	§10B2
	Source
	expansion

Increase the range or one of the dimensional restrictions of an effect of which this application is a constituent by 100%. (Eg. if the volume affected were 2×2×2, it could be increased to 2×2×4, or the effect's range could be doubled.) (Fixed.)
Lesser Extension
	Intensity
	1
	Code
	§11B2
	Source
	extension

Quadruple the duration of any non-immediate magical effect of which this application is a part (fixed).
Link
	Intensity
	1
	Code
	§11B3
	Source
	extension

Increase the duration of any non-immediate magical effect of which this application is a part indefinitely, by paying a continuing fatigue cost for the effect. The invoker must pay fatigue equal to the energy of the effect (were this application not a part of it) at intervals equal to the effect's normal duration (ie. the duration of the effect without this application). The effect is then treated as controlled, whether or not it would otherwise be controlled, insofar as the invoker must concentrate on the effect he/she is sustaining or it will dissipate as though its time had elapsed (similarly the invoker may end the effect at any time); this does not prevent the invoker from controlling those aspects of the effect which would normally be controlled otherwise. The invoker begins paying fatigue when the effect's duration would normally expire. A character maintaining an effect in the above manner cannot regain fatigue by resting.
Expansion
	Intensity
	2
	Code
	§10A3
	Source
	expansion

Increase/decrease the size of an object (less than 3m×3m×3m) touched by the invoker by up to 50%. The extra mass must be made up by depleting objects in the immediate vicinity of the recipient, or shedding it (as applicable). This change has a like effect on ST, and so forth, but may cause a living recipient to suffer heart failure: he/she/it must make a PR roll at -1 per expansion (beyond the first) currently affecting him/her/it, each pulse, or lose one point of fatigue (or die of heart failure on a QR10). (Controlled or fixed, bestowed.)
Amplification
	Intensity
	2
	Code
	§10A4
	Source
	expansion

Increase/decrease any one numerical constraint on the effects of an application which is part of the same effect as this application by up to 50%. This application may not be used to modify the parameters of (this or other) applications of the Expansion fundamental, nor to alter the duration of an effect. (Bestowed.)
Extension
	Intensity
	2
	Code
	§11A4
	Source
	extension

Increase, by a factor of twenty, the duration of any non-immediate magical effect of which this application is a part (fixed).
Silent Link
	Intensity
	2
	Code
	§11A5
	Source
	extension

As Link (§11B3), but the invoker need not concentrate on the effect in order to maintain it — he/she need merely continue to pay its fatigue requirements.
Greater Extension
	Intensity
	3
	Code
	§11A6
	Source
	extension

Increase, by a factor of two hundred, the duration of any non-immediate magical effect of which this application is a part (fixed).
Master Extension
	Intensity
	4
	Code
	§11A7
	Source
	extension

Increase, by a factor of twenty-five hundred, the duration of any non-immediate magical effect of which this application is a part (fixed).
Matrix Creation
	Intensity
	4
	Code
	§11A8
	Source
	extension

Create a "matrix" for any effect of which this application is a part, in some chosen object within range. The matrix may be used by a character to invoke the effect (without this application) by performing the number of incant actions which would normally be required to invoke it (ie. its energy were this application not a part of it) while holding (and pointing, or whatever) the object containing the matrix. The use of any matrix, even one made by a sorceror, requires the presence of the props associated with its component applications. Non-consumed props may be incorporated into the matrix; consumed props will have to be supplied by the user. After performing the requisite number of incant actions, the matrix user makes an Incant roll as though invoking the effect him/herself (even a non-magician may do this): - QR1-4 — successful invocation. - QR7 — successful invocation (although the effect will be very easy to resist), and a D20 backfire. - QR10 — a D100 backfire, and the destruction of the matrix. Optional (even if Casting is in use): Casting can be used instead of Incantation, as above, by performing a single Cast action. Note: after attempting (successfully or otherwise) the invocation of an effect including this application, the magician will be extremely fatigued, suffering a -1 modifier to all activity; to recover, he/she must pay 50 EPs, and rest for at least one week, without interruption.
Permanence
	Intensity
	5
	Code
	§11A9
	Source
	extension

Render permanent any non-immediate magical effect of which this application is a part. Any applications contained in an effect of which this application is part may be treated as bestowed (fixed). !!! Note: after attempting (successfully or otherwise) the invocation of an effect including this application, the magician will be extremely fatigued, suffering a -1 modifier to all activity; to recover, he/she must pay 100 EPs, and rest for at least one month, without interruption.








Divination

knowledge of the hidden, distant, or yet to come

A Fundamental — a Field of Magical Knowledge whose applications reach varies and last immediate; the usual props are utilised.. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 14 applications, by intensity:




	Application	Int	§
	Minor Divination	0	§7B1
	Divine Art	1	§7B2
	Divine Text	1	§7B3
	Divine Weather	1	§7B4
	Confer Understanding	2	§7A5
	Divine Past	2	§7A6
	Divine Presence	2	§7A7
	Divine Direction	2	§7A8
	Divine Location	3	§7A10
	Divine Form	3	§7A9
	Divine Surroundings	4	§7A11
	Divine Exact Location	5	§7A12
	Ask	5	§7A13
	Question	6	§7A14

Minor Divination
	Intensity
	0
	Code
	§7B1
	Source
	divination

Determine the physical nature of an object; or the race, sex, and age of a character. (Range: 10m.)
Divine Art
	Intensity
	1
	Code
	§7B2
	Source
	divination

Determine the normal manner of use of an object; or the social standing and profession of a character. (Range: touch.)
Divine Text
	Intensity
	1
	Code
	§7B3
	Source
	divination

The invoker can, assuming he/she is literate, understand writing in an arbitrary language. (Duration: 10min.)
Divine Weather
	Intensity
	1
	Code
	§7B4
	Source
	divination

The invoker may determine what weather conditions over the succeeding 10h will be.
Confer Understanding
	Intensity
	2
	Code
	§7A5
	Source
	divination

As Divine Text (§7B3), but bestowed.
Divine Past
	Intensity
	2
	Code
	§7A6
	Source
	divination

Determine the general history of an object. (Range: touch.)
Divine Presence
	Intensity
	2
	Code
	§7A7
	Source
	divination

Determine whether or not an object/substance of a particular type exists within 10km.
Divine Direction
	Intensity
	2
	Code
	§7A8
	Source
	divination

Determine in what direction the nearest object/substance of a particular type lies. (Range: 1km.)
Divine Location
	Intensity
	3
	Code
	§7A10
	Source
	divination

Determine the direction and distance to an object of a particular type within range. (Range: 1km.)
Divine Form
	Intensity
	3
	Code
	§7A9
	Source
	divination

Determine the inner workings and purpose of an object. (Range: touch.)
Divine Surroundings
	Intensity
	4
	Code
	§7A11
	Source
	divination

Acquire a description of the surroundings of a specific object. (Range: infinite.)
Divine Exact Location
	Intensity
	5
	Code
	§7A12
	Source
	divination

Determine the physical position of a specific object. (Range: infinite.) !!!
Ask
	Intensity
	5
	Code
	§7A13
	Source
	divination

Gain a single-word reply (you can call it an answer if you're optimistic) to a question of the invoker's choice. If the answer cannot be expressed in one word, or if the question is poorly defined (eg. if the GM can't understand it, or doesn't want to answer it), then no reply is forthcoming. (Range: infinite.)* !!!
Question
	Intensity
	6
	Code
	§7A14
	Source
	divination

Gain a single-clause reply to a question of the invoker's choice. Otherwise as per Ask (§7A13). !!!  The ramifications of these two applications are fairly broad, and a wise GM may wish to nobble them (see the note concerning applications marked '!!!'), or be extremely ornery in determining what constitutes a well-defined question. Recommended reading for this includes H.W. Fowler's Modern English Usage.








Earth

command earth, stone, and metal

A Fundamental — a Field of Magical Knowledge whose applications reach 10m and last 10min; the usual props are a piece of intrusive igneous rock (eg. granite), and. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 12 applications, by intensity:




	Application	Int	§
	Lesser Earth Creation	0	§8B1
	Create Earth	1	§8B2
	Create Steel	1	§8B3
	Greater Earth Creation	2	§8A4
	Protection against Earth	2	§8A5
	Cone of Withering	2	§8A6
	Create Gold	2	§8A7
	Create Gems	3	§8A8
	Summon Earth Elemental	3	§8A9
	Entomb	5	§8A10
	Petrify	5	§8A11
	Animate Stone	5	§8A12

Lesser Earth Creation
	Intensity
	0
	Code
	§8B1
	Source
	earth

Create/remove a volume of earth, gravel, rock, or sand (at rest — eg. in a pile on the ground, but not in the air or on an object unable to support it) occupying a volume no greater than 1m×1m×1m (fixed).
Create Earth
	Intensity
	1
	Code
	§8B2
	Source
	earth

Create/remove a volume of earth, gravel, rock, or sand (at rest — eg. in a pile on the ground, but not in the air or on an object unable to support it) no larger than 5m×5m×5m (fixed).
Create Steel
	Intensity
	1
	Code
	§8B3
	Source
	earth

Create/remove a volume of steel, or other (lighter) metal, larger than 1m×1m×1m (fixed).
Greater Earth Creation
	Intensity
	2
	Code
	§8A4
	Source
	earth

Create/remove a volume of earth, gravel, rock, or sand (at rest — eg. in a pile on the ground, but not in the air or on an object unable to support it) no larger than 20m×20m×20m (fixed).
Protection against Earth
	Intensity
	2
	Code
	§8A5
	Source
	earth

The invoker may protect him/herself, or one target, against the damaging effects of cold and drying, to the effect of reducing all such attacks causing damage through these qualities by 4 DCs, and by 2 DCs if they are among the effects involved (fixed, bestowed).
Cone of Withering
	Intensity
	2
	Code
	§8A6
	Source
	earth

The invoker may create a cone of withering (this is a drying attack) with its base anywhere within range. The cone is 6m wide at its base and draws to a point at its invoker. Those wholly or mostly within it suffer DC3 from drying (immediate).
Create Gold
	Intensity
	2
	Code
	§8A7
	Source
	earth

Create/remove a volume of gold, lead, mercury, or other (lighter) metal, no larger than 20cm×20cm×20cm (fixed).
Create Gems
	Intensity
	3
	Code
	§8A8
	Source
	earth

Create/remove a volume of gems occupying a volume no greater than 10cm×10cm×10cm.
Summon Earth Elemental
	Intensity
	3
	Code
	§8A9
	Source
	earth

Summon an elemental of earth (requires one cubic metre of earth, clay, or stone; controlled). The elemental appears in 2×(QR-1) pulses. See [5.2].
Entomb
	Intensity
	5
	Code
	§8A10
	Source
	earth

Entomb any one object ≤2m×2m×2m in a lump of solid rock (roughly corresponding to its outline). This will suffocate most creatures. (Duration: infinite.)
Petrify
	Intensity
	5
	Code
	§8A11
	Source
	earth

Petrify/unpetrify a living creature/statue. Turn a living target to stone, or restore a "stoned" target to life. (Duration: immediate.) Note: this is an immediate rather than a permanent effect, so it can't be "dispelled".
Animate Stone
	Intensity
	5
	Code
	§8A12
	Source
	earth

Animate a statue of a living creature ≤2m×2m×2m. The animated statue acts in every way like the "real thing", with the exception of magical and similar special capabilities; other special effects, such as those of poisons, disappear once the animating effect's duration expires (bestowed).








Emotion

sense and sway feelings (formerly Emotions)

A Fundamental — a Field of Magical Knowledge whose applications reach 10m and last varies; the usual props are a pen. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 3 applications, by intensity:




	Application	Int	§
	Control Mood	1	§9B1
	Control Feeling	2	§9A2
	Control Passion	3	§9A3

Control Mood
	Intensity
	1
	Code
	§9B1
	Source
	emotions

Instil or suppress in a character a transient emotion such as lust, puzzlement, hunger, fear, or distaste (fixed, bestowed; Duration: 10min).
Control Feeling
	Intensity
	2
	Code
	§9A2
	Source
	emotions

Instil or suppress in a character a built-up emotion such as courage, admiration, jealousy, trust, or anger (fixed, bestowed; Duration: 1h).
Control Passion
	Intensity
	3
	Code
	§9A3
	Source
	emotions

Instil or suppress in a character a deep-seated emotion such as a phobia, loyalty, love, or hate (fixed, bestowed; Duration: 1 day).








Essence

imbue qualities/effects into a target (give) and draw power or qualities out (take); merged Instil & Tap. Taking effects are one complexity level harder than the matching giving effect — giving is easier than taking (formerly Instil + Tap)

A Fundamental — a Field of Magical Knowledge whose applications reach touch and last immediate; the usual props are a fertile, living egg. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 32 applications, by intensity:




	Application	Int	§
	Lend Vigor	0	§14B1
	Rouse	0	§14B2
	Drain Vigor	0	§22B1
	Lend Vigor (Any Race)	1	§14B3
	Rouse (Any Race)	1	§14B4
	Take Wound	1	§14B5
	Take Disease	1	§14B6
	Inflict Wound	1	§22B2
	Inflict Disease	1	§22B3
	Inflict Pain	1	§22B4
	Drain Vigor (Any Race)	1	§22B5
	Take Wound (Any Race)	2	§14A7
	Take Disease (Any Race)	2	§14A8
	Inflict Wound (Any Race)	2	§22A6
	Inflict Disease (Any Race)	2	§22A7
	Inflict Pain (Any Race)	2	§22A8
	Mortal Wound	2	§22A9
	Fatigue Vessel	3	§14A9
	Mass Pain	3	§22A10
	Greater Curse	3	§22A11
	Steal Years	3	§22A12
	Steal Organ	3	§22A13
	Mortal Wound (Any Race)	3	§22A14
	Drain Endurance	3	§22A15
	Mass Rouse	4	§14A10
	Mend Wound	4	§14A11
	Remove Backfire	4	§14A12
	Transplant Organ	4	§14A13
	Drain Endurance (Any Race)	4	§22A16
	Curse	4	§22A17
	Mend Wound (Any Race)	5	§14A14
	Neutralization	5	§14A15

Lend Vigor
	Intensity
	0
	Code
	§14B1
	Source
	instill

The invoker may transfer as many fatigue points as he/she wishes (and has) from him/herself to the target (who must be of the invoker's race) of the spell.
Rouse
	Intensity
	0
	Code
	§14B2
	Source
	instill

The invoker may immediately unstun one target (who must be of the invoker's race).
Drain Vigor
	Intensity
	0
	Code
	§22B1
	Source
	tap

The invoker may transfer as many fatigue points from the target of the spell as he/she has (or fewer, if the invoker desires) to him/herself. The target of the effect must be of the invoker's race.
Lend Vigor (Any Race)
	Intensity
	1
	Code
	§14B3
	Source
	instill

As Lend Vigor (§14B1), but the target may be of any race.
Rouse (Any Race)
	Intensity
	1
	Code
	§14B4
	Source
	instill

As Rouse (§14B2), but the target may be of any race.
Take Wound
	Intensity
	1
	Code
	§14B5
	Source
	instill

The invoker may transfer one damage level from the target (who must be of the invoker's race) of the spell to him/herself, but not if the target is dead.
Take Disease
	Intensity
	1
	Code
	§14B6
	Source
	instill

The invoker may transfer a disease or infection from a target of his/her own race to him/herself.
Inflict Wound
	Intensity
	1
	Code
	§22B2
	Source
	tap

The invoker may transfer one wound level from him/herself to the target of the spell, or simply inflict a wound level upon the target, but not if this would kill the target outright. The target of the effect must be of the invoker's race.
Inflict Disease
	Intensity
	1
	Code
	§22B3
	Source
	tap

The invoker may transfer a disease from him/herself to a target of his/her own race.
Inflict Pain
	Intensity
	1
	Code
	§22B4
	Source
	tap

The invoker may cause pain to one target (who must be of the invoker's race), forcing the target to make a PR roll (modified by -1 per additional application simultaneously affecting the target) or become stunned — just as an S result does. (Range 10m.)
Drain Vigor (Any Race)
	Intensity
	1
	Code
	§22B5
	Source
	tap

As Drain Vigor (§22B1), but the target may be of any race.
Take Wound (Any Race)
	Intensity
	2
	Code
	§14A7
	Source
	instill

As Take Wound (§14B5), but the target may be of any race.
Take Disease (Any Race)
	Intensity
	2
	Code
	§14A8
	Source
	instill

As Take Disease (§14B6), but the target may be of any race.
Inflict Wound (Any Race)
	Intensity
	2
	Code
	§22A6
	Source
	tap

As Inflict Wound (§22B2), but the target may be of any race.
Inflict Disease (Any Race)
	Intensity
	2
	Code
	§22A7
	Source
	tap

As Inflict Disease (§22B3), but the target may be of any race.
Inflict Pain (Any Race)
	Intensity
	2
	Code
	§22A8
	Source
	tap

As Inflict Pain (§22B4), but the target may be of any race.
Mortal Wound
	Intensity
	2
	Code
	§22A9
	Source
	tap

The invoker may increase a target's wound status by one, even if this kills it; otherwise this effect is identical to Inflict Wound (§22B2).
Fatigue Vessel
	Intensity
	3
	Code
	§14A9
	Source
	instill

The invoker can instil a non-living object with a capacity to retain fatigue. Anyone holding the object (which feels as warm as flesh) can put fatigue into it, or draw fatigue from it, as an Action Point action. The object can hold a maximum of five points of fatigue. While this effect continues, the object is treated as a living thing capable of being "killed" (it has a DT appropriate to its size). If a sandestin application is combined with this effect, then the sandestin can utilise the fatigue points to perform, for example, incant actions. (Duration: 5 minutes.)
Mass Pain
	Intensity
	3
	Code
	§22A10
	Source
	tap

The invoker may cause pain to all within 10m, forcing all people and creatures in this region to make a PR roll (modified by -1 per additional application simultaneously affecting a given target) or become stunned.
Greater Curse
	Intensity
	3
	Code
	§22A11
	Source
	tap

The invoker may afflict his/her target with a magical backfire (roll on the Magical Backfire Table, treating any roll of 01-52 as: the target is stunned, and must recover normally).
Steal Years
	Intensity
	3
	Code
	§22A12
	Source
	tap

The invoker may (permanently) reduce his/her physical age — including cancelling his/her growing senility, etc. — by transferring some of his/her years to targets of his/her race (but not beyond their maximum lifespans). The effect reduces the invoker's age by 2% while aging the targets by (n+2)% of the invoker's (true) age, where n is the percentage of his/her actual age that the invoker has removed by various means, or zero if this is higher (eg. if the invoker has him/herself been artificially aged). Eg. an invoker who is 150 years old, and has a physical age of 100 years, would be able to decrease his/her age by 2% (ie. 2 years) but would simultaneously increase the age of his/her target(s) by (33+2)% of 150 = 52.5 years (since he/she is 33% younger than he/she ought to be).
Steal Organ
	Intensity
	3
	Code
	§22A13
	Source
	tap

The invoker may regenerate one of his/her organs by demolishing that of his/her target (which must be intact), who must be a member of the invoker's race.
Mortal Wound (Any Race)
	Intensity
	3
	Code
	§22A14
	Source
	tap

As Mortal Wound (§22A9), but the target may be of any race.
Drain Endurance
	Intensity
	3
	Code
	§22A15
	Source
	tap

The invoker drains vitality from a target of their own species: the target gains a level of exhaustion and the invoker clears one. Only a level the invoker actually carries can be cleared — stolen vitality cannot be banked against future effort. As a direct effect on a person, an unwilling or unaware target resists intrinsically.
Mass Rouse
	Intensity
	4
	Code
	§14A10
	Source
	instill

The invoker may immediately unstun any or all targets within 10m (his/her discretion).
Mend Wound
	Intensity
	4
	Code
	§14A11
	Source
	instill

The invoker may reduce a target's wound level by one (eg. from 6 to 5, or from 8 to 7) by reducing his/her own trained endurance level by one, and by acquiring two wound levels. (A corpse's wound status is considered to deteriorate — ie. increase — by one per day after death, at least for purposes of this rule.) The target must be of the invoker's race.
Remove Backfire
	Intensity
	4
	Code
	§14A12
	Source
	instill

The invoker may remove the effects of a magical backfire (other than an effect reversal) from him/herself or his/her target.
Transplant Organ
	Intensity
	4
	Code
	§14A13
	Source
	instill

The invoker may transplant one of his/her organs to a target (of his/her race), displacing the original organ if applicable.
Drain Endurance (Any Race)
	Intensity
	4
	Code
	§22A16
	Source
	tap

As Drain Endurance (§22A15), but the target may be of any PC race.
Curse
	Intensity
	4
	Code
	§22A17
	Source
	tap

The invoker may inflict an intensity n curse upon his/her target (if lower than 3, the curse cannot be more severe than warts, boils, a toothache, a cold, or some other minor irritation), to the effect of: - causing the target to incur a -1 EF modifier to all of his/her tasks; or - causing the target to befall a stated doom at least 6−(intensity) months, or 10−(intensity) hours, or one hour (whichever is greater) away, in the form of a hazy prophecy ("you shall die by the hand of a loved one", "you shall become in shape as a toad, and only the loving kiss of royalty shall restore thee", etc.). The curse may not constrain the character's actions, other than by coming true sometime after the minimum time elapses. (Range 10m, fixed, bestowed.) !!!
Mend Wound (Any Race)
	Intensity
	5
	Code
	§14A14
	Source
	instill

As Mend Wound (§14A11), but the target may be of any race.
Neutralization
	Intensity
	5
	Code
	§14A15
	Source
	instill

The invoker may neutralise a single magical effect of intensity ≤ n which is within 10m, but in doing so immediately suffers a backfire (roll D100 for type). If used to counter a curse, and a QR10 is achieved, the curse's intensity increases by one.








Fire

command and conjure fire and heat

A Fundamental — a Field of Magical Knowledge whose applications reach 20m and last 1min; the usual props are a flaming object (consumed). Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 9 applications, by intensity:




	Application	Int	§
	Flame	0	§12B1
	Bolt of Fire	1	§12B2
	Protection against Fire	1	§12B3
	Fire	1	§12B4
	Ball of Fire	2	§12A5
	Fire Storm	2	§12A6
	Summon Fire Elemental	3	§12A7
	Greater Fire Ball	3	§12A8
	Incineration	5	§12A9

Flame
	Intensity
	0
	Code
	§12B1
	Source
	fire

Create a flame equivalent to a torch (DC1; fixed, bestowed).
Bolt of Fire
	Intensity
	1
	Code
	§12B2
	Source
	fire

Create a bolt of flame which may be manipulated as a dagger, although it inflicts DC5 (fire damage) on anyone cut by it, or holding it (fixed, bestowed).
Protection against Fire
	Intensity
	1
	Code
	§12B3
	Source
	fire

Reduce all damage to one target not larger than 2m×2m×2m from fire, and other heating and/or drying effects, by 4 DCs (fixed, bestowed). Damage inflicted via one or the other and something else (eg. lightning is hot and wet) is reduced by 2 DCs.
Fire
	Intensity
	1
	Code
	§12B4
	Source
	fire

Create a flame equivalent to a large campfire, filling one hex (DC3, or DC1 to three locations), and those adjacent to it (DC1; fixed, bestowed).
Ball of Fire
	Intensity
	2
	Code
	§12A5
	Source
	fire

Create a fiery explosion (immediate, bestowed): - DC5 to anyone in the hex targeted; - DC4 to those in hexes adjacent to that hex; - DC2 to those in hexes two hexes from it.
Fire Storm
	Intensity
	2
	Code
	§12A6
	Source
	fire

Fill a volume up to 5m×5m×5m with flame inflicting DC3 on those entering it (fixed, bestowed).
Summon Fire Elemental
	Intensity
	3
	Code
	§12A7
	Source
	fire

Summon an elemental of fire (controlled). The elemental appears in 2×(QR-1) pulses. See [5.2].
Greater Fire Ball
	Intensity
	3
	Code
	§12A8
	Source
	fire

Create a fiery explosion (immediate, bestowed): - DC6 to anyone in the hex targeted, or hexes adjacent to it; - DC4 to anyone in hexes two hexes away; - DC2 to anyone three hexes away.
Incineration
	Intensity
	5
	Code
	§12A9
	Source
	fire

Intensely heat and dry one target within range (to the effect of causing it DC13, which is unlucky). (Immediate.)








Form

shape and reshape matter (formerly Shaping)

A Fundamental — a Field of Magical Knowledge whose applications reach 5m and last 30sec; the usual props are a chisel. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 8 applications, by intensity:




	Application	Int	§
	Mold Substance	1	§18B1
	Reshape	2	§18A2
	Insubstantiality	2	§18A3
	Wall of Force	2	§18A4
	Strengthen	2	§18A5
	Transmute (Touch)	3	§18A6
	Ranged Reshape	4	§18A7
	Transmute (Ranged)	5	§18A8

Mold Substance
	Intensity
	1
	Code
	§18B1
	Source
	shaping

The invoker gains the ability to mould objects within range with his/her hands as though they were made of soft clay. If able to strike a target in combat with his/her bare hands while this is in effect, the damage inflicted is increased by 2 DCs, and ruins any armour made of rigid material protecting the location struck. (Fixed.)
Reshape
	Intensity
	2
	Code
	§18A2
	Source
	shaping

The invoker gains the ability to reshape any one object he/she touches into any form into which it could be deformed — were it made of clay (and given any amount of time and craftsmanship) — by force of will, almost instantly. The change is permanent. (Immediate.) Among magicians, this might constitute an artistic medium.
Insubstantiality
	Intensity
	2
	Code
	§18A3
	Source
	shaping

Remove the substantiality of all objects (entirely) within a region no larger than 2m×2m×2m — eg. a wall might be made insubstantial, and walked through (fixed, bestowed). An object may not be rendered partially insubstantial. An object rendered insubstantial becomes weightless, and continues in the direction it was heading when made insubstantial until its substance returns. Insubstantial objects may be affected by, and are in fact in all respects substantial with regard to, other insubstantial objects, but may not otherwise be affected by them.
Wall of Force
	Intensity
	2
	Code
	§18A4
	Source
	shaping

Create a region of impenetrable substance (an invisible "wall of force") occupying a volume no larger than 1m×1m×1m (fixed, bestowed).
Strengthen
	Intensity
	2
	Code
	§18A5
	Source
	shaping

Strengthen all objects in a region no larger than 2m×2m×2m (fixed, bestowed). - Armour has its beam protection increased by one, its impact protection increased by two, and its melee protection increased by A. - Weapons designated as broken are dropped 50% of the time instead, and otherwise have any damage (eg. "cheap" modifications) taken halved. - Living creatures have their DT improved by one, and their CO reduced by five for the duration (upon reversion to original DT, retain wound status, not level). - And so forth. Note: any strengthened object which would otherwise have no magic resistance is considered to gain a WP for purposes of resisting magic equal to 10 (note that all "WP" thus received must derive from one effect, after which the object has a magic resistance and may not receive more). Strengthened objects, creatures, or characters which already have a magic resistance receive no such benefit from this application.
Transmute (Touch)
	Intensity
	3
	Code
	§18A6
	Source
	shaping

The invoker gains the ability to change any object into any familiar object or collection of objects of equal mass to the original, by touching it. (Controlled; Duration: 1h, after which the object reverts to its original form.) !!!
Ranged Reshape
	Intensity
	4
	Code
	§18A7
	Source
	shaping

As Reshape (§18B2), above, but the invoker need not touch the target of the effect, and the target resumes its original form after one minute. (Immediate.) !!!
Transmute (Ranged)
	Intensity
	5
	Code
	§18A8
	Source
	shaping

As Transmute (§18A6), above, but the invoker need not touch the target of the effect, and the effect lasts for only one minute. (Fixed, bestowed.) !!!








Image

visual illusion (formerly Images)

A Fundamental — a Field of Magical Knowledge whose applications reach 50m and last 10min; the usual props are mirror, lens, or mask. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 8 applications, by intensity:




	Application	Int	§
	Beam of Light	0	§13B1
	Ball of Light	0	§13B2
	Light Control	0	§13B3
	Image Manipulation	1	§13B4
	Bestowed Light	1	§13B5
	Image Creation	2	§13A6
	Bestowed Image Manipulation	2	§13A7
	Bestowed Image Creation	3	§13A8

Beam of Light
	Intensity
	0
	Code
	§13B1
	Source
	images

Cause a flashlight-equivalent beam of light, good for 20m, to emanate from one's finger (controlled).
Ball of Light
	Intensity
	0
	Code
	§13B2
	Source
	images

Create a glowing ball up to 20cm in diameter, of any colour (controlled).
Light Control
	Intensity
	0
	Code
	§13B3
	Source
	images

Brighten or dim one lamp, equivalent to a torch or lantern (so that it becomes twice as bright, or ceases to give off light; controlled).
Image Manipulation
	Intensity
	1
	Code
	§13B4
	Source
	images

Alter the appearance of any object up to 5m×5m×5m without altering any of its dimensions or volume by more than 10% (controlled, so that the changed appearance may not only be altered, but seem to move, etc.).
Bestowed Light
	Intensity
	1
	Code
	§13B5
	Source
	images

Any Intensity 0 application, bestowed.
Image Creation
	Intensity
	2
	Code
	§13A6
	Source
	images

Create/remove an image up to 3m×3m×3m (controlled).
Bestowed Image Manipulation
	Intensity
	2
	Code
	§13A7
	Source
	images

Any Intensity 1 application, bestowed.
Bestowed Image Creation
	Intensity
	3
	Code
	§13A8
	Source
	images

Any Intensity 2 application, bestowed. Clarification: "remove" image actually means to replace an image with what the invoker (controller) believes would be seen were that image not present (ie. not the same as making the object transparent, with the refractive index of air). So a character could not, for example, see through a door by "removing" its image. The invoker might put a sandestin with eyesight and remove image into the door, and then see through it…








Sandestin

summon and bind magical servitor entities to carry complex effects

A Fundamental — a Field of Magical Knowledge whose applications reach Note: the sandestin is created in the invoker's current and last 24h; the usual props are based on intensity: 0 requires the brain of a bird;. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 6 applications, by intensity:




	Application	Int	§
	Simple Sandestin	0	§17B1
	Conditional Sandestin	1	§17B2
	Skilled Sandestin	2	§17A3
	Judging Sandestin	3	§17A4
	Greater Sandestin	5	§17A5
	Mind Transfer	6	§17A6

Simple Sandestin
	Intensity
	0
	Code
	§17B1
	Source
	sandestin

Place the controlled aspects of the magical effect of which this application is a part under the control of a simple program which is only able to perceive time. The program must comprise a series of simple, non-conditional, imperative clauses — eg. "move north for five seconds", "move 10 metres north", "move around in a circle slowly three times", or even "dart about randomly" — but not something like "walk to the end of the corridor" (fixed, bestowed).
Conditional Sandestin
	Intensity
	1
	Code
	§17B2
	Source
	sandestin

As above, but the clauses may be conditional (including terms like "if … then …", "do … until …"). However, the verification of conditions must be based upon some senses bestowed upon the sandestin (either as part of it, or subsequently) or it will assume that all conditional terms are false. Eg. "if you sense magic then glow blue" (of course the sandestin would need some means to perceive magic — and know that that was what it was doing — and some means to glow blue, or it might go beep "SYNTAX ERROR").
Skilled Sandestin
	Intensity
	2
	Code
	§17A3
	Source
	sandestin

As above, but the sandestin will also possess (up to) three skills of the invoker's choice, possessed by the invoker, whose formulae do not incorporate IN, with the same PCS and BEF as the invoker.
Judging Sandestin
	Intensity
	3
	Code
	§17A4
	Source
	sandestin

As above, but the sandestin will also be able to make qualitative judgements based on its surroundings. (Eg. it could be told to "travel to Lochinvar as quickly as you can" and could make a series of decisions intended to do this; if told to "follow the most dangerous of my enemies" it could again make a value judgement, although it might not be correct.) Note that this assumes the sandestin has been conferred with senses. The sandestin may use skills involving IN, and may be given (up to three years' worth of) fields of knowledge possessed by the invoker, instead of a skill. The sandestin may perform magical tasks if it has a source of fatigue to pay for them. These sandestins have one major drawback, however: since they resent forced servitude, they will pervert the spirit, but not the letter, of any command they are given, whenever possible. Note: if an invoker creates a magical effect containing an intensity 3 or 5 application of Sandestin, then his/her trained IN is reduced by one for its duration (which may be permanent). Lost IN and skill levels are restored when the effect stops (if the effect is obliterated — eg. by Instil — then the loss is permanent). If the invoker improves his/her IN with experience, then any loss he/she is currently suffering as a result of this rule becomes permanent.
Greater Sandestin
	Intensity
	5
	Code
	§17A5
	Source
	sandestin

The sandestin's "personality" is similar, and its mind and skills equal, to those of the character who invoked it, and the sandestin will do exactly what the invoker instructs it to do. But it cannot invoke other magical effects using the invoker's skills unless it has some source of fatigue to pay for them (see Instil §14A9). (If it took over another magician using, say, compulsion, and hence gained control of his/her capabilities, it could force the magician to invoke magical effects.) For every such sandestin the invoker already (currently) has in operation (ie. as part of an extant effect) he/she incurs a -1 modifier to all IN, and IN-related (using fields of knowledge, or IN-dependent skills), tasks. Note that the intelligence of the sandestin is equal to the reduced intelligence and efficacy of the invoker, and incurs the same negative modifiers as the invoker was suffering at the time of invocation. !!!
Mind Transfer
	Intensity
	6
	Code
	§17A6
	Source
	sandestin

The invoker may transfer his/her mind to another object or organism within range (retaining all knowledge and skills, although these may not be usable in the new body). If the target is non-sapient, then the invoker controls the organism (assuming it fails to resist) completely, extinguishing its "soul". However, while in the body of a non-sapient organism, the invoker increases the intensity of any effect he/she attempts to invoke by two for incantations, and by four for rituals (on top of modifiers for lacking props); casting is unaffected. If the target is sapient, then the personality with lower WP (the more original personality, in the case of equal WPs) is suppressed whenever the stronger is awake — except where the stronger personality attempts something greatly contrary to the interests of the weaker, in which case both make EF5 WP rolls, the better QR prevailing (a tie indicating the target's body is stunned for fifteen seconds or so, at which point another roll is made). A QR10 WP roll made in such circumstances causes the demise of the fumbling personality. A body left with no personality dies. A magician's mind in an inanimate object which is not a source of fatigue (such as a staff or fatigue battery) won't be able to produce any effects, even by casting. Note that this application does not produce a "sandestin" as such. (Range 20m; Duration: instantaneous.) Notes: this application requires a human brain as a prop. If transplanted into a body, this sandestin can use its mental skills, and its physical skills to a degree permitted by its new body (no problems if the new body is wholly superior). If stuck in an inanimate object, with no source of fatigue, then it will have to use casting at -2 or worse (for having no fatigue), or something. Final notes: a sandestin may be treated as a target, or bestowee, for other applications in an effect of which it is part; it may be allocated a controlled, bestowed application and bestow it upon another target. If affected by a magical effect, and appropriately equipped, a §17A4 or §17A5 sandestin may resist said effect (they would require the Incant skill). A sandestin may be attached to a prepared physical object or creature of sufficient size (GM's discretion as to what is sufficient; only one sandestin per object or creature); if the creature or object is destroyed, then the entire effect is lost. Otherwise, a sandestin is assumed to occupy the location of its invoker at the time it was invoked. A sandestin may be assumed to react with the speed of its invoker (ie. not instantaneously) once preconditions for actions are met.








Scent

created and illusory smells and tastes (formerly Odours & Tastes)

A Fundamental — a Field of Magical Knowledge whose applications reach 50m and last 10min; the usual props are perfume, musk, or incense. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 6 applications, by intensity:




	Application	Int	§
	Simple Odour	0	§15B1
	Spoil	0	§15B2
	Scent Control	1	§15B3
	Mimic Scent	1	§15B4
	Stench	1	§15B5
	Mimic Scent (Hound-proof)	2	§15A6

Simple Odour
	Intensity
	0
	Code
	§15B1
	Source
	odours&tastes

A waft of a simple odour or flavour (sweet, sour, bitter, saline; fixed).
Spoil
	Intensity
	0
	Code
	§15B2
	Source
	odours&tastes

Sour beer, spoil the flavour of a meal, or render a flower odourless (fixed).
Scent Control
	Intensity
	1
	Code
	§15B3
	Source
	odours&tastes

Create or suppress an odour or taste as desired within range, not so strong as to be nauseating (fixed).
Mimic Scent
	Intensity
	1
	Code
	§15B4
	Source
	odours&tastes

Simulate the scent of some object or creature, sufficient to fool a person, within a 5m×5m×5m volume (controlled).
Stench
	Intensity
	1
	Code
	§15B5
	Source
	odours&tastes

Produce an intense and nauseating scent (say skunk oil or burning rubber) causing all in the affected region (up to 5m×5m×5m) to make PR rolls or become stunned (fixed).
Mimic Scent (Hound-proof)
	Intensity
	2
	Code
	§15A6
	Source
	odours&tastes

Simulate the scent of some sort of object or creature, sufficiently well to fool a dog, within a 5m×5m×5m volume (controlled).








Sense

grant, sharpen, or manipulate the senses (formerly Perception)

A Fundamental — a Field of Magical Knowledge whose applications reach touch and last 1 hour; the usual props are animal eyes, ears, tongues, lips, noses, etc. as. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 8 applications, by intensity:




	Application	Int	§
	Bestow Sense	0	§16B1
	Heighten Sense	1	§16B2
	Bestow Heightened Sense	2	§16A3
	Extraordinary Sense	2	§16A4
	Transfer Sense to Object	2	§16A6
	Bestow Replacement Sense	3	§16A5
	True Sight	4	§16A7
	Bestow True Sight	5	§16A8

Bestow Sense
	Intensity
	0
	Code
	§16B1
	Source
	perception

Bestow a target with a human sense, and Search and Scan PCSs (if none are possessed) of 5, +5 per sense bestowed (fixed, bestowed). Possible senses: eyesight, hearing, touch, taste, smell, balance.
Heighten Sense
	Intensity
	1
	Code
	§16B2
	Source
	perception

Augment one sense the target already possesses to a degree found in nature (controlled). The recipient gains the heightened sense, but you own the spell for its duration — you can switch it off, you sustain it, and it lapses if the recipient leaves your range. E.g. the eyesight of a hawk, cat, or owl; the nose of a bloodhound; the palate of a winetaster (the taste, not the experience); the hearing of a dog, bat, or dolphin. (Each such sense raises a sandestin's Search/Scan by a further 5.)
Bestow Heightened Sense
	Intensity
	2
	Code
	§16A3
	Source
	perception

As Heighten Sense (§16B2), but bestowed — the recipient now owns and controls the heightened sense themselves: it persists independently of you and your range, and you can neither sustain nor switch it off. (Sense offers a bestowed form one intensity above the controlled one. Bestowal is granted per-application, not a universal option — for many effects it would be badly unbalancing.)
Extraordinary Sense
	Intensity
	2
	Code
	§16A4
	Source
	perception

Replace an ordinary sense (already possessed) with an appropriate, and similarly implemented, extraordinary sense (fixed). Eg.: - the sonar of a bat; - the ability to sense operating (eg. non-abeyed) magical effects. (Eg. a wall of force might seem to such a sense to be a smooth wall; a compelled person might seem to be held on a leash by the effect's controller; an illusion, however, would seem no different.) - infra-red vision (must replace eyesight); - ultra-violet vision (as above, only useless); - analytic taste; - magnifying vision (up to ×100 as a microscope, and ×10 as a telescope).
Transfer Sense to Object
	Intensity
	2
	Code
	§16A6
	Source
	perception

Transfer one of one's senses to an object, for use as though the appropriate sensory apparatus were located on/in it (fixed, bestowed).
Bestow Replacement Sense
	Intensity
	3
	Code
	§16A5
	Source
	perception

As Replace Sense (§16A4), but bestowed — the recipient owns and controls the new sense themselves, independent of you and your range. (Bestowing costs +1 intensity over the controlled version.)
True Sight
	Intensity
	4
	Code
	§16A7
	Source
	perception

Gain the ability to see one's surroundings free of all magically induced sensory data, and complete with any magically subdued sensory data (fixed).
Bestow True Sight
	Intensity
	5
	Code
	§16A8
	Source
	perception

Confer the ability to see one's surroundings free of all magically induced sensory data, and complete with any magically subdued sensory data (bestowed).








Sound

created and illusory sound (formerly Sounds)

A Fundamental — a Field of Magical Knowledge whose applications reach 50m and last 10min; the usual props are a musical instrument. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 16 applications, by intensity:




	Application	Int	§
	Tinkling Bells	0	§19B1
	Distant Singing	0	§19B2
	Whisper	0	§19B3
	Buzzing	0	§19B4
	Lesser Silence	0	§19B5
	Silence	1	§19B10
	Bestowed Lesser Sound	1	§19B11
	Voice	1	§19B6
	Animal Noises	1	§19B7
	Footsteps	1	§19B8
	Sounds of Burning	1	§19B9
	Thunderclap	2	§19A12
	Greater Silence	2	§19A13
	Bestowed Sound	2	§19A14
	Bestowed Greater Sound	3	§19A15
	Multiple Sources	4	§19A16

Tinkling Bells
	Intensity
	0
	Code
	§19B1
	Source
	sounds

Tinkling of bells (controlled).
Distant Singing
	Intensity
	0
	Code
	§19B2
	Source
	sounds

Distant singing, unintelligible (controlled).
Whisper
	Intensity
	0
	Code
	§19B3
	Source
	sounds

A whisper, automatically heard only by its target; others must make a Scan roll (controlled).
Buzzing
	Intensity
	0
	Code
	§19B4
	Source
	sounds

Buzzing (like that of a bee or fly) emanating from one point within range (controlled).
Lesser Silence
	Intensity
	0
	Code
	§19B5
	Source
	sounds

Silence any sound no louder than quiet speech (fixed).
Silence
	Intensity
	1
	Code
	§19B10
	Source
	sounds

Silence any sound no louder than raised voices (fixed).
Bestowed Lesser Sound
	Intensity
	1
	Code
	§19B11
	Source
	sounds

Any Intensity 0 application, bestowed.
Voice
	Intensity
	1
	Code
	§19B6
	Source
	sounds

Audible voice (controlled).
Animal Noises
	Intensity
	1
	Code
	§19B7
	Source
	sounds

Animal noises — roars, barks, clip-clops, neighs, etc. (controlled).
Footsteps
	Intensity
	1
	Code
	§19B8
	Source
	sounds

Sound of an unarmoured person — clothes rustling, footfalls, breathing, etc. (controlled).
Sounds of Burning
	Intensity
	1
	Code
	§19B9
	Source
	sounds

Sounds of burning — hissing, crackling, etc. (controlled).
Thunderclap
	Intensity
	2
	Code
	§19A12
	Source
	sounds

Sound of a huge impact or explosion, or other sound of similar volume (controlled).
Greater Silence
	Intensity
	2
	Code
	§19A13
	Source
	sounds

Silence any bearable sound (controlled).
Bestowed Sound
	Intensity
	2
	Code
	§19A14
	Source
	sounds

Any Intensity 1 application, bestowed.
Bestowed Greater Sound
	Intensity
	3
	Code
	§19A15
	Source
	sounds

Any Intensity 2 application, bestowed.
Multiple Sources
	Intensity
	4
	Code
	§19A16
	Source
	sounds

All applications of Sound may issue from multiple sources within range (instead of just one) by increasing their intensity. This is a sort of universal version.








Summon

call creatures, spirits, or objects to you

A Fundamental — a Field of Magical Knowledge whose applications reach varies and last until arrival; the usual props are a chime. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 6 applications, by intensity:




	Application	Int	§
	Lesser Summons	0	§20B1
	Summons	1	§20B2
	Planar Summons	2	§20A3
	Animate Dead	2	§20A4
	Named Summons	3	§20A4
	Dismissal	3	§20A5

Lesser Summons
	Intensity
	0
	Code
	§20B1
	Source
	summon

Give the nearest creature of a given description, so long as it is within 1km of the invoker, a desire to travel as quickly as it is safely able to the point the invoker occupied at the time of invocation (fixed).
Summons
	Intensity
	1
	Code
	§20B2
	Source
	summon

Give the nearest creature of a given description, so long as it is within 100km of the invoker, a desire to travel as quickly as it is safely able to the point the invoker occupied at the time of invocation (fixed).
Planar Summons
	Intensity
	2
	Code
	§20A3
	Source
	summon

Give the nearest creature of a given description, so long as it is in the same plane as the invoker, a desire to travel as quickly as it is safely able to the point the invoker occupied at the time of invocation (fixed).
Animate Dead
	Intensity
	2
	Code
	§20A4
	Source
	summon

Animate the corpse or skeleton of a DT1 or weaker creature (by summoning a trivial demon for the purpose) as a zombie or skeleton respectively (see the creature descriptions). Note: the figures given (under Creatures) for zombies/skeletons assume that (near-)human skeletons/corpses are being animated. If the original creature had DT d, then the skeleton/zombie will have DT d-3 / d+1, and DC d+1 / d+2. The GM may wish to make special allowance for non-humanoid skeletons/zombies. Also note that skeletons and zombies are intrinsically hostile to any living creature (including their summoner). Corpses/skeletons without intact heads/skulls cannot be animated.
Named Summons
	Intensity
	3
	Code
	§20A4
	Source
	summon

Give a specifically designated creature (one whose personal name and appearance can be uniquely specified), wherever it is on whatever plane, a desire to travel as quickly as it is safely able to the point the invoker occupied at the time of invocation (fixed).
Dismissal
	Intensity
	3
	Code
	§20A5
	Source
	summon

Dismiss a creature which fails an EF 7-2B WP roll (use magic resistance lacking a WP value) of DT ≤ ⌊A/2⌋, giving it an overpowering urge to return to its "home" (plane, lair, or whatever). If it has no means to do so, then it will be unaffected. (Range: 20m.) Designer's Note: so, in some sense, this effect is no good against low- or high-end demons — the former can't and the latter won't — but good against the mediocre ones, and other summoned critters of course.








Time

hasten, delay, or perceive the flow of time

A Fundamental — a Field of Magical Knowledge whose applications reach 10m and last 10min; the usual props are a timepiece. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 7 applications, by intensity:




	Application	Int	§
	Slow	1	§23B1
	Quicken	2	§23A2
	Temporal Immunity	3	§23A3
	Hibernation	3	§23A4
	Stasis Field	4	§23A5
	Age	4	§23A6
	Mass Age	4	§23A6

Slow
	Intensity
	1
	Code
	§23B1
	Source
	time

Slow a target's metabolism (by 50%*), reducing his/her/its speed and Initiative BEF by one (bestowed).
Quicken
	Intensity
	2
	Code
	§23A2
	Source
	time

Quicken a target's metabolism (by 100%), increasing his/her speed and Initiative BEF by one (bestowed).  This will have many effects if maintained for a prolonged period. It will affect the time between environment-related fatigue rolls, aging, nutritional requirements, day-night cycles, long-distance travel, the effects of disease, and a character's emotional makeup and interactions with other people.
Temporal Immunity
	Intensity
	3
	Code
	§23A3
	Source
	time

Render a target immune to the effects of any of the other applications of the Time fundamental (bestowed). !!! Designer's Note: this is a fiddly application. As a rule, it can be made part of a magical effect, immunising the effect to applications of the Time fundamental. (Eg. an effect of long, but finite, duration could be temporarily neutralised by Stasis Field, §23A6, below, unless it had been immunised by this application.) On the other hand, while this immunisation would allow an effect to pass through a stasis field, it would not allow it to affect something within the stasis field.
Hibernation
	Intensity
	3
	Code
	§23A4
	Source
	time

Slow down the metabolism of a sleeping target by a factor of 100,000 (so that a year seems like a few minutes). (Duration: until awakened — naturally, or by being, for example, shaken.)
Stasis Field
	Intensity
	4
	Code
	§23A5
	Source
	time

Create a stasis field no larger than 5m×5m×5m. All creatures and objects within are (unless immunised) in stasis, and cannot act or be harmed in any fashion. All creatures and objects outside are (unless immunised) unable to enter the field. !!!
Age
	Intensity
	4
	Code
	§23A6
	Source
	time

Increase or reduce the age of a target by up to ten years. (Targets made older are aged, while those made younger also lose experience, skills, etc. Ie. when a target's age is reduced by X years, it becomes as it was X years ago, whereas increasing a target's age does not make it as it will be in X years, but as it might be were it to lie around — doing nothing and having nothing done to it — for that time.) Note that this application, as stated, is temporary, and reverses once the effect is ended (either by running out of time or being dispelled).
Mass Age
	Intensity
	4
	Code
	§23A6
	Source
	time

Age multiple targets, otherwise as Age (§23A6).








Touch

created and illusory touch and tactile sensation (formerly Tactile Sensations)

A Fundamental — a Field of Magical Knowledge whose applications reach 50m and last 10min; the usual props are a feather, or a fan. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 6 applications, by intensity:




	Application	Int	§
	Light Touch	0	§21B1
	Sharp Touch	1	§21B2
	Painful Touch	2	§21A3
	Numb	2	§21A4
	Agonizing Touch	3	§21A5
	Suppress Pain	3	§21A6

Light Touch
	Intensity
	0
	Code
	§21B1
	Source
	tactile_sensations

Inflict or remove a sensation equivalent in intensity to a light touch, a ST1 grasp/push, or a gentle cool/warm breeze (controlled).
Sharp Touch
	Intensity
	1
	Code
	§21B2
	Source
	tactile_sensations

Inflict or remove a sensation equivalent in intensity to a jab, prod, poke, a ST5 grasp/push, a scald (all having DC≤1), or one's purse being cut (controlled).
Painful Touch
	Intensity
	2
	Code
	§21A3
	Source
	tactile_sensations

Inflict or remove a sensation equal to a sharp blow, a burn, a ST9 grasp/push, or a bite (DC4, controlled).
Numb
	Intensity
	2
	Code
	§21A4
	Source
	tactile_sensations

Numb a target, improving his/her/its Pain Resistance rolls by +2, but penalising any tasks involving CO or CO-dependent skills by -1 (fixed, bestowed).
Agonizing Touch
	Intensity
	3
	Code
	§21A5
	Source
	tactile_sensations

Inflict or remove a sensation equal to a large impact, a large creature's bite, a mighty blow, a coronary, a ST15 grasp/push, or the effects of a class C or P1 poison (DC8, controlled).
Suppress Pain
	Intensity
	3
	Code
	§21A6
	Source
	tactile_sensations

Render a character unaware of pain: not stunned by damage, does not suffer negative modifiers for light wound status, and incurs -1 for medium and -2 for heavy wound status; suffers a -2 penalty to all rolls versus CO or CO-dependent skills (fixed).








Water

command water, liquids, and ice

A Fundamental — a Field of Magical Knowledge whose applications reach 30m and last 5min; the usual props are a mouthful of water (consumed). Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 9 applications, by intensity:




	Application	Int	§
	Create Water	0	§24B1
	Extinguish	0	§24B2
	Dagger of Ice	1	§24B3
	Protection against Water	1	§24B4
	Create Great Water	1	§24B5
	Create Ice	2	§24A6
	Cone of Bloating	2	§24A7
	Alter Seas	2	§24A8
	Summon Water Elemental	3	§24A9

Create Water
	Intensity
	0
	Code
	§24B1
	Source
	water

Create/remove one hundred litres of water (approximately 25 gallons), in some container, or on the ground (ie. not in mid-air).
Extinguish
	Intensity
	0
	Code
	§24B2
	Source
	water

Extinguish one hex (rough equivalent of a campfire) of fire, creating vapour filling 10m×10m×10m.
Dagger of Ice
	Intensity
	1
	Code
	§24B3
	Source
	water

Create a dagger of ice which inflicts DC5 on anyone holding or struck with it.
Protection against Water
	Intensity
	1
	Code
	§24B4
	Source
	water

The invoker may protect him/herself, or one target, against the damaging effects of cold and moisture, to the effect of reducing all such attacks causing damage through these qualities by 4 DCs, and by 2 DCs if they are among the effects involved (fixed, bestowed).
Create Great Water
	Intensity
	1
	Code
	§24B5
	Source
	water

Create/remove 10,000 litres of water in a container or on the ground.
Create Ice
	Intensity
	2
	Code
	§24A6
	Source
	water

Create/remove 10,000 litres of ice in a container or on the ground.
Cone of Bloating
	Intensity
	2
	Code
	§24A7
	Source
	water

The invoker may create a cone of bloating with its base anywhere within range. The cone is 12m wide at its base and draws to a point at its invoker. Those wholly or mostly within it suffer DC3 from becoming bloated with water (immediate).
Alter Seas
	Intensity
	2
	Code
	§24A8
	Source
	water

Alter conditions in a 1km radius by shifting the conditions by (at most) one row on each of the two columns below. | Wind | Seas | |---|---| | Calm | Glassy | | Slight Breeze | Calm | | Gusty Breeze | Low Swell | | Moderate Wind | Moderate Swell | | Strong Wind | Large Swell | | Storm Wind | Stormy Seas | | Gale | Rending Seas | | Hurricane | Tidal Waves | | Tornado | | Note:  Wind direction may be altered by up to 45° (eg. from SE to E) instead of altering its intensity. Also note that while the duration of this effect is only five minutes, the return to normality will be gradual (as though the artificially brought conditions had come about naturally).
Summon Water Elemental
	Intensity
	3
	Code
	§24A9
	Source
	water

Summon an elemental of water (controlled). The elemental appears in 2×(QR-1) pulses. See [5.2].








Wood

command plants, wood, and living growth

A Fundamental — a Field of Magical Knowledge whose applications reach 20m and last 10min; the usual props are a green branch, a small piece of fresh mistletoe,. Learn it Basic (1 yr) for the easy end, Advanced (3 yr) for the deep.

Its 7 applications, by intensity:




	Application	Int	§
	Create Wood	1	§25B1
	Expand Wood	1	§25B2
	Contract Wood	1	§25B3
	Create Great Wood	2	§25A4
	Mature Plant	2	§25A5
	Animate Plant	2	§25A6
	Carve Wood	2	§25A7

Create Wood
	Intensity
	1
	Code
	§25B1
	Source
	wood

Create a piece of wood (equivalent to any naturally occurring kind) ≤0.5m×0.5m×4m.
Expand Wood
	Intensity
	1
	Code
	§25B2
	Source
	wood

Expand a wooden object ≤2m×2m×2m by increasing its linear dimensions by up to 100%. The object's mass remains constant, so that normal wood would become as light as balsa, while its strength is unchanged.
Contract Wood
	Intensity
	1
	Code
	§25B3
	Source
	wood

Contract a wooden object ≤2m×2m×2m by reducing its linear dimensions by up to 50%. The object's mass remains constant, while its strength and density increase markedly. - If armour is made out of such wood, it will be as metal armour of the equivalent type, but with protection values one worse in each category. - A weapon normally made of metal may be made of this material, but will have its DCs reduced by one. - A weapon normally made of wood may be made of this material, in which case its DCs are improved by one, while its mass is increased by 50%.
Create Great Wood
	Intensity
	2
	Code
	§25A4
	Source
	wood

Create a piece of wood (equivalent to any naturally occurring kind) ≤1m×1m×20m.
Mature Plant
	Intensity
	2
	Code
	§25A5
	Source
	wood

Rapidly mature a plant (so that it undergoes the equivalent of five years of growth during ten minutes).
Animate Plant
	Intensity
	2
	Code
	§25A6
	Source
	wood

Animate a plant no larger than 2m×2m×2m. It will have the fighting abilities and mobility of a zombie, with DT = height in m, and DC = height in m + 1.
Carve Wood
	Intensity
	2
	Code
	§25A7
	Source
	wood

The invoker may instantly transform a piece of wood into anything into which it could be made by skilled carpenters given time. (Range: touch.)








Ch'i

One-pager. Ch'i is the essence of being and life. Every living thing has some; a few have a great deal, and fewer still can consciously direct the Ch'i within and around them. Where magic is a careful, generative craft, Ch'i is fast, physical and cinematic — the wire-work fantasy of Big Trouble in Little China and the Hong Kong films of the eighties and nineties.


Ch'i replaces magic; it does not join it. A setting can have one or the other, and a character operates in one framework, never both. Ch'i is so useful that it dominates any setting featuring it — that's by design, not an oversight, so a GM turning it on should mean it. (Its low cost is likewise deliberate: price it higher and players simply cripple themselves to buy it anyway.)



The skill and the two paths

Ch'i is a single skill, and every practitioner picks a path — a source of inner strength — when they take it. The choice is permanent.




	Path
	Formula
	Recovers at




	Bright (Yin)
	(ST + IN) / 2
	sunrise



	Reflective (Yang)
	(PC + WP) / 2
	moonrise




BEF 4 · Limit 1 (2 if talented). Neither path is better; they differ in what comes easily, especially in controlled use — a Bright adept strikes at a distance, a Reflective one turns a blow aside for someone else.


Ported from 2004: the Reflective path was (EM + WP)/2. EM folded into PC in this edition, so it reads (PC + WP)/2 — see Creating Characters.



Spending Ch'i is exhaustion, not a pool

The original tracked a reserve of points equal to three times your Ch'i score. This edition doesn't track pools: Ch'i is an Exhaustion track, exactly as mana is. Effort meters itself.


	Reaching for Ch'i is a roll, and the size of what you're attempting is a modifier on that roll, not a separate accounting step.

	Push hard and you take an exhaustion level; push hard when you're already spent and it costs more. Levels penalise Ch'i work fully and everything else at half.

	The path sets your recovery rhythm: Bright recovers at sunrise, Reflective at moonrise. It's pure flavour that costs nothing mechanically, and it's worth keeping — a Reflective adept husbanding their strength through a long day is a character beat.



Three ways to use it

1 · Unconscious — you don't die easily. Ch'i keeps its bearer alive without being asked.


	Wounded: when a blow raises your wound level, roll Ch'i. On QR3 or better you recover that level as soon as you can rest for a few seconds. You can never profit from being wounded — at best you break even.

	Dying: when a blow would kill or incapacitate you, roll Ch'i at EF 4 for a respite — QR1 five minutes, QR2 one minute, QR3 thirty seconds, QR4 fifteen. During it you ignore (7 − QR) wound levels. Either way you get to whisper last words and crawl. One respite only; there is no second reprieve when it ends.

	Second chance: a failed roll the GM judges vital may be attempted again, the QR of the Ch'i roll setting the bonus. A failed Ch'i roll never grants one, and neither does a failed second chance — the game has to move.



2 · Focussed — Ch'i through a skill. For each level of Ch'i you take, choose a skill; you may choose the same skill twice.


	Chosen once (the inner way): before you roll that skill, spend effort for +1, or harder effort for +2.

	Chosen twice (the outer way): you can attempt that skill's extraordinary feat — rolled on the lower of your Ch'i and the skill. Failure spends the effort anyway; a fumble goes wrong, or at least publicly wrong.



This is the layer that produces the genre: Lightning Limbs (a ten-second spin, attacking at +2 DC and defending at +2), Feather Feet (100 m in three seconds, part of it up a wall or across water), Sky Somersaults, Water Bug, the Bright path's distant strike and the Reflective path's umbrella parry — a blow intercepted for someone standing metres away.

3 · Weaving — gather, form, project. The spectacular use, and a deliberate echo of magic's gather-then-weave.




	Stage
	What happens




	Gather
	Choose an energy E. Concentrate for √E actions, then roll at −√E. This is the exhaustion-triggering roll. QR2+ and you can act freely with it held; QR3 walk; QR4 you hold it only standing still, or gather half.



	Form
	Shape it into an orb — a weaving roll at −√E. The orb is 30 × E cm across. Keep control with an unmodified roll every ten seconds, or it drifts free and just sits there.



	Tighten
	Optional, up to seven times; each is another roll at −√E and another action. Tightening slows the leak: untightened an orb loses a point every 30 seconds, once-tightened a minute, and so on out to fifteen.



	Project
	A throw action at −√E. Success sends it; ordinary failure just means you still have it.




Gathered energy is dangerous. Anyone — or anything unaccounted for — touching you mid-gather takes a discharge equal to what you've gathered so far. Lose control of unformed energy and you can try to disperse it safely; fail, and half goes into you and half into whatever's handy. The visuals are the point: coils of lightning crawling over your hands and feet, creeping to the torso and head when control slips, and gathering about the eyes, nose, mouth and ears when it's gone.

Path affinity: forming a structure your path favours is +2, and projecting or dispersing it +1.

Extraordinary feats

The outer way — what a skill taken twice unlocks. Roll on the lower of your Ch'i and the skill; failure spends the effort anyway, and a fumble goes wrong in public. Through is the modern skill or attribute the feat hangs off: several 2004 skills (Acrobatics, Climbing, Throwing, Unarmed Combat) are merged into broader ones here, and Stamina and Pain Resistance aren't skills at all, so those feats sit on WP, which now carries every exhaustion roll.




	Feat	Through	Path
	Lightning Limbs	Athletics	either
	Running Hands	Athletics	either
	Feather Feet	Athletics	either
	Sky Somersaults	Athletics	either
	Water Bug	Athletics	either
	Heaven Leap	Athletics	either
	Wall Walking	Athletics	either
	Twin Shots	Archery, Firearms, or Heavy Weapons	either
	Second Wind	WP	either
	Iron Body	WP	either
	Distant Strike	Melee	Bright
	Umbrella Parry	Melee	Reflective
	Heroic Blow	Melee	either
	Hundred Pace Throw	Athletics	Bright
	Shot Out of the Air	Athletics	Reflective

Lightning Limbs
	Through
	Athletics
	Path
	either
	Note
	Acrobatics in the 2004 source; Acrobatics is folded into Athletics here.

Enter a high-speed spin lasting ten seconds. You stay on the spot, but attack unarmed at +2 DC and defend at +2 — though you can't "jump back" when dodging.
Running Hands
	Through
	Athletics
	Path
	either
	Note
	Acrobatics in the source.

Cross up to 100 m in three seconds in a dazzling chain of cartwheels and mid-air somersaults. Anything aimed at you while you do takes −6.
Feather Feet
	Through
	Athletics
	Path
	either
	Note
	—

Run up to 100 m in three seconds — up to 20 m of it along a vertical surface or across the surface of water — and be very hard (−6) to hit while doing it.
Sky Somersaults
	Through
	Athletics
	Path
	either
	Note
	—

Perform a heroic leap, making one attack and one parry at +4 DC during it. Anything aimed at you mid-leap is at −6 — unless it comes from someone else doing the same thing.
Water Bug
	Through
	Athletics
	Path
	either
	Note
	—

Stand, walk or run on water for ten seconds.
Heaven Leap
	Through
	Athletics
	Path
	either
	Note
	—

Surface safely from as deep as 100 m, obstructions permitting.
Wall Walking
	Through
	Athletics
	Path
	either
	Note
	Climbing in the source; Climbing is folded into Athletics here. Name supplied — the source lists this feat without one.

Climb any surface — vertical or even upside down — for up to 50 m, taking anywhere from fifteen seconds to ten minutes. Long enough to stand on a ceiling for ten minutes.
Twin Shots
	Through
	Archery, Firearms, or Heavy Weapons
	Path
	either
	Note
	"Any ranged combat skill" in the source. Name supplied.

Once per combat round, take two fire actions as part of any other action, however complex, without the usual penalties for being unbalanced or moving.
Second Wind
	Through
	WP
	Path
	either
	Note
	Hung on the Stamina skill in the source. Stamina is not a skill in this edition and EN is no longer an attribute, so it's homed on WP — which now carries every exhaustion roll. The original's reserve-stamina wording becomes an exhaustion level. Distinct from the *Second Wind* Endurance quirk: the quirk is who you are, this is something you do.

Shrug off exhaustion — recover a level of fatigue.
Iron Body
	Through
	WP
	Path
	either
	Note
	Hung on the Pain Resistance skill in the source. Pain Resistance is not a skill in this edition, so it's homed on WP. Name supplied.

Set the pain aside — recover one wound level.
Distant Strike
	Through
	Melee
	Path
	Bright
	Note
	HTH Combat in the source; unarmed combat lives under Melee here.

Strike someone up to Ch'i Score ÷ 2 metres away (further with extra effort) for normal damage. The blow counts as magical.
Umbrella Parry
	Through
	Melee
	Path
	Reflective
	Note
	The signature Reflective feat.

Intercept a blow aimed at anyone else within Ch'i Score ÷ 2 metres — you parry for them from where you stand.
Heroic Blow
	Through
	Melee
	Path
	either
	Note
	—

Attack or parry at +2 DC, counting as magical. Such an attack breaks a non-magical weapon even when it's successfully parried.
Hundred Pace Throw
	Through
	Athletics
	Path
	Bright
	Note
	Throwing in the source, homed on Athletics. Name supplied.

Throw three times as far as normal at +4 DC. Almost anything reasonably hard and bigger than a pebble — a playing card will do — hits for at least your unarmed damage +4.
Shot Out of the Air
	Through
	Athletics
	Path
	Reflective
	Note
	Throwing in the source; homed on Athletics. Name supplied.

Throw a weapon to intercept an incoming missile and knock it off its course.







Orb structures

The vocabulary of the weave. E is the energy in the orb. Most structures also support a ball, a strike bolt, sometimes a barrier, and an infusion that puts the property into a person or object instead of throwing it.




	Structure	Forms	Path
	Ways	orb, ball, strike bolt, infusion	—
	Image	orb, ball, strike bolt, infusion	—
	Glass	orb, ball, strike bolt, infusion	—
	Fire	orb, ball, strike bolt, barrier, infusion	—
	Healing	orb, ball, strike bolt, infusion	—
	Water	orb, ball, strike bolt, barrier, infusion	—
	Smoke	orb, ball, strike bolt, barrier, infusion	—
	Bamboo	orb, ball	—
	Metal	orb, ball, strike bolt, barrier, infusion	—
	Stone	orb, ball, strike bolt, infusion	—
	Snake	orb, ball, infusion	—
	Rat	orb, ball, strike bolt	—
	Sun	orb, ball, strike bolt, infusion	—
	Moon	orb, ball, strike bolt, barrier	—

Ways
	Forms
	orb, ball, strike bolt, infusion
	Preferred path
	—
	Infused
	You can beckon an object of up to E kg to your hand (one at a time), arriving at E/mass metres per second. An infused object becomes a magnet for anything under √E kg.

Moves and carries. Travels 10×E metres, carrying anything it touches (up to 50×E kg) and bouncing off anything heavier. A strike bolt carries an object as a projectile for E/2 DC — to the target *and* the projectile.
Image
	Forms
	orb, ball, strike bolt, infusion
	Preferred path
	—
	Infused
	Changes the target's appearance instead, and does not discharge on touch.

A projection that looks, sounds and smells exactly like something — but only travels in a straight line or stands still. It discharges in a puff and a sizzle when a sentient being touches it.
Glass
	Forms
	orb, ball, strike bolt, infusion
	Preferred path
	—
	Infused
	The target turns transparent — not invisible (there's visible distortion), but −4 to aim missiles at, and −3 for anyone trying to notice or locate them by sight.

Transparent. Anything it intersects becomes transparent too.
Fire
	Forms
	orb, ball, strike bolt, barrier, infusion
	Preferred path
	—
	Infused
	You can breathe fire as an action (a missile attack rolled on Perception) at E metres for E/2 DC. You're hot to touch (DC 1, or DC 5 per 3s sustained), and flammable things you touch catch alight. Careful: two people in contact both get infused at half energy.

Discharges into anything that touches it. The weaver chooses how many discharges N; each does E/N DC, and the last one ends the projection. Radiates enough heat to be unpleasant to approach.
Healing
	Forms
	orb, ball, strike bolt, infusion
	Preferred path
	—
	Infused
	A recovery roll every three seconds while injured, ignoring QR10.

Puts whoever it strikes into a healing sleep for its duration, during which they make recovery rolls as though a day passed every five seconds — and QR10 results (which would normally worsen them) are ignored. It works as an offensive spell, the drawback being that you heal the victim. A conscious target can resist by willpower at +1−√E.
Water
	Forms
	orb, ball, strike bolt, barrier, infusion
	Preferred path
	—
	Infused
	Reduces the DC of any fire damage the target takes by E, without discharging. Powerful defensively and superb against ordinary fires — useless offensively.

Subtracts twice its energy from any fire projection it contacts, discharging itself in the process, and douses ordinary fire (losing 1 energy per square metre extinguished).
Smoke
	Forms
	orb, ball, strike bolt, barrier, infusion
	Preferred path
	—
	Infused
	The target becomes smoke-like.

Discharges on contact and wreathes the target in a personal smoke cloud: −√E to anything needing hand–eye coordination. As a barrier it does the same to actions taken through it.
Bamboo
	Forms
	orb, ball
	Preferred path
	—
	Infused
	—

Discharges into the ground and grows a thicket √E metres across and √E metres high. Anyone standing where it grows is likely tangled in it, and it's hard going for everyone else.
Metal
	Forms
	orb, ball, strike bolt, barrier, infusion
	Preferred path
	—
	Infused
	The object takes on metal's properties.

A swarm of fast darts. An orb is E darts at DC 2; a ball is E/2 darts at DC 4; a strike bolt is a single bolt at E×1.5 (armour protects normally). A barrier is a wall of metal.
Stone
	Forms
	orb, ball, strike bolt, infusion
	Preferred path
	—
	Infused
	You cannot be damaged while you stay perfectly still (and you needn't breathe while you do).

Turns the target to stone — much heavier, and impossible to damage.
Snake
	Forms
	orb, ball, infusion
	Preferred path
	—
	Infused
	—

Entangles what it strikes in animated tendrils of effective strength E×2. If something else touches the entangled object, the snake spreads out and divides its strength between them.
Rat
	Forms
	orb, ball, strike bolt
	Preferred path
	—
	Infused
	—

Bursts into a swarm of nasty little rodents that swarm over the target. They last for the duration, doing √E × DC 1 in any ten-second period the victim spends *not* concentrating on getting rid of them. A strike bolt causes disease.
Sun
	Forms
	orb, ball, strike bolt, infusion
	Preferred path
	—
	Infused
	The target shines.

Intensely bright — an object struck glows and is at least partly blinded, especially to anything not close enough to be brightly lit. Puts out light equivalent to E × 60-watt globes, visible a very long way in the dark.
Moon
	Forms
	orb, ball, strike bolt, barrier
	Preferred path
	—
	Infused
	—

Deflects other orbs, balls and strike bolts of energy equal to or less than its own. A moving person or object it strikes is flung back √E metres at their previous forward speed; stationary things don't interact with it at all.







Designer's note: the original disclaims its sources cheerfully — "a weird and unattributable smattering of Oriental mythology, personal reading, and whim, which should not under any circumstances be confused with research." That's the right register for it. Ch'i is not an ethnography; it's the physics of a genre.
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ForeSight — GM Cheat Sheet

The One Rule


Success Chance = Score × Ease Factor. Roll D100 ≤ SC to succeed.



EF ladder: 0 — ¼ — ½ — 1 — 2 — 3 … 15. (0 = impossible, 15 = automatic.) Add all modifiers, then apply.

A +1 EF is worth your whole Score in the sweet spot (Score 15: EF 5→6 = 75%→90%), ~half at the ¼/½ rungs. Keep modifiers small.

Rule of thumb: +5 trivial · +3 very easy · +1 easy · 0 average · −1 hard · −3 very hard · −5 extreme · −7 near-impossible. (Just remember +5 easy / −5 hard.)

Quality Ratings




	Roll vs SC
	QR




	≤ SC/10
	QR1



	≤ SC/4
	QR2



	≤ SC/2
	QR3



	≤ SC
	QR4



	> SC
	QR7 (fail)



	> SC & a multiple of 10
	QR10 (botch)




Caps: a 100 is never better than QR7; a 99 never better than QR4.

Yield %: QR1 100 · QR2 80 · QR3 50 · QR4 25 (failures yield as QR4).
Read one column only: Yield (how much) · Time (QR4 ≈ 200% of estimate) · PM = 4 − QR. Never penalize the same choice twice (pay the EF up front, the success includes it).

Open-Ended Resolution


	Oppose: both roll, compare QRs — better wins; equal cancels (just-barely block; keep going); break ties by Score only if forced.

	Block (how much got through): defense ≥ attack negates; else attack drops (5 − defending QR) notches; failed defense = full; QR10 defense = attack one notch worse.

	Build on a result: +(5 − QR) as an EF modifier (QR1 +4 … QR4 +1); opposing a standing result, same as a penalty.



Damage


Damage = Yield × (DC ÷ 2) ⟶ wound levels.  (Large/tough target: ÷ Damage Scale.)



DC anchors: very strong person's fist 4 · 9mm pistol 8 · 7.62 rifle 11.
Types: M melee · I impact · B beam. Pn weapon pierces n DC of armor; armor A absorbs 1 damage.
Hit location: roll D10, or call the shot for an up-front EF penalty (covers cover, too).

Combat (sequence)


	Awareness → Initiative. Surprised → Startled → Alert → Ready → Lying-in-wait; modify for big factors (can't see = bad). Sets the roll.

	Declare best → worst Init (ties by Score): each chooses Act or Wait. Waiting persists across rounds — the unaware get no declaration turn 1 (ambush!).

	React / pre-empt: a waiter reacting may go just after — or pre-empt (Coordination roll modified by Initiative QR, ties by Init Score) to go just before. Nobody is ever certain they act first.

	Your turn: one Primary + one Secondary action (no AP budget; throughput = skill & body).

	Reactions (parry/dodge/flinch/cover): unlimited, cumulative −2 each.



Round ≈ 3–5 s (longer for vehicles). Spread attacks — a hurt/stunned foe is far less dangerous than a dead-or-healthy one.

Wounds, Stun & Exhaustion

Wound level 0→8(dead); −(level) to everything. New damage adds on. Pain Resistance (WP) on a hit → shrug / Shaken (−2, one action) / Stunned (only recover-from-stun; QR1 clears, QR10 KO).
Convalescence: roll WP at the level's interval (Light daily, Med 5d, Heavy 20d, Critical+ every 30 min/5 min/min) — success drops a level, QR10 raises; worst-level penalty until healed/treated.

Exhaustion (fatigue, mana, etc.): hard exertion → WP check, fail = +1 level. Full penalty to its own domain, half to all else, tracks stack (round half up). Clears by rest, one level at a time — depth 1 = breather, 2 = long break, 3 = sleep, 4 = near-coma, 5+ = intervention. 4+ converts to wounds.

Power pools (Mana/Piety/Spirit): gather roll → success = free · marginal/fail = +1 exhaustion · QR10 = fizzle + exhaustion. Push it: take a level for a one-off +4.



ForeSight — Character Sheet

Name ______________________  Archetype ____________  Age ____  Wealth ____

Concept / personality / what they want ________________________________________



Attributes




	ST
	CO
	IN
	PC
	WP




	__
	__
	__
	__
	__




Derived: Unarmed DC ____ · Carry ____  (from ST)



Skills

Score = formula + level. SC = Score × EF (BEF ± situation). Max level = best constituent attribute × Limit (1, or 1.5 for ½ skills).

Pain Resistance = WP · Stamina = WP — not skills, roll the attribute. Endurance quirks modify both.




	Skill
	Formula
	Lvl
	Score
	BEF




	Search
	(IN+PC)/2
	__
	__
	5



	Initiative
	(IN+PC)/2
	__
	__
	3+E



	__________
	__________
	__
	__
	__



	__________
	__________
	__
	__
	__



	__________
	__________
	__
	__
	__



	__________
	__________
	__
	__
	__



	__________
	__________
	__
	__
	__



	__________
	__________
	__
	__
	__



	__________
	__________
	__
	__
	__



	__________
	__________
	__
	__
	__




LTFs (+1 each, stack to specialize): ___________________________________________

Fields of Knowledge: ___________________________________________

Background Factors: ___________________________________________

Quirks / Talents: ___________________________________________



Status

Wounds (−level to everything): 0 ▢ 1 ▢ 2 ▢ 3 ▢ 4 ▢ 5 ▢ 6 ▢ 7 ▢ 8💀
Worst level reached: ____

Exhaustion (full to own domain, ½ to others; clears 1 level/rest by depth):


	Fatigue ▢▢▢▢  · Mana ▢▢▢▢ · _______ ▢▢▢▢



Shaken ▢  Stunned ▢



Gear







Resolution reminder

Roll D100 ≤ Score × EF. QR: ≤SC/10 1 · ≤SC/4 2 · ≤SC/2 3 · ≤SC 4 · over = fail (×10 = botch).
Yield: 100 / 80 / 50 / 25%.  ·  +1 EF ≈ +your Score.  ·  +5 easy, −5 hard.



ForeSight — Playtest Pack

*Table-ready material for a quick playtest. Build = archetype + 3–5 background factors + a quirk or two. Skills are deliberately few and broad; you specialize with Long-Term Familiarities (LTFs), each a stackable +1.*



The Folded Skill List

A score = formula + level (see Scores). Formulas use the five attributes ST, CO, IN, PC, WP. Each skill also has a Limit (max level = highest constituent attribute × Limit; 1 for average formulas, 1.5 for half-average ones) and a Cost (points per level — 1–2 for ordinary skills, the broader ones costing 2; a pervasive powerset like Incantation costs 6–8, since one skill unlocks a whole toolbox). Half-average skills use half the listed average as their baseline. (Cost only matters for advancement — playtest characters are built from background-factor grants. The 1-vs-2 split below is provisional.)

Not skills — roll the attribute (everyone has these by nature, no skill needed):


	Pain Resistance — roll WP (shrug off pain / avoid being stunned).

	Stamina / exertion — roll WP (keep going; fatigue checks).

	Poison, venom & disease — roll ST (the body's robustness; willpower doesn't help here).



Endurance quirks modify all three — see Quirks.

Everyone has these skills — Limit 1, Cost 1:




	Skill
	Formula
	Covers




	Search
	(IN+PC)/2
	finding the hidden



	Initiative
	(IN+PC)/2
	acting decisively under pressure




General skills (take with background factors):




	Skill
	Formula
	Lim
	Cost
	Covers — and what LTFs specialize




	Athletics
	(ST+CO)/2
	1
	2
	climbing, jumping, running, swimming, throwing (incl. slings), acrobatics, dance. LTF e.g. +1 throwing, then +1 knife-throwing



	Stealth
	(CO+PC)/2
	1
	1
	hiding, moving silently, tailing



	Melee
	(ST+CO)/2
	1
	2
	all close combat, armed and unarmed; LTF per style/weapon



	Firearms
	(CO+PC)/2
	1
	2
	guns and crossbows; LTF per weapon class



	Archery
	(CO+PC)/2
	1
	1
	bows (slings are Athletics)



	Heavy Weapons
	(CO+PC)/2
	1
	1
	crew-served weapons, launchers, explosives



	Theory
	IN (half)
	1.5
	2
	reasoning & all science, via Fields of Knowledge; recall & noticing also lean on raw IN/PC



	Repair
	(CO+IN)/2
	1
	2
	all technical & assembly work — surgery, watchmaking, electronics, mechanics — via Fields



	Charm
	(IN+PC)/2
	1
	2
	likeability, persuasion, seduction, leadership, first impressions (the old Charisma)



	Confidence
	IN
	1
	2
	composure under pressure, persuading, bluffing, lying convincingly, intimidation



	Perform
	(IN+PC)/2
	1
	1
	music, acting, oratory, the expressive arts (craft art = Repair + a Field); disguise — carrying off a role



	Drive/Pilot
	(CO+PC)/2
	1
	1
	one skill each: Cars, Bikes, Boats, Aircraft, Spacecraft; LTF per model



	Riding
	(CO+PC)/2
	1
	1
	animal mounts




Folding principle: when in doubt, it's one of these skills plus an LTF and/or a Field. Don't invent a new skill — narrow an existing one.

Magic is not on this list. It's a deliberately expensive, multi-skill subsystem — historically Mana (the power-pool/gather skill), Incantation (casting as an action), and the heavier Ritual and Casting — and even with all of those costed steeply it was barely game-balanced. That cost is the price of how powerful magic is. It requires the Magical Talent background factor and is deferred to the Magic chapter; leave it out of a quick playtest unless you've prepped that chapter.



The Four Archetypes

Each is a base of 40 attribute points across the five attributes (each 6–10) — an average of 8. Reallocate freely; these are starting shapes, not straitjackets.




	
	ST
	CO
	IN
	PC
	WP




	Athlete
	9
	10
	6
	7
	8



	Scholar
	6
	6
	10
	9
	9



	Socialite
	6
	7
	10
	10
	7



	Artist
	6
	9
	7
	10
	8




The Socialite is now built on IN and PC — the social skills are (IN+PC)/2 since Appearance stopped being an attribute. Looks come from an Appearance quirk, which can say who they work on.



Background Factors

Each is customizable and suggestive: rename it, pick its specialty, and let it imply familiarities and connections beyond the listed skills. Skills granted more than once simply add (Active Duty twice = Firearms +6). Levels are what each factor buys; attributes it grants ignore the 6–10 creation band up to the racial max.

Take 3–5. Three = rookie, four–five = competent professional.




	Background Factor
	Grants (skill levels, +attributes)
	Suggests (familiarities & connections)




	Natural Athlete (once)
	+2 attribute points among ST, CO, and an Endurance quirk (Deep Reserves)
	effortless physicality; rude health; the body others train for



	Gifted (once)
	+3 attribute points among IN, PC, WP
	quick, sharp, hard to rattle; the mind that's always a step ahead



	Artistic (once)
	+2 attribute points among CO, PC, and an Appearance quirk (Striking)
	the hands to make, the eye and empathy to see, the presence to move an audience (PC carries the old empathy)



	Trained from Childhood (once)
	pick a focus: +4 its main skill, +1 LTF specialty, +1 its key attribute
	a single-minded obsession; a trainer or tradition



	Active Duty (repeatable)
	Firearms +3, Melee +1, Heavy Weapons +1, Athletics +1, an Endurance quirk (Conditioned)
	LTF (service weapon); unit, rank, chain of command



	Apprentice
	Repair +3, +1 LTF specialty
	a Field at working level; your old master, the trade



	Educated
	Theory +2, Confidence +1
	two Fields; alumni, faculty, fellow students



	School of Hard Knocks
	Melee +2, Stealth +1, an Endurance quirk (Hardened)
	Streetwise; the underworld; a matching scar/quirk



	Abandoned & Self-Sufficient
	Stealth +2, Search +1, +1 WP
	Survival & Streetwise; resourceful, wary, alone



	Trauma Survivor
	+1 WP, +2 to one skill forged in the fire
	a defining wound; a quirk; a reason



	Mysterious Mentor (once)
	+1 attribute; LTF "unique insight" (+1 BEF to one skill), or access to an otherwise-unavailable ability
	a secret, a debt, a half-finished lesson



	Mooch
	Charm +2, Confidence +1
	Streetwise; a wide web of acquaintances and favors owed (both ways)



	Dropout
	+1 to two skills from the path you quit
	one Field at basic; a chip on the shoulder, loose ends



	Homeless
	Stealth +1, an Endurance quirk (Weathered)
	Survival & Streetwise; the city's underside; the invisible network



	Magical Talent (once)
	unlocks Casting & the Mana pool; Casting +1
	a tradition, a teacher, or a dangerous secret (Divine/Mystic talents work the same way for their powers)






Build a Character in 30 Seconds


	Pick an archetype (tweak attributes if you like).

	Pick 3–5 background factors. Name and specialize each. Add up the skill grants (duplicates stack).

	Spend any LTFs the factors gave you to narrow toward your concept.

	Take a quirk or two (free) for color.

	Name them, decide who they are and what they want. Play.




Example — "Vasquez," a competent operator. Athlete base, tweaked (CO 10, ST 9, WP 9, PC 7, IN 5 — she traded book-learning for the will to keep going). Factors: Active Duty ×2 (Firearms +6, Melee +2, Heavy Weapons +2, Athletics +2, Conditioned), Abandoned & Self-Sufficient (Stealth +2, Search +1, WP +1 → WP 7), Trauma Survivor (WP +1 → 8, Firearms +2 → +8 total). Firearms score = (CO 10 + PC 7)/2 + 8 = 16+. LTF: +1 carbines. Quirk: Oblivious (−2 reading people, +1 sustained focus). Five minutes, and she's ready to point at something.



Note: this pack folds aggressively for speed. If a player wants something the list doesn't name, reach for the nearest skill + an LTF or Field before inventing anything.
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