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INTHODUCTION

This is the Second Edition of The Talislanta Handbook, the players' and Gamemasters'
guide to fantasy role playing in the world of TALISLANTA. For those who may be new to
the game, a few words of explanation: TALISLANTA is an original fantasy world setting, de-
veloped for experienced players and GMs. Unlike the vast majority of FRP games, there are
no elves or dwarves, no generic character classes (such as "magic-users,"” "fighters," and so
forth), and none of the complex rules used by many game systems to simulate "realism."

Instead, the TALISLANTA game offers over a hundred different character types of many
races and nationalites, plus a wide variety of skills from which to choose. The game system
is easy to learn and fast-playing; combat, magic, and skill/attribute use are governed by a sin-
gle set of rules. Rather than devote a lot of space to complicated game mechanics, most of
the material in this book has been allocated to the development of the Talislantan milieu, with
its colorful peoples, cultures, and customs.

Those of you who are familiar with the First Edition will find that, for the most part, the TALIS-
LANTA game system remains as it was in its initial incarnation. While a number of rules revi-
sions, clarifications, and additions were made, the basic game mechanics are much the
same as in the First Edition. The most important changes have been in the Handbook's
overall layout and format, which we think you will find to be much-improved. In order to make
the book as comprehensive as possible, material from the Sorcerer's Guide and Volume |
of the Cyclopedia Talislanta was incorporated into the text, along with a few odds and
ends from other books in the series. The Second Edition also contains a new introductory ad-
venture, a new character sheet, and, happily, a complete index.

We hope you enjoy the Second Edition of TheTalislanta Handbook, and find it useful in
your own campaign. A series of campaign adventure supplements, The Cyclopedia Ta-
lislanta, is currently in the works, and will be available soon. If there is a particular topic or
area of interest which you'd like us to present in these supplements, let us know by writing to:

Talslanta
c/o Bard Games
P.O. Box 7729
Greenwich, CT 06836

To subscribe to our free TALISLANTA newsletter, write to:

BLACK SAVANT
c/o Bard Games
P.O. Box 7729
Greenwich, CT 06836
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PART ONE:
CHARACTER CREATION

The following outline provides a general overview of the procedure
for character creation. More specific information can be found in
the corresponding sections, as indicated.

1) Choose a character: Review the list of Character Types lo-
cated in Chapter Two, and choose one that you'd like to play. Each
character's basic statistics are presented here in outline form. Us-
ing a pencil, record the information listed for the type of character
you picked on the character sheet included in this section (you
may photo-copy this for personal use), as follows:

a) Record the Attribute Ratings provided in the outline on the char-
acter sheet. All other Attribute Ratings should be listed in pencil as
"0" (indicating an " average"rating). Note that in the TALISLAN-
TA game, you do not roll dice to determine Attributes ( for more in-
formation see PartTwo: Attributes).

Next, personalize the character as follows:

® Increase any Attribute (or Attributes) by a total of up to three
points (plus factors). These bonus points may be allocated as de-
sired.

® Dacrease one attribute (of your choice) by one point.
b) Record the character's Hit Point total.

c) Note the basic Physical Characteristics indicated for your char-
acter, and record this information on the character sheet. Feel

free to embellish the description of your character as desired; add
distinguishing features, describe the character's outward appear-
ence (ruggedly handsome, alluring, sinister-looking, etc.), accord-
ing to your preferences.

d) Create Personality Traits for your character. Consider the
character's Race, Background, and chosen Profession when
choosing Personality Traits, which determine how to role-play your
new character (see Chapter Seven: GM's Section, for examples of
Personality Traits).

e) Record the character's Skills. If a choice of Skills is indicated in
the description of your character, you may pick them now (see
Chapter Two for a complete listing of Skills).

Choose one bonus Skill, and mark this down on your character
sheet. Any skill may be chosen as a bonus except Primary Com-
bat, Primary Magic, Secondary Combat, or Secondary Magic.

f) Note the type of Equipment/Possessions listed in the outline,
and mark this information down on the character shest.

¢) Determine the character's Wealth, and add this information to
the character sheet.

2) Review Part Two: Attributes. Follow the guidelines present-
ed in this section to determine the character's Attribute Ratings.

3) Review Part Three: Skills. Follow the guidelines to determine
the character's Skill Ratings.

4) Review Part Four: Combat. Follow the guidelines to deter-
mine the character's Combat Rating.

5) Review Part Five: Magic. Follow the guidelines to determine
the character's Magic Rating. If the character has the Primary
Magic or Secondary Magic skill, review the list of spells found in
Chapter Three.

6) Make up a name for the new character.
7) With the Gamemaster's assistance, fill in details of the charac-
ter's past, and determine the circumstances under which the new

character will begin his or her game career.

The character is now ready to enter the world of TALISLANTA.
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Abilities Related to Attributes

Languages
Individuals may be proficient in two languages, plus one additional
language per each +1 Intelligence Rating.

Extra-Curricular Skills
Individuals may acquire four extra-curricular skills, plus or minus
one skill per each +1 or -1 Intelligence Rating.

Reaction Die Roll

The first impression which a character makes on any new acquain-
tance is determined by rolling a d20 on the SKILL/ATTRIBUTE col-
umn of the ACTION TABLE, modified by the character's Charis-
ma Rating. Failure may indicate an unfavorable or even hostile
reaction; success may indicate acceptance (or at least ambiva-
lence), while success plus will always yield the most favorable re-
sponse possible under the prevailing circumstances. At the
Gamemaster's discretion, reaction die rolls may be employed for
encounters of almost any sort.

Movement

Individuals and creatures can move up to 100 feet in one round'’s
time, plus twenty feet per +1 Speed Rating, or minus ten feet per -
1 Speed Rating. Normal walking speed for most humanoid crea-
tures may be considered to average about 20 feet per round.

Encumbrance

The maximum amount of weight which an average Talislantan hu-
manoid can carry is one hundred pounds, plus fifty pounds per
each additional +1 Strength Rating or minus twenty pounds per
each -1 Strength Rating. At maximum encumbrance, individuals
suffer a penalty of -5 on all ACTION TABLE die rolls related to
movement of any sort. Encumbrance figures for quadrupeds are
doubled.

Hit Points

The average number of hit points which an individual or creature
possesses is determined by race (see Chapter Two: Character
Types). This total is modified, one time only for beginning charac-
ters, by adding or subtracting a number of points equal to the indi-
vidual's Constitution Rating. Thereafter, individuals gain an addi-
tional two hit points per every level of ability gained.

Damage

Damage totals for physical attacks employing natural or other wea-
ponry are modified according to the attacker's Strength Rating
(see Part Four: Combat for details).

Healing

The average individual or creature heals at the rate of two hit
points per day, plus one additional point of healing per +1 Constitu-
tion Rating. Individuals with negative Constitution Ratings heal at
the rate of only one hit point per day.
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Life and Death in the Game

Individuals or creatures reduced to zero or less hit points are ren-
dered unconscious, and considered on the verge of death. The
Gamemaster must roll a d20 (in secret) on the SKILL/ATTRIBUTE
column on the ACTION TABLE, using the victim's Constitution
Rating as a modifier. Additional positive or negative modifiers
may be applied based on how quickly the victim receives aid, the
availability of magical healing (+1 bonus), and the victim's will to
live (Will Rating).

If the modified die result indicates Success Plus, the victim will
make a full recovery (see Recovery) . A result of Success indi-
cates that the victim will recover, but will suffer permanent damage
of some sort. Possibilities include disfiguring scars, reduction of an
Attribute Rating by -1, loss of an eye or appendage, recurring faint-
ing spells or seizures, amnesia, etc (Gamemaster's ruling). Ex-
perienced adventurers may, over the course of time, accumulate
many such "battle scars,” and may eventually have to retire due to
disability.

A result of Failure or Mishap means the victim’s career has come
to an untimely end. Barring a miracle of some sort, the character is
dead.

Recovery

Recovery from serious injury (such as a close brush with death)
always requires a period of convalescence. If the victim receives
immediate magical/alchemical aid (and the complete restoration of
all hit points), he/she may make a full recovery after just a few
hours of sleep. Otherwise, recovery time may range from a day or
two to a week, several weeks, or even longer.

Even with the benefits of magical healing, the victim of a serious in-
jury may lose consciousness, go into shock, and/or experience a
period of weakness, dizziness,or disorientation. The Gamemaster
should roll vs the victim's Constitution Rating anytime such an in-
jury occurs, a result of Failure indicating that the victim suffers
complications of some sort.







(for example, a first level Dracartan desert scout will probably not
_ know how to swim). Anyone who knows a common skill can teach
I it to someone else in two weeks' time.

]

ther with or without weapons. A professional warrior (or similarly

trained individual) of at least third level can teach the simpler com-
! bat skills in two months; Primary Combat takes four years, and
3 Secondary Combat takes two years.

r 2) Combat Skills: Combat skills are talents related to fighting, ei-

]

il 3) Magical/Alchemical Skills: These talents are related to the
esoteric studies of magic and alchemy. A master (level 13+) can
teach the simpler magical or alchemical skills to a qualified appren-
tice in four months' time; Primary Magic takes four years, and Sec-
| ondary Magic takes two years. At the least, Magical Training or A-
| chemical Training must be taken before any other magical/
alchemical skill can be acquired.

4) Performing Talents: These skills are related to the performing
arts, such as music, dance and acting. A performer of at least fifth i
level can teach a performing talent to someone else in two months'
time.

5) Scholarly Pursuits: Scholarly pursuits are talents which can
only be acquired through long and diligent study. A savant(or simi-
larly trained individual) of at least seventh level can teach one of
the scholarly pursuits to a pupil in six months' time.

6) Thieving Talents: Thieving talents are skills usually associat-
ed with criminals, spies, or individuals of ill repute. A rogue (or
similarly trained individual) of at least third level can teach some-
one else a thieving talent in one month's time.

7) Trades and Crafts: These skills include a wide variety of Ta-
lislantan trades and professions. A master craftsman (level 12+)
can teach the basics of a trade or craft in six months' time; until fifth
level, individuals studying a trade or craft are considered on a par
with apprentices.

8) Wilderness Skills: Wilderness skills are talents usually asso-
ciated with hunters, scouts or people who live in uncivilized re-
gions. A hunter (or similarly trained individual) of at least fifth level
can teach someone else a wilderness skill in one month's time.

9) Special Abilities: Special abilities are extraordinary talents
such as racial abilities, inbred traits, and skills acquired as a result
of an exceptionally long period of practice or training. Special abili-
ties may not be acquired as extra-curricular skills.
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® Parry/dodge (optional): This is an attempt to block or evade a
charging/grappling opponent, hand-thrown missile weapon, or oth-
er indirect-fire weapon. To do so, the defender must announce
the intent to parry or dodge before the opponent rolls for the attack.
The defender and opponent then roll simultaneously, as per a
standard attack. If the defender's modified die result is equal to or
greater than the atiacker's roll, the attack is blocked/evaded, and
the defender gains initiative on the following round. If the defender
is unsuccessful, the attacker hits and gains the initiative.

® Player's Cholce: any conceivable type of tactic may be at-
tempted, including tripping, dirty tricks, etc. Results vary according
to the type of tactic employed.

Weapons and Damage

All weapons (including natural weaponry, such as claws, fangs,
eic.) are rated according to their potential for doing damage, typi-
cally expressed as a range (1-4, 1-8, etc.). The COMBAT column
on the ACTION TABLE indicates whether the weapon has done
full damage or only half damage. Bonuses for Strength Rating
and/or enchanted weapons are added to weapon damage totals,
as applicable (see the Weapons List in Chapter Five: Equipment,

for details). Note that a negative Strength Rating does not reduce
the damage done by missile or hand-held weapons unless the
wielder does not have sufficient strength to employ the weapon

(see again: Weapons List, Chapter Five).

Critical Hits

On a natural or modified die total of 20+, the attacker scores a Crit-
ical Hit. A Critical Hit causes double the normal damage for the
type of attack employed, plus allows the attacker to achieve his or
her stated intent (Gamemaster's ruling in all cases).

Disable

An individual, structure, or conveyance which has suffered a Criti-
cal Hit on an Aimed Shot is considered to be Disabled. A living
creature who has been disabled suffers a penalty of -5 on all die
rolls until healed (returned to full Hit Points). The Gamemaster de-
termines whether there are any additional effects, based on the
stated location of the Aimed Shot (for instance, an avian whose
wing was disabled may be unable to fly).

Enchanted Weapons

Enchanted weapons do additional damage, according to their rat-
ing (ranging from +1 to +4). Inthe TALISLANTA game, enchanted
weapons do not increase the wielder's chances to hit.

Miscellaneous Damage Ratings

® Caustic substance (lye, acid, pitch, etc.): 1-8 points

® Drowning/suffocating: 1-8 points (cummulative) per round
® Exposure : up to 20 point per day minus Constitution Rating
® Falling: 1-8 points per ten-foot drop

® Fist: 1-4 plus Strength Rating

® Hunger: 1 point per day

® Kick: 1-6 plus Strength Rating

® Shield bash: 1-4 points plus Strength Rating

® Thirst: 2 points per day (4 points if active or in desert)
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® Torch: 1-4 points plus 1-4 points per round (burning)
® Traps: 1-4 (small), 1-10 (medium), 1-20+ (large)

Missile Weapons

Combat with hand-thrown or device-propelled missiles is similar to
standard combat, provided the targeted individual is aware of the
attack and attempting to evade fire. If not, treat such attempts as
undefended attacks. Similarly, the operators of missile weapons
and siege engines attack as per the undefended attack rule when
firing on stationary targets, fortifications, slow-moving ships and
conveyances, etc. (See Ranges for Missile Weapons for more de-
tails.)

Ranges for Missile Weapons

The following is a list of effective ranges for Talislantan missile
weapons. Maximum range may be computed by doubling the
ranges given.

Note that any attempt to hit a target that is out of a missile weap-
on's effective range is subject to a -5 penalty on the ACTION
TABLE die roll unless the attacker is using a bow and possesses
the skill, Archery.

WEAPON TYPE RANGE
Any hand-thrown weapon 50 ft. (+10 ft. per +1 STR)
Ballista, heavy** 500 ft.
Ballista, light" 200 ft.
Bladestaff* 20ft.
Blow gun 50 ft.
Catapult, heavy™ 1000 ft.
Catapult, light* 100 ft.
Crossbow, heavy*™* 200 ft.
Crossbow, light* 150 ft.
Dart-thrower (Vardune) 751t
Fire-thrower (Arim, Urag)** 500 ft.

Flange-bow (Oceanus)** 100 ft. (20 ft. underwater)

Hurlant (Dracarta)* 100 ft.
Hurlant, ship’s (Dracarta)* 500 ft.
Hurlant, siege (Dracarta)** 1000 ft.
Krin (Harak)** 100 ft.
Short bow 150 ft.
Sling 100 ft.
Spring-knife (Kasmir)* 10t

Rate of Fire for Missile Weapons

* = once every other round
** = once every three rounds
All others = once per round



Armor and Protection

Armor (including natural armor, such as a hide, scales, etc.) af-
fords protection by reducing the amount of damage sustained
from magical or non-magical attack. Heavier types of armor afford
the greatest protection, but can reduce the wearer's mobility. The
following is a list of armor types, indicating the minimum Strength
Rating required to wear without being encumbered, protection af-
forded, and cost.

TYPE STR PROTECT. COST
Battle armor (full suit) +5 5 2000+ G.L.
Plate mail (partial plate) +4 4 500+ G.L.
Full Garde +3 3 (limbsonly) 50G.L
Dragon hide/Scale mail +2 3 300+ G.L.
Chain mail +1 2 200+ G.L.
Land/mangenel lizard hide  +1 2 100+ G.L.
Leather/padded cloth/fur — 1 1-4G.L.

Notes: STR figures listed for metal armor are as per black iron; re-
duce by one for red iron (1/2 as heavy as black iron), or by two for
blue iron (1/4 as heavy as black iron). Note that metal armor af-
fords no protection from electrical attacks. Also, unarmored parts
are vulnerable to Aimed Shots (see Tactics).

Enchanted Armor

Enchanted armor may be made impervious to a specific attack
form (fire, cold, energy, etc.) or may be made to reduce damage,
according fo its rating (ranging from +1 to +4). In either case, the
protection conferred applies to magical and non-magical attack
forms.

Defensive Capabilities

The number of assailants which an individual can effectively de-
fend against in simultaneous combat is equal to the defender's
Combat Rating divided by two. A shield increases this total by +1,
orby +2 if it is enchanted. If the number of assailants facing a sin-
gle opponent exceeds his or her defensive capabilities, the
"additional” assailants gain undefended attacks (q.v.).

Undefended Attacks

An undefended attack is an attack against an individual who, for
whatever reason, is unable to defend himseli/herself, An individu-
al may suffer one or more undefended attacks if caught in an am-
bush, struck from behind, surprised, stunned, or faced with over-
whelming odds. In game terms, an individual who is subject to an
undefended attack is treated as if he/she has a Combat Rating of
"zero."

Retreat

Individuals who attempt to flee from any close-quarters combat sit-
uation subject themselves to one round of undefended attack by
their opponents. Two alternatives to this hazardous option are the
"fighting withdrawal” and diversion. In the first instance, the object
is fo fall back while continuing to fight. In the second instance, one
or more members of the withdrawing force attempt to create a di-
version, hoping to distract their antagonists and so effect an es-
cape. The Gamemaster determines if any attempt at diversion will
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succeed, based on the type of distraction employed and the nature
of the antagonists.

Ambush and Surprise
The Stealth and Ambush skills allow individuals to gain an unde-
fended attack by taking an enemy by surprise or from behind.
Characters and creatures who do not possess such skills must ac-
cept a non-proficiency penalty (-5 on the die roll) if attempting an
ambush. Intended victims are allowed a chance to detect the am-
bush in advance, but only if they have declared themsaslves tobe in
a state of alertness (roll on the SKILL/ACTION column of the AC-
TION TABLE, using Perception Rating as a modifier in this case).
If not, the effectiveness of the ambush is checked by rolling on the
SKILL/ACTION column, the intended victim's Perception Rating
being employed as a modifier vs the ambush attempt.

Chase and Escape
A chase or attempted escape is resolved as follows:

1) Determine how much distance separates the pursuer from the
intended victim. Estimate how many rounds it would take the pur-
suer to cover this distance.

2) Compare the Speed Ratings of the pursuer and the intended
victim. If the intended victim's Speed Rating is higher, only a de
lay of some sort should prevent a successful escape.

3) If the pursuer is faster, convert the differential in Speed Ratings
into rounds (each +1 difference = 1 round). This figure is equal to
the number of rounds the pursuer gains on the intended victim with
each round of chase. When this figure matches the figure derived
from step 1, the intended victim will be overtaken, and may be cap-
tured.

Additional Combat Modifiers (optional)
® Charge: +2

® Taking cover: - 1 per 10% cover (GM's ruling)

® Attack/defend from above: +1

® Attack/defend from below: -1

® Mounted opponent vs unmounted opponent: +2












CHAPTER TWO: CHARACTER TYPES

Description of Character Types

The following is a list of character types native to the world of Ta-
lislanta. Each entry represents an "average” first level member
of the type depicted, and requires only a few modifications in or-
der to be ready for use in the game (see the corresponding rules
sections for detailed descriptions of attributes, skills, etc.).

The format used to describe each character type is as follows:
1) RACE/NATIONALITY and PROFESSION

2) SIZE: Physical proportions (height, weight, etc.), usually ex-
pressed as a range.

3) PHYSICAL CHARACTERISTICS: Distinguishing fea-
tures, bodily form, etc.

4) ATTRIBUTES: Only exceptional attributes will be listed
here; any attribute not listed should be considered of average
rating ("zero" modifier).

5) HIT POINTS: Average number of hit points possessed at
first level; modify according to Constitution Rating (add +2 points
per level of ability if creating a high level character).

6) SPECIAL ABILITIES: Racial or other abilities not related
to profession.

7) SKILLS: Skills learned as a result of the character's back-
ground and/or profession.

8) EQUIPMENT/POSSESSIONS: Basic equipment and
items owned by an average first level character of the type being
described.

9) WEALTH: Amount of wealth possessed by an average first
level character of the type being depicted. Multiply the figure giv-
en here by the type of die indicated (d6, d8, etc.) to determine the
character's starting wealth. To create higher level characters,
use the same procedure, then multiply the total arrived at by the
character's level of ability.

10) COMMENTS: Listed here will be any behaviorisms, cus-
toms, beliefs or general motives peculiar to the type of character
being depicted, along with any other information worthy of men-
tion.
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robes and gloves of black satin, black iron and silver-bound spell
book, staff.

WEALTH: Unknown

COMMENTS: The Black Savants are greatly feared by other
folk. They avoid contact with outsiders, and communicate mainly
by means of arcane signs and gestures. Consequently, very
little is known of their isolated homeland, their culture or their mo-
tives. The esteemed sorcerer Korak stated that, despite their
foreboding appearence, the Black Savants posed no threat to
man, but were the avowed enemies of Demonkind. As to the
Black Savants' purported dealings with devils and other Under-
world entities, Korak was uncharacteristically silent. Others
have suggested that these strange folk originate not from the is-
land of Nefaratus, as is generally believed, but from the mysteri-
ous land of Khazad. It is perhaps of interest to note that the
Jaka of Yrmania claim that the Black Savants are not truly alive,
or at least, not in the usual sense.

BODOR MUSICIAN

SIZE: 5'-5'6", 180-240+ Ibs.

PHYSICAL CHARACTERISTICS: Amber skin, round-faced,
portly build.

ATTRIBUTES: INT +1, DEX +3, STR -1, PER +3

HIT POINTS: 10

SPECIAL ABILITIES: Bodorian sound-sight (see SKILLS:
SPECIAL ABILITIES).

SKILLS: Musicianship (any three instruments), diplomacy,
merchantArader (selling services as musician).
EQUIPMENT/POSSESSIONS: Three musical instruments
(see COMMENTS), Bodor smock, blousy pantaloons, chain-loop
ear-rings and bracelets of lacquered metal, traveler's satchel.
WEALTH: d10 x 5 gold lumens plus as many silver pieces.

[FCEREECING © %6

COMMENTS: Bodor are consummate musicians. Their favorite
instruments include the tambour (tuned drums), glass flute, glass
bells, the intricate spiralhorn, and the four-man bellows-pipes.
Most travel in musical troupes, seldom staying in one place for
any great length of time. Bodor are naturally inquisitive, and are
perceptive to the emotions of other races.

CALLIDIAN CRYPTOMANCER

SIZE: 6'-6'7", 140-180 lbs.

PHYSICAL CHARACTERISTICS: Orange skin, large crani-
um, narrow build.

ATTRIBUTES: INT +4, PER +2, DEX -2, CON +1

HIT POINTS: 14

SPECIAL ABILITIES: Speak inTongues (see COMMENTS )
SKILLS: Secondary magic, arcane lore, cryptography, inscribe
spells, cartography, linguistics (unlimited), enchant items.
EQUIPMENT/POSSESSIONS: Starched headdress and
robes of yellow linen, leather-bound spellbook,magnifying crystal
(for examining scripts and symbols), 2-8 scrolls/reference works
(on ancient scripts, cryptology, symbology, etc.), pack or shoul-
der satchel, pouch with quill pens and inks.

WEALTH: d10 x 10 gold lumens in various currencies.
COMMENTS: The Callidians are a race of highly intelligent be-
ings whose ancestors were displaced by the Great Disaster.
They possess the ability to "speak in tongues", i.e., to compre-
hend and converse in any language. Their natural abilities, com-
bined with an intense interest in the study of cryptography and
linguistics, has caused them to be much in demand as scribes,
translators, and cartographers (Callidians are experts at analyz-
ing almost any type of chart, map, or written work). The race is
said to be dying out, and only a few hundred Callidians remain on
the continent.






















merchant/trader.

EQUIPMENT/POSSESSIONS: Grey cloth arm and leg wrap-
pings, loincloth, shoulder pouch, dagger, choice of second weap-
on, dredging net, flask of liquor.

WEALTH: d20 x 5 gold lumens in amber, gold, and small sap-
phires.

COMMENTS: Jhangaran Mud-Miners make their living by dredg-
ing the swamps of Jhangara for amber, gold and sapphires. They
despise the Jhangaran Marsh Hunters, and vice versa (see JHAN-
GARAN MARSH-HUNTER).

JHANGARAN OUTCAST

SIZE: 5'7"-6'7", 100-200 Ibs.

PHYSICAL CHARACTERISTICS: As per Marsh-Hunter, possi-
ble signs of disease/disability.

ATTRIBUTES: CHA -20 (with regard to non-outcast Jhanga-
rans).

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: As per former status (see COMMENTS)
EQUIPMENT/POSSESSIONS: Red cloth arm and leg wrap-
pings, sack, shoulder pouch, loincloth.

WEALTH: d20 x 10 gold lumens in mixed coins and other offer-
ings.

COMMENTS: Jhangaran Outcasts are greatly feared by their
people, who believe that they bear with them the stigma of doom.
A Jhangaran who is so much as touched by one of "the cursed

ones” is immediately branded an Outcast. The Jhangarans will not
dare to harm an Outcast, believing that such an action will bring
down unlimited grief upon themselves and their families.

KANG TRACKER

SIZE: 6'-6'8", 120-220 lbs.

PHYSICAL CHARACTERISTICS: Crimson skin,
tures, white eyes, long black hair (worn in queue).
ATTRIBUTES: PER +2, STR +2, CON +3

HIT POINTS: 15

SPECIAL ABILITIES: None

SKILLS: Secondary combat, mounted combat, tracking, beast
trainer, stalking.

EQUIPMENT/POSSESSIONS: Strider hide armor, gauntlets
and high boots, cloak, light crossbow with quiver and twelve quar-
rels, dagger, pouch, tarkus tracking beast with black iron chain and
muzzle, feedbag.

WEALTH: d20 x 10 gold lumens (the Kang are well-paid mercen-
aries of the Quan).

COMMENTS: Kang trackers are renowned less for their skill
(their hunting beasts do most of the tracking) than for their tenacity
and merciless efficiency. They are employed as scouts, border
troops, and to hunt down criminals, dissidents and escaped
slaves. The majority of Kang found in the Western Lands are de-
serters or rebels who have fled the Quan Empire, though some
may be loyalists sent to track down fugitives who have escaped
from the Empire.

hard fea-
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SINDARAN COLLECTOR

SIZE: 7'-7'4", 180-220 lbs.

PHYSICAL CHARACTERISTICS: Rough sandy-hued skin,
narrow eyes, ridge of six horn-like protrusions running along crest
of skull, bony chin spur, emaciated appearance.

ATTRIBUTES: INT +8, WILL +4, STR -1

HIT POINTS: 10

SPECIAL ABILITIES: Dual-encephalon .

SKILLS: Alchemical training, any four scholarly pursuits (one
side of brain), secondary combat and any two trades or crafts (sec-
ond side of brain).

EQUIPMENT/POSSESSIONS: Silk loincloth (or kaftan, for fe-
males), arm and leg bracers, cape, bandolier pouches (with 2-12
amber glass vials of toxic powder), silver blowtube, silver ear-rings
and necklace, trivarian (see COMMENTS), collection(scrolls, curi-
os, antiques, or some other category of collectibles), alchemical
apparatus, flask of skoryx (Sindaran liquor).

WEALTH: d20 x 100 gold lumens in mixed coins and collectibles.

COMMENTS: The Sindarans, with their two-sided brains, are a
race possessed of extraordinary intellectual capabilities. They are
ambidextrous, can concentrate on two different subjects simulta-
neously, and can avert the need for sleep by resting one side of the
brain at a time. Despite their exceptional intelligence, Sindarans
are inexplicably unable to master the art of magic. The more obsti-
nate sorts occasionally try anyway, often with disasterous results;
such individuals are called "Sindra", a respectful

erm meaning "demented one”. Similarly, severe mental disorders
can also occur if a Sindaran suffers damage 1o the ridge of bony
protrusions, which runs along the crest of the skull. Compulsive

and eccentric behavior is especially common among Sindarans,
particularly as regards their obsession with collecting things (such
as antique artifacts, books, scrolls, curios, etc.). They are likewise
fascinated with the study of Alchemy, and are practically adicted to
trivarian, a complex game which is largely incomprehensible to
non-Sindarans.

STRYX NECROMANCER

SIZE: 5'10"-6'2", 140-180 Ibs., wingspan 20’

PHYSICAL CHARACTERISTICS: Grey and black feathers
leathery wings, horns, vulture-like features, clawed appendages.
ATTRIBUTES: INT +2, PER +3, STR -1, SPD +5 (airborne; -1 on
the ground).

HIT POINTS: 10

SPECIAL ABILITIES: Flight, superior night vision, detect carrion
by scent (range: 5 miles).

SKILLS: Secondary magic, concoct poisons, cult rituals, primitive
magical talents, combat training, inscribe spells.
EQUIPMENT/POSSESSIONS: Animal hide loincloth, black iron
bracers, scroll of spells (animal hide with bone case), bone or iron
dagger.

WEALTH: d20 x 10 gold lumens in mixed coins, gemstones and
miscellaneous baubles.

COMMENTS: Stryx are a race of avian humanoids resemblin-
ghorned, vulture-like demons. They revere Taryx, the "scavenger
of souls®, a creature purported to be a minion of the entity known
as Death. Stryx Necromancers call themselves the servants of
Taryx, and perform grisly sacrificial rituals in honor of their morbid
patron. The Taryx cult has adherents throughout Urag.
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ZA BANDIT

SIZE: 5'6"-6', 90-190 Ibs.

PHYSICAL CHARACTERISTICS: Wrinkled yellow-green skin,
deep-set eyes, shaved skull, males wear mustache in long braids.
ATTRIBUTES: INT -1, WILL -1, STR +2, CON +4

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary combat, mounted combat, tracking, stalking,
scout, camouflage, appaise treasure.
EQUIPMENT/POSSESSIONS: Loincloth, head bank, necklace
of hammered black iron discs, armbands, horn short bow with
quiver of twenty barbed arrows, Za broadsword dagger, Greymane
steed (mane and tail braided).

WEALTH: d10 x 5 gold lumens in mixed coins and plunder.
COMMENTS: Za are fierce and cruel, seldom taking prisoners in
their raids (except Za slavers; see below). It is their custom to
drink the blood of valorous opponents from skull cups in the belief
that this will bestow upon them an additional measure of courage
and strength. Clans who have lost their leader sometimes hire out
as mercenaries, often in Faradun. A small number of the clans en-
gage in slave-trading, raiding small villages, outposts, and cara-
vans.

ZANDIR CHARLATAN

SIZE: 5'6"-6', 100-180 |bs.

PHYSICAL CHARACTERISTICS: Topaz skin (enhanced with
colored pigments), black hair, green eyes.

ATTRIBUTES: INT +2, WILL -2

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary magic, legerdemain, oratory, concoct elixirs,
concoct powders, magical operations, combat training, any two
thieving talents (except ASSASSINATE).
EQUIPMENT/POSSESSIONS: Cape of silken brocade, velvet
blouse and trousers, curl-toed boots, hair confined in silver bands,
leather-bound spell book, pouch (with 1-4 elixirs), choice of one
weapon.

WEALTH: d20 x 5 gold lumens in Zandir crescents.
COMMENTS: Zandir Charlatans are regarded as seers of the
Paradoxist cult by their people, and so are much admired in Zan-
du. Elsewhere, they are considered to be on a par with mounte-
banks, frauds and other con-artists. Like all Zandir, they are amor-
ous and hot-blooded, and have a great dislike for the Orthodoxists
of Aaman, their traditional enemies.
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ZANDIR SWORDSMAGE

SIZE: 5'6"™-6'2", 100-200 Ibs.

PHYSICAL CHARACTERISTICS: Topaz skin (enhanced with
colored pigments), black hair, steel-gray eyes.

ATTRIBUTES: INT +1, DEX +2, SPD 42

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Secondary Magic, Secondary Combat.
EQUIPMENT/POSSESSIONS: Velveteen cloak, leather shirt
and breeches, high-top boots, sash, gloves, dueling sword, dag-
ger.

WEALTH: d20 x 10 gold lumens.

COMMENTS: Zandir Swordsmages are members of a class of
professional duelists, known in Zandu as the Certaments. They
earn a living by duseling for wagers, or by hiring out as bodyguards
for wealthy Zandir nobles. The Sultan of Zandu has a personal ret-
inue of some forty expert Swordsmages at his beck and call.

ZANDIR SWORDSMAN/SWORDSWOMAN

SIZE: 5'6"-6'2", 100-190 Ibs.

PHYSICAL CHARACTERISTICS: Topaz skin (enhanced with
colored pigments), black hair, green eyes

ATTRIBUTES: WILL -2, STR +1, DEX +2, SPD +1

HIT POINTS: 12

SPECIAL ABILITIES: None

SKILLS: Primary combat, Zandir blademanship, mounted com-
bat.

EQUIPMENT/POSSESSIONS: Dueling sword, dagger, suit of
fine black iron chain mail, cloak, knee-high boots, wineskin, Grey-
mane steed.

WEALTH: d20 x 10 gold lumens (if in the service of the Sultan;
half this if mercenary)

COMMENTS: Zandir Swordsmen and Swordswomen are consid-
ered unmatched in the use of dueling sword. Like all Zandir, they
are amorous and prone to frivolous behavior, and so are not al-
ways well-regarded as mercenaries (see ZANDIR CHARLATAN).
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CHAPTER THREE: SKILLS

COMMON SKILLS
Additional language
Barter

Conveyance
Cooking

Haggling

Literacy

Riding

Signal

Swimming

COMBAT SKILLS
Primary combat
Secondary combat
Combat training
Archery

Atillerist

Command

Kanquan
Mandaquan
Mounted combat
Tazian combat
Weaponless Combat

MAGICAL/ALCHEMICAL
SKILLS

Primary magic
Secondary magic

Magic training
Alchemical operations
Alchemical training
Concoct elixirs

Concoct poisons
Concoct potions
Construct automaton
Create dream essence
Create homonculous
Create simulacrum

Cult rituals

Enchant items

Inscribe spells

Magical operations
Primitive magical talents
Sorcerous Hybridization
Technomancy
Thaumaturgic operations

LIST OF SKILLS

PERFORMING TALENTS
Acting

Acrobatics

Art

Dance
Knife-throwing
Legerdemain
Musicianship
Oratory

Sideshow Talents
Song

SCHOLARLY PURSUITS
Antiquarian lore
Arcane lore

Astrology

Cartography
Cryptography
Diplomacy

Geography
Horticulture
Linguistics
Metaphysical doctrines
Talislantan culture
Talislantan history

THIEVING TALENTS
Appraise slaves
Appraise treasure
Assassinate
Bribe

Coerce

Con
Counterfeiting
Espionage
Forgery
Gambling

Hide
Interrogate
Lip-reading
Lock picking
Pick pockets
Sabotage
Seduce
Stealth

Street Fighting
Streetwise
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Swipe
Tailing
Torture
Traps
Underworld
Waylay

TRADES AND CRAFTS
Administrator
Agriculturist
Armorer
Artificer
Artisan

Beast handler
Brewer/vintner
Caravan master
Engineer
Healer
Laborer
Litigant
Merchant/trader
Navigator/pilot
Weaponer

WILDERNESS SKILLS
Ambush

Beast lore
Camouflage

Herb lore
Hunting/Fishing
Identify flora and fauna
Mountain climbing
Scout

Snares

Stalking

Tracking

Wilderness survival

SPECIAL ABILITIES
Bodorian sound-sight
Commune with nature
Dual-encephalon
Influence plants

Natural Telempath
Shape-change

Sixth Sense
Spell-weaving
Spirit-tracking



Background

The following is a list of possible backgrounds for characters in
the TALISLANTA game. Players should review the list of
choices and pick one which best suits the type of character that
they have chosen to play.

Under the description of each background is a list of the types of
Common Skills which characters of a particular back ground may
have acquired during the early part of their (pre-game) careers.
Each player is allowed to pick up to three Comon Skills related to
his or her background.

CITY-DWELLER: Individuals of this background were raised in
a city or other relatively large and civilized settlement. They are
familiar with the ways of civilized peoples, including their cus-
toms, laws, and mores. Individuals who do not hail from this
background can easily become lost or disoriented in any large or
unfamiliar city. Conversely, city-dwellers are often woefully un-
suited to survival in uncivilized locales.

Choice of Additional Skills: Up to three of the following:
any Common Skill, Streetwise, Laborer, MerchantArader, Admin-
istrator.

VILLAGER: Individuals of this background will have been
raised in a small village or other relatively primitive settlement,
typically with a population of under 5,000 . They will have knowl-
edge of the customs of their native people, including familiarity
with local laws, traditions and the village's main source of liveli-
hood (agricultural, fishing, mining, warfare, etc.). Outsiders tend
to stand out in close-knit communities of this sort, where, for the
most part,everyone knows each other.

Choice of Additiona Skills: Up to three of the following:
any Common Skill, Agriculturist, Hunting/Fishing, Identify Flora/
Fauna, Healer.

NOMAD: Individuals of this background will have been raised
among a nomadic tribe or clan. They will have knowledge of their
people's customs, including familiarity with tribal laws and be-
liefs, the migratory habits of herd animals, and so forth. Nomads
tend to find cities too confining , and village life too sedentary, for
their tastes. City and village dwellers often regard individuals of
this background as barbarians.

Choice of aditional Skills: Up to three of the following: any
Common Skill, Wilderness Survival, Identify Flora/ Fauna, Hunt-
ing/Fishing, Beast Handler,

OUTCAST: Individuals of this background have either fled or
been driven from their native land, or have chosen to live outside
of the law. As such, outcasts have no culture except as pertains
to those of their own kind, and are generally shunned by other
peoples

Choice of Additional Skills: Up to three Common Skills.
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Common Skills

Beginning characters may choose to be proficient in any three
common skills related to their background. Additional common
skills may be acquired later as extra-curricular skills.

Cost to Acquire: two experience points per skill.

A list of Common Skills follows:

ADDITIONAL LANGUAGE: Fluency in a language other than
one's native tongue. See CHAPTER SIX for a list of the languag-
es spoken in Talislanta.

BARTER: Ability fo obtain a fair value in any exchange of goods
which does not involve the use of currency. Without this skill, in-
dividuals may expect to suffer a loss of 10-40 percent on any
barter transaction.

CONVEYANCE: Ability to operate a single type of simple land
or waterborne conveyance, such as a cart, wagon, raft, canoe,
small skiff or punt, etc.

COOKING: The ability to prepare food in such a way as to en-
sure that it will be edible and reasonably good-tasting. Individu-
als without this skill will not be able to make such a claim.

HAGGLING: Ability to obtain fair value when purchasing or sell-
ing goods, typically from a merchant, shop owner, etc. Without
this skill, individuals may expect to suffer a loss of 10-40 percent
on any transaction involving currency.

LITERACY: Ability to read and write a language. Note that an
individual may be conversant in a given tongue but unable to read
or write the language, or vice versa

RIDING: Ability to control one type of steed under normal (non-
combat) conditions.

SIGNAL: Ability to communicate by means of smoke signals,

drums, reflective crystals, etc.

SWIMMING: Ability to keep afloat and maneuver unassisted in
the water,



























Performing Talents

The following is a list of Performing Talents available to charac-
ters in the TALISLANTA game.

Cost to acquire: 10 experience points, except as noted.

ACROBATICS: Ability to perform a variety of acrobatic maneu-
vers, including tight-rope walking, tumbling, leaping, vaulting,
juggling, pratfalling (falling up to twenty feet without taking dam-
age), and scaling walls.

Modifiers: Complexity of stunt being attempted, performer's
DEX.

ACTING: Individuals with this talent will be able to perform any
of the skills normally associated with thespians; i.e., engage an
audience's attention, memorize lines, convey a range of emo-
tions, impersonate other individuals or character types, and so
on.

Modifier: CHA

ART: (In Talislanta, considered one of "the performing arts")
Ability to produce aesthetic creations of a visual nature, such as
paintings, tapestries, panoramas, sculptures, etc.

Modifiers: INT, WILL, PER.

DANCE: Ability to perform popular, expressive or ritual dances.

Popular Talislantan dances include the light-hearted caperetto,
the romantic avante, and the formal sauntre (eastern or western
kingdoms styles); expressive dances include the seductive
Dance of the Diaphanous Veils (Batrean), the Dance of Exotic
Passions (Mandalan), and the Dance of the Rainbow Plumes

(Sawilu). Many cults and religions have their own ritual dances,
such as the ritual of spirit calling (Chana Witchmen), the Dance of
Death (Rajan Necromancers), the Celebration of Terra (Durne
Gnomekin), the Kang's sword dance, and so on.

Modifiers: DEX and CHA of dancer.

KNIFE-THROWING: This performing talent is virtually indistin-
guishable from a standard proficiency with the common (Arimite)
throwing knife. Its primary attraction is that it allows performers
and other non-martial character types to acquire a weapon profi-
ciency without having to expend experience points on such cost-
ly skills as Primary or Secondary Combat. One throw per round is
the maximum for this talent, regardless of level. Note that when
employing this skill, characters use their Skill Rating (and roll on
the SKILL/ATTRIBUTE column of the ACTION TABLE) not
their Combat Rating.

Modifier: DEX.

LEGERDEMAIN: Ability to perform various tricks and sleights
of hand, including card tricks, palming (concealing small objects
in the hand), passing or switching small objects without being de-
tected, ventriloquism, and so on. Individuals with this talent may
employ it to cheat or *fix" any game of chance, or detect cheat-
ers.

Modifiers: DEX, SPD and INT of the performer.

MUSICIANSHIP: Ability to play one of the various types of
musical instruments found in Talislanta, such as the gossamer
harp, glass flute, tambour, gongs, water chimes, etc.

63

ORATORY: Ability to engage the attention of an audience
(small or large) and to effect a desired response among listeners,
such as sympathy, antipathy, fascination, etc. An orator may
use his or her skills to incite a crowd to action, calm a hostile
mob, create a diversion, and so on. Failure means the crowd
pays little heed to the speaker; a result of Mishap could result in
the crowd becoming angry or even violent towards the speaker.
Modiflers: Relative receptiveness of the audience (Gamemas-
ter's ruling), CHA of the orator.

SIDESHOW TALENTS: Ability to perform such unusual feats
as sword swallowing, fire-breathing, contortion, escape (from
bonds only, unless the thieving talent, Lock Picking, is also
known), and so on.

Modifiers: DEX of performer.

SONG: Ability to effect emotional responses by the use of
song. Possible uses include the furthering of romantic interests,
diversion, singing to earn a meal and/or a place to sleep, stirring
interest in a cause of some sort, and so on. The Sawilu tribes of
the Crescent Isles use songs to weave spells, a secret known
only to their people.

Modifiers: Receptiveness of audience, CHA of singer.







Thieving Talents

The following is a list of Thieving Talents available to characters
in the TALISLANTA game.

Cost to acquire: 10 experience points, except as noted.

APPRAISE SLAVES: Ability to determine the strength, health
and basic attributes of humanoids to be used as slaves.
Modifiers: Slaver's (or buyer's) INT.

APPRAISE TREASURE: Ability to determine the approximate
worth of any valuables, rarities, or ill-gotten gains.
Modifier: INT.

ASSASSINATE: Ability to kill with a single blow or attack, de-
livered from hiding or otherwise by surprise. Note that individuals
with this skill are considered outlaws in many lands; excluding,
perhaps, Arim and Rajanistan.

Modifiers: Intended victim's CON and PER, assassin's SPD
and DEX.

BRIBE: Ability to influence by promises of wealth.
Modifiers: Intended victim's WILL, briber's CHA.

COERCE: Ability to influence by threats or violent actions.
Modifiers: Attempted victim's WILL, coercer's CHA and STR.

CON: Ability to deceive other individuals without arousing their
suspicion, and/or to win their trust by deceitful means.
Modifiers: Intended victim's INT, con's INT and CHA.

COUNTERFEITING: Ability to create relatively worthless rep-
licas of coins, cut stones, or other valuables, which are practical-
ly indistiguishable from the genuine articles.

Modifiers: Complexity of item (Gamemaster's ruling), counter-
feiter's INT and DEX.

ESPIONAGE: Proficiency in the time-honored art of acquiring
information by covert means; typically, by infiltrating a group,
agency, cult, etc., and pretending to be "one of them”. Other
less drastic methods are possible as well, such as plying individ-
uals with intoxicants, lurking unseen in hallways or closets, and
so on. Roll on the SKILL/ATTRIBUTE column of the ACTION
TABLE once per day for undercover work (or as would be appli-
cable for other operations) to determine if an individual with this
talent uncovers any information. Note that a result of Failure may
indicate that the spy's activities have aroused the suspicions of
other individuals; worse, a result of Mishap means that the spy
has been discovered to be an infiltrator. Modifiers: INT, CHA,
and PER vs the Gamemaster's appraisal of the difficulties en-
tailed in a given operation. Additional bonuses may be awarded if
the spy is also proficient in the skills, Disguise, Con, Bribery, Se-
duce, or Acting, as applicable.

FORGERY: Ability to duplicate written documents, seals, sig-
natures, eic.

Modifiers: Complexity of document (Gamemaster's ruling),
forger's INT and DEX.
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GAMBLING: Familiarity with any of a variety of games inveolving
skill, luck and chance, including the ability to detect (or engage
in) illicit methods of determining the outcome of such contests.
Modifiers: INT and PER of participants (+DEX if cheating).

HIDE: Avoid detection by lurking in darkness, behind cover, in a
place of concealment, etc.

Modifiers: PER and general state of alertness (Gamemaster's
ruling) of individuals being avoided, thief's INT and DEX.

INTERROGATE: Ability to acquire information by psychologi-
cal intimidation, or by more subtle verbal methods.
Modifiers: Intended victim's WILL, interrogator's CHA and INT.

LIP-READING: Ability to eavesdrop by watching a speaker's
lips, and reading what he or she is saying. The practical range of
this ability may be enhanced by the use of a spy glass. seeing
stone, or other optical device.

Modiflers: Distance and visibility (Gamemaster's ruling), lip-
reader’'s PER.

LOCK PICKING: Foiling locks by the employment of thieves'
tools. One attempt is allowed per mechanism; if the thief cannot
open a particular lock, the lock is considered to be beyond his or
her present capabilities.

Modifiers: Complexity of lock (Gamemaster's ruling), lock
picker's DEX.

PICK POCKETS: Theft by sleight-of-hand.
Modifiers: Intended victim's PER, pick pocket's DEX.

SABOTAGE: This is the ability to disable or destroy most types
of mechanisms, conveyances, structures, etc., typically, by
covert means. A skilled saboteur can achieve either of these ob-
jectives by the most expedient means (causing half the damage
total normally needed to yield such results; see DAMAGE RAT-
INGS ; Chapter Five, for more details). The time required to sabo-
tage a given target depends to a great extent upon the tools
available to the saboteur; i.e., player characters with this skill
cannot just tell the GM that they are "going to sabotage" some-
thing, but must also give some indication as to how this will be
done. Note that all Yassan technomancers and engineers pos-
sess falents equivalent to this skill. Modifier: INT.

SEDUCE: Ability to influence by charm, intimation and sugges-
tion.

Modifiers: Intended victim's WILL, seducer's CHA.

STEALTH: Move silently, a talent which can be employed in
conjunction with many thieving skills.

Maodifiers: PER and general state of alertnass (Gamemaster's
ruling) of individuals/creatures in the vicinity, DEX of individual
moving stealthily.

STREET-FIGHTING: This is the thieves' equivalent of the
combat skill, Weaponless Combat, and includes such "dirty
tricks" as eye-gouging, biting, using available items as weapons,
blinding opponents by throwing substances in their eyes, trip-
ping, shov-ing, and so forth. The street-fighter should inform the
Gamemasterwhich tactic he or she plans to use prior to the start
of each combat round.



STREETWISE: Knowledge of the typical scams and cons run
by the least reputable members of a city's population, such as
beggars, pick pockets, gamblers, charlatans, peddlers, etc. In-
dividuals without this skill are considered to be "marks" (fair game
for any likely scam) by disreputable city dwellers.

Modifiers: INT, CHA

SWIPE: Ability to steal (palm) any relatively small object with-
out getting caught. The object must be visible (or its location
known), and cannot be on the person or in the possession of an-
other creature or being.

Modiflers: Prevailing conditions (Gamemaster's ruling), thief's
DEX.

TAILING: Ability to follow an individual without being detected.
It is also possible to use this skill to determine if an individual is
being followed by others.
Modifiers: Intended victim's PER, tail's INT (SPD a possible
factor for either or both).

TORTURE: Ability to acquire information by unsubtle, physical
methods. Failure can result in accidental death of individual be-
ing tortured.

Modifiers: Intended victim's WILL and CON, torturer's DEX.

TRAPS: Ability to detect, disarm or set traps.
Modifiers: Complexity of trap (Gamemaster's ruling), DEX and
PER.

UNDERWORLD: Intimate knowledge of the customs peculiar
to criminal groups or arganizations, such as thieves, highway-
men, assassins, smugglers, etc.

Modifiers: INT, CHA

WAYLAY: Ability to knock an individual unconscious with a sin-
gle blow, delivered from hiding or otherwise by surprise.
Modifiers: Intended victim's CON and PER, rogue's STR and
DEX.
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Trades and Crafts

The following is a list of Trades and Crafts available to characters
in the TALISLANTA game.

Cost to acquire: 20 experience points, except as noted.

ADMINISTRATOR: Ability to command subordinates and
oversee all details crucial to the operation of a business, govern-
ment agency, or other related venture.

Modifiers: Complexity of operation, INT of administrator.

AGRICULTURIST: Skilled at planting/producing and harvest-
ing one of the following crops: viridia, subterranean crystals,
mushrooms/fungi, Mandalan silk, thistledown, timber, foodstuffs,
herbs, etc.

ANIMAL HANDLER: Skilled at capture, taming, training,
breeding wild beasts. Taming takes one week (per every three
levels of ability with regard to the beast in question); training to
perform a single task on command (carry a rider, attack, guard,
etc.) takes an additional four weeks, longer if the beast is partic-
ularly fierce, stupid, or stubborn in nature,

Modifiers: Nature of the untamed beast (Gamemaster's ruling),
animal handler's\CHA).

ARMORER: Skilled at fashioning protective apparel and gear
using hide, bone, or metal. Type of material and style of armor is
usually dictated by region, culture, and/or availability of goods.
Modifier: DEX.

ARTIFICER: Skilled at fashioning useful and/or decorative
wares and items from one of the following materials: crystal,
black iron, red iron, blue iron, adamant, black adamant, stone,
wood, bone, clay (pottery), silver, gold, copper/brass, gem-
stones, fine fabrics (clothier). Artificers can identify their own/
rivals' handiwork, and appraise any item which they themselves
can produce.

Modifiers: INT, DEX.

ARTISAN: Skilled builders and craftsmen specializing in one of
the following: windships, levitationals, duneships, wind funnels,
siege hurlants, ice schooners, land barges, dragon barques,
pleasure barges, sea galleys, etc.; also, any type of major or
elaborate construction utilizing stone, glass, metal or wood.
Modifiers: INT, DEX.

BREWER/VINTNER: Skilled at brewing/distilling/concocting
one of the following: wine, ale, Arimite liquor (chakos), Arduan
vinesap, Thaecian nectar, Imrian brine, Mandalan blossom wine,
etc.

CARAVAN MASTER: Skilled at outfitting and running overland
caravans, and overseeing any of the following: requisitioning
supplies, managing teams of drivers, loading/off-loading goods
and materials, organizing defense against attacks by bandits
and other predators, making/breaking camp, fording/crossing riv-
ers and bridges in orderly fashion, etc.

ENGINEER: Ability to design and oversee construction of one
or more of the following: fortifications, roadways and bridges, cit-






Wilderness Skills

The following is a list of Wilderness Skills available to characters
in the TALISLANTA game.

Cost to acquire: 10 experience points.

AMBUSH: Ability to plan and execute surprise attacks, utilizing
natural terrain or other features. The subject of the intended am-
bush is allowed a chance to detect the presence of the hidden
assailants (roll vs Perception Rating). The Gamemaster may
award +/- modifiers based on the intended victims® state of alert-
ness, applicable Special Abilities, tactics employed by the indi-
viduals attempting the ambush, etc.

Modifiers: PER of individuals to be ambushed, INT of attacker.

BEAST LORE: Individuals with this skill will be able to perform
any of the following:

1) Communicate with animals: The beastmaster may learn
to communicate with one species per level of ability.

2) Call animals: Ability to call animals of a chosen species.

The total level of the creatures being called is applied as a nega-
tive modifier when attempting to use this ability. Note that the
Beastmaster must be able to Communicate with the species in
order to use the Call Animals talent.

3) Command: Ability to influence animals. Only one command
may be given per attempt. Ability to Communicate is a prerequi-
site for Command.

Note: Only a beast master may teach this skill.

Modifiers: level of beast (or combined levels of several beasts
of same species), CHA of the beast master.

CAMOUFLAGE: Ability to conceal oneself, equipment or other
creatures/companions in the wild. Creatures or individuals who
attempt to penetrate the camouflage must roll vs Perception Rat-
ing, applying the level of the camouflage as a negative modifier.
Modifiers: Terrain type, INT of individual.

HERB LORE: Ability to identify useful or harmful plants, and to
use such materials to concoct simple medicines (teas, poultices,
poison antidotes, mild sedatives, etc).

Maodifiers: INT, PER.

HUNTING/FISHING: Ability to locate game in the wild, skin/
clean/dress game, and preserve it by drying, salting or smoking.

The type of game available will vary according to terrain and re-
gion. Modifiers: INT, PER.

IDENTIFY FLORA AND FAUNA: Basic knowledge of the
plant and animal types indigenous to a given region; typically,
this knowledge will be limited to such considerations as whether
or not a plant or animal is edible, useful, dangerous, stc.
Modifiers: INT, PER.

MOUNTAIN CLIMBING: Ability to traverse mountainous re-
gions, scale peaks and cliffs, etc. Roll vs this skill anytime a
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climber attempts to scale a ridge, make a difficult descent, etc.
Modifiers: Difficulty of climb or obstacle (Gamemaster's rul-
ing), DEX and CON of climber.

SCOUT: Ability to infiltrate wilderness regions, avoid detection
by adversaries, and obtain information by observation.
Modifiers: PER and general state of alertness (Gamemaster's
ruling) of adversaries, DEX and INT of scout.

SNARES: Ability to detect, disarm or set snares and pitfalls in
the wild.

Modifiers: Complexity of snare (Gamemaster's ruling), DEX
and PER of individual.

STALKING: Ability to move silently in the wild, a talent which
can be used in conjunction with many Wilderness Skills.
Modifiers: PER and general state of alertness (Gamemaster's
ruling) of individuals/creatures in the vicinity, DEX of stalking in-
dividual.

TRACKING: Ability to read and follow tracks and traces left by
creatures or beings in the wild. A tracker can identify and esti-
mate the age of such tracks, and often determine under what
conditions (flight, exhaustion, heavily-encumbered, etc.) they
wera made.

Meadifiers: -1 per every two days that have passed since track
was made, PER and INT of tracker.

WILDERNESS SURVIVAL: Ability to forage for food and wa-
ter, navigate, and find or construct suitable shelter in the wilds.
Modifiers: PER (CON may be a factor with regard to hostile
climes, at the Gamemaster's option).



Special Abilities

Special Abilities are talents related to an individual's race and/or
culture. These abilities can not be acquired through the expendi-
ture of experience points.

BODORIAN SOUND-SIGHT: Ability to see sound in colors of
varying hue and intensity. The Bodorian language, based upon
musical notes, makes full use of this talent. Bodorians are also
able to use sound-sight to detect lies (which are darker in shade
than truthful statements), discern even the most subtle emotions
in a speaker's tone of voice, and identify sounds of all sorts with
uncanny accuracy.

COMMUNE WITH NATURE: Ability to converse with all
things in nature, including creatures, plants, and even stone. A
minimum of twenty years studying the metaphysical doctrines of
trans-ascendancy is required to acquire this ability, which may
be employed once per day, per level of ability (one question may
be asked each time this ability is employed). Range is ten fest.

DUAL-ENCEPHALON: Dual-encephalons are able to use
both sides of their brains independently, and can concentrate on
two different subjects at the same time. They are ambidextrous,
and can avert the need for sleep by resting one side of the brain
at a time. Dual-encephalons are allowed two chances to resist
any spell or substance which affects thought, brain function (in-
cluding illusions) and emotions. Only Sindarans possess this
ability.

INFLUENCE PLANTS: Ability to influence all sorts of living
plants and trees, causing such organisms to move, entwine or
entangle, form barriers or specified configurations, and so forth.
The Green Men of the Dark Coast possess this ability, which they
employ to suit their needs and in defense of their homes and fam-
ilies. Maximum area of effect is a five foot radius circle, and
range is ten feet, The Green Men will never use this ability to
cause actual harm to other living creatures.

NATURAL TELEMPATH: Ability to project mental images and
read the mental images of other beings, both non-verbal talents.
The ability may be used once per day, per level (duration is one
round per level). Individuals may seek to resist the "mind scan-
ning" or "image projection"powers of a natural empath by force of
will (roll on the SKILL/ATTRIBUTE column of the ACTION
TABLE, using Will Rating as the sole Modifier). Only Muses
possess this ability, which may also be used to detect intelligent
living presences. Range is ten feet per level.

SHAPE-CHANGE: Ability to assume the form and abilities of
other species of living animals or plants. The Manra tribes of
Chana possess this talent, which takes many years to master.
The ability is acquired through long-term ingestion of a derivitive
of the jabutu plant, a process known only to the Manra tribes.
Once the initial period of training has been completed, the shape-
change skill may be employed without theneed for jabutu. This
talent may be used once per day, per level (duration: one minute
per level). lts effects and limitations are otherwise the same as
the spell, Metamomphosis (see Chapter Three: Spells).

SIXTH SENSE: The ability to sense danger, or even potential
danger. The Jaka possess this innate talent, which they de-
scribe as a sort of highly developed intuition. The type, location
or degree of danger cannot be apprehended by the use of sixth
sense, which seems to have a practical range of about twenty to
thirty feet. The acuity of the Jaka's senses would seem to ex-
plain the suspicious nature of these beings.

SPELL-WEAVING: Ability to weave magical spells through
the use of song and dance. Casting time is increased (ten
rounds per spell instead of a single round ) through the use of this
ability, but chance of success is increased by +4. Furthermore,
spell-weavers can work together to combine their magical pow-
ers. The ability is a secret of the Sawila tribes of the Crescent
Isles, who claim that spell-weaving takes as long as seven years
to learn.

SPIRIT-TRACKING: The ability to track creatures and beings
of any sort by following the faint trails left behind by their spirit
essences. Only the Nagra race possesses this ability.









1) Bolt: Comprised of elemental earth, wind, ice, fire or lightning, a
bolt of elemental power can be hurled by the caster at ranges of up
to ten feet per level. A single bolt will do 1-4 points of damage per
level, of a type corresponding to the elemental power being wield-
ed. Elemental earth does impact damage; elemental wind can be
used to dismay avians, capsize or damage sailing vessels, or stun;
elemental ice can freeze, make surfaces slick or do cold damage;
elemental fire can ignite combustibles, melt soft metals, or do heat
damage; and elemental lightning will shatter wood and stone or do
electrical damage.

2) Shield: An elemental shield affords protection from any ele-
mental force or substance, including non-magical metal, wood,
stone, glass, etc. The shield can be made to take any form de-
sired, up to the size of a ten-foot diameter sphere. Its appearance
resembles radiant green glass. An elemental shield can withstand
up to four points of damage (cumulative) per lavel, after which it
will buckle, shatter and dissolve into nothingness. Duration is ten
rounds, and range is limited to the area immediately surrounding
the caster; the shield is defensive in nature, and cannot be em-
ployed as an offensive weapon.

To active the spell, the caster intones in a commanding voice one
of the ancient and secret names of the true elementals, while ges-
turing at the intended target or area.

Magic Resistance: vs Dexterity, to dodge a bolt of elemental
power:

Success = minimum damage (one point per level);

Success Plus = nodamage taken.

ILLUSION: A Spell of lllusion allows the caster to create illusory
objects, creatures, effects or areas, as desired. Though devoid of
true form and substance, the images created by this spell will ap-
pear to be quite real in all respects, including sight, sound, smell,
taste or touch. Encountered at close range, such illusions may be
seen for what they truly are (see Magic Resistance). If not, victims
of the deception will believe the illusion to be real, and act accord-
ingly: attempting to battle or flee from illusory monsters, walk over
an illusory bridge, put out an illusory fire, embrace an illusory lover,
eat an illusory meal, etc.

The maximum area of effect for a Spell of lllusion is 1 x 1 x 1 foot
per level, and duration is ten rounds per level. Maximum casting
distance is ten feet per level, though a seeing stone can be used to
cast an illusion at practically unlimited ranges. To activate the
spell, the magician holds both hands aloft (as per a Spell of Conju-
ration) and utters a brief incantation, thus causing the illusion to ap-
pear.

Magic Resistance: vs Perception Rating. Only by touching or
making some contact with the illusion can such a determination be
made. Unless the die roll indicates "success”, victims will be un-
able to banish the illusion from their minds, regardless of what any-
one says or does to help dissuade them that what they are seeing
does not exist. Although an illusion cannot cause actual harm, a
victim can die of fright if "killed" by an illusory monster or some oth-
er threat. In situations such as this the victim is allowed one last
chance to roll vs Perception Rating in order to break the enchant-
ment.
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INFLUENCE: A Spell of Influence allows the caster to utilize one
of the following forms of mind control:

1) Beguile: The target of the spell will become intrigued with the
caster, and will react favorably to any relatively reasonable sug-
gestion. So subtle are the effects of a Spell of Beguiling that the
victim will believe the caster's suggestions to be his or her own.
Cast in reverse, this version of the Spell of Influence preduces sus-
picion and uneasiness in the targeted individual.

2) Command: The target of the spell may be commanded to per-
form any action, and must obey. The reverse of this spell, called
countermand, can be used to negate the effects of any Spell of In-
fluence or Control.

Duration is ten rounds per level, and range is hearing range. To
activate the spell, the caster performs a subtle gesture of the hand,
then speaks the desired suggestion or command. It is worthwhile
to note that the subject of a Spell of Command, temporarily robbed
of volition by the caster, reacts and moves somewhat like a zombie
(not so with a Spell of Beguiling). In either case, the intended vic-
tim must be able to comprehend the language used by the caster
in order for the spell to be effective.

Magic Reslistance: vs Will Rating, to resist the magical influence.

LEVITATION: A Spell of Levitation allows the caster to raise into
the air any object or creature, or to bestow upon himself/herself the
power of flight. Levitated objects may be made to hover in mid-air
and move in any direction desired. An object or creature levitated
in this fashion can be made to suffer falling damages, if this is the
caster's intention. A caster using this spell to fly will be unable to
remain airborne if attempting to carry more than his or her normal
encumbrance's worth of weight. The weight limit for levitated ob-
jects is twenty-five pounds per level, with maximum altitude being
limited to ten feet per level. Whether the spell is used for levitation
or flight, duration is ten rounds per level. To activate the spell, the
caster recites a brief incantation. If flight is desired, the caster rais-
es both hands in a sweeping motion, arms extended; to levitate,
the caster gestures towards the target creature or object, directing
vertical or horizontal motion by corresponding movements of the
hand.

Magic Resistance: vs Dexterity Rating, to avoid being "targeted"
by the caster's gesturs, which serves as the focal point of the
spell's energy. If the recipient is willing, Magic Resistance need
not apply.

METAMORPHOSIS: A Spell of Metamorphosis allows the caster
to magically transform one creature into another. The level at
which the spell is cast determines the maximum level of the meta-
morphosis; i.e., to adopt the form of a seventh level creature, the
spell must be cast at level seven or greater. Also, metamorphosis
can only increase bodily mass by up to 200 pounds per level of the
enchantment. A Spell of Metamorphosis will work on any living
creature or organism), but cannot effect (or simulate) inorganic
matter or extra-dimensional entities. Individuals or creatures met-
amorphosized into another form retain their original mental facul-
ties and hit point totals, while acquiring such abilities as their new






sary). This process will take a minimum of ten rounds to complete.
The caster then stands in the circle and recites the incantation,
naming the creature or general type of creature which is to be sum-
moned. If all goes well, the subject will appear within the confines
of the thaumaturgic triangle.
Magic Resistance: None.

SYMBOL OF POWER: Symbols of Power are arcane inscrip-
tions invested witha measure of magical energy. The three types
of Symbols whic can be cast are as follows:

1) Sigils: A sigil is the personal mark of a magician. Inscribed
upon any item owned by the caster, this symbol protects the item
with an invisible aura of inviolable force. Any creature or being
who attempts to so much.as touch an item that has been protected
by a sigil,without first obtaining the caster's consent, will experi-
ence searing pain. The number of articles which a caster may pro-
tect with his or her sigil at a given time cannot exceed the caster's
level of ability.

2) Seals: A Seal will prevent the opening of any lock or container
(chest, pouch, vial, etc.) upon which it has been inscribed. Short of
a counterspell, the power of a Seal can only be circumvented by
destroying the device which it has inscribed upon.

3) Wards: A Ward can be used to protect any single object, crea-
ture, or being from a specified form of attack (such as fire, cold, ar-
rows, daggers, etc.). A creature or object can never be protected
by more than one Ward.

With the exception of Wards, which have a duration of one hour
per level, Symbols retain their power until removed by the use of a
counterspell. A caster can never be adversely affected by his or
her own Symbols, though a miscast Symbol of Power may yield
any number of undesirable effects. To activate the spell, the cas-
ter traces the outline of the Symbol on the chosen subject, using a
finger, wand, or staff. The symbol will glow briefly, then disappear,
signifying that its power is in effect.

Magic Resistance: None.
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CHAPTER FIVE: EQUIPMENT

The following is a list of additional equipment and supplies availa-
ble in the world of Talislanta (descriptions of unusual goods and
items can be found at the end of this section). Prices listed here
reflect the average price for goods of standard quality, as found in
regions where such goods are in abundant supply. Prices may be
adjusted as follows:

1) Half price for shoddy or used goods;

2) Double price (or more) for goods of superior quality (such as red
iron);

3) +50-200% in areas where goods of a given type are rare or ille-
gal;

4) Half price if items are purchased in large quantities (3-6 dozan
plus; magical/alchemical mixtures and products are the exception,
and can rarely be purchased in bulk quantities);

5) +10-40% for tariffs on imported goods.

6) Weights listed for metal weapons/gear are as per black iron; 1/2
weight for red iron or adamant, 1/4 weight for blue iron.

Weapons

The following is a list of weapons used by the various peoples of
Talislanta (descriptions of the more unusual weapon types may be
found in Chapter Six ). All weapons in this section are rated ac-
cording to damage (DAM), weight in pounds (WT.), the minimum
strength required to employ the weapon (STR), and its average
cost. An asterisk (*) indicates that the weapon may be thrown or
otherwise used as a missile.

TYPE DAM WT. STR COST
Ariane bow 1-8 5 +1 75 G.L.
Ariane mace 1-10 10 0 5GL
Battle axe, Sauran 1-12 30 +3 5GL.
Battle maul, Kharakhan 1-20 90+ +3 50G.L
Bladestaff (Kasmir) 1-8 6 -1 25G.L
Blade-star* 1-4 1/4 0 2S.P.
Bow, horn short* 1-8 5 0 5+ G.L
Broadsword (Za) 1-10 10 0 20G.L
Bwan (Mud People) 1-10 15 +2 2C.P.
Caltrop 1-4 12 — 1S.P.
Capture bow (Satada)* 1-8 i +1 25G.L
Clawed gauntlets (Drukh) 1-4 1 1 10+ G.L.
Club (Enim, carved stone) 1-20 75+ +7 100+M
Club (Ice Giant) 120 100+  +6 —
Club (Ur, Yaksha-paw) 1-12 40 +3 200G.L.
Crescent knife (Ardua)* 14 12 — 2GL.
Crossbow, heavy" 1-12 5 0 20G.L.
Crossbow, light* 1-8 2 -1 10 G.L.

Cutlass
Dagger (w/scabbard)

Da-khar (Rajan)
Dart-thrower (Ardua)*

Duar (Gryph)*
Falchion (Parthenian)

Flail (slavers’)
Flange-bow (Sea-Nomad)
Garde

Garde, Full

Garotte
Greatsword
Gwanga

Halberd (Danuvian)

Handaxe*

Hurlant (Dracartan)*
Iron spear (Vajra)
Jang (Harakin)*

Javelin®

Khu (Harakin)
Krin (Harakin)*
Mace

Matsu (Ahazu)

Oc (Imrian;w/ case)*
Polehook (Stryx)
Prod-hook (Orgovian)

Rasp (Mondre Khan)
R'ruh (Yrmanian)*
Scimitar

Sling*

Spear*

Spring-knife (Kasmir)*
Staff

Star-thrower (Orgovian)*

Sword, Crystal (Gnomekin)
Sword, Dueling

Sword, Long

Sword, Short

Sword, Two-handed
Sword (giant-sized)
Tarak (Harakin)
Throwing knife*

Trident

T'sai (Manra)*
Warhammer

War whip (Sauran)

1-10
tangle
1-12
1-10

1/10

15
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30
10

+1

20G.L.
1G.L

20G.L.
5G.L
2G.L.

30G.L.

2G.L

20G.L.
10G.L.
40G.L.

1CP:
30G.L.
20G.L
10G.L.

58.P.
500 G.L.

15G.L.

40C.P.

1GL
8G.L
12G.L.
4G.L
10G.L.
5G.L
2G.L
6 S.P.
15G.L.
6G.L

10G.L.
2C.P.

1G.L
5 GL
5S.P.
15G.L.
50+ G.L.
10G.L.

12G.L
5615

25G.L.

75G.L.
10G.L.
1G.L

5GL
2GL
5GL
2GL



Siege Weapons

TYPE

Ballista, heavy
Ballista, light
Catapult, heavy
Catapult, light
Correg (Imrian)

Fire-thrower
Hurlant, ship's (Dracartan)
Hurlant, siege (Dracartan)
Scourge (Ur)

DAM
3-36
3-18
3-30
3-24
2-16

3-30
3-24*
4-40*
4-24

CREW COST

b 250
2 120
6+ 300
4+ 175
2 100

B+ 1000
6 2000
4 5000
40+ 500

*Type of damage determined by contents of missiles.

Ammunition/Accessories
for Missile Weapons

TYPE

Fire-bomb (fire-thrower missile)
Harpoon bolt (for capture-bow)
Harpoon bolt (for correg)
Hurlant bolt

Pouch w/20 sling stones

Quiver (Ariane bow)/20 arrows
Quiver (dart thrower)/10 darts
Quiver (h. crossbow)/20 quarrels

Quiver (Krin)/10 bolts

Quiver (l. crossbow)/20 quarrels
Quiver (short bow)/20 arrows
Ship hurlant missile

Shooting stars (star-thrower)
Shoulder pack/10 hurlant bolts
Siege hurlant missile

Spring blade (for spring knife)

Armor

Information on armor includes Strength Rating required to wear
without being encumbered (STR; see Notes), protection afforded,

and cost.

TYPE STR
Battle armor (full suit) +5
Plate mail (partial plate) +4
Full Garde +3
Chain/Scale mail +2

Chain mesh/dragon hide +1
Land/mangonel lizard hide  +1
Hide/padded cloth/fur —

WT.
20 Ib.
12
2
172

12
10
20
1/4

COST
10G.L.
2S.P.
1G.L
25G.L.

1S.P.
1G.L2G.L
2SP.NGL.
5SP2G.L.

5GLAGL.

5SPAGL.

5S.P./5S.P.
125G.L

5S.P.
2G.L/250G.L.
250 G.L.
2S.P

PROT. coSsT
5 2000+ G.L.
4 500+ G.L.

3 (imbsonly)  50G.L.
3 300+ G.L.
2 200+ G.L.
2 100+ G.L.
1 1-4GLL.

Notes: STR figures listed for metal armor are as per black iron: re-
duce by one for red iron (1/2 as heavy as black iron), or by two for
blue iron (1/4 as heavy as blackiron). Prices for metal armor are as
per black iron (2x for red iron, 4-5x for blue iron).

Individuals encumbered by armor suffer a penalty of -1 on Combat
Rating, Speed, and Dexterity Rating per each point of Strength un-
der the listed minimum.

Shields

Information on shields includes weight in pounds (WT.), maximum
damage the shield can withstand in a single attack without break-
ing (MAX. DAM.) and cost.

TYPE WT. MAX. DAM. COST
Garde* 10 25 10G.L
Shield (hide, wood) 5 20 5S.P.
Shield (iron) 20 30 20 G.L.

*Tazian parry/attack arm guard.

Notes: Enchanting adds +20 to MAX. DAM. per each +1 rating.

Clothing

TYPE COST
Boots (cloth/hide) 5S.P.

Boots (velvet/leather) 10+ G.L.
Cap (cloth/hide) 5C.P.

Cap (velvet, satin) 10G.L.
Cape (cloth/hide) 2S.P.

Cape (silk, sateen) 5+ G.L
Cloak (cloth/hide) L

Cloak (velvet/brocade/fustian) 10+ G.L.
Gauntlets (chain mesh) 10G.L
Gauntlets (thick hide) 5S.P.

Gloves (hide/cloth) 1S.P.

Hamess (leather) 1.GL,

Headband (cloth/hide) TCP.

Headband (silver) 5G.L.

Hooded cloak 5+ S.P.
Loincloth/loinclout (cloth) 1CP.

Loincloth/loinclout (hide/fur) 2 CP.

Ritual vestments 10+ G.L.
Robe (elaborate) 20+ G.L.
Robe (simple) 5S.P.

Sandals/slippers (common) 5C.P.

Slippers (elaborate) 10+ G.L.



Smock/dress (simple)

Smock/gown (elaborate)
Tunic/breeches/vest (cloth)
Tunic/oreeches/vest (velvet/sateen)

Jewelry

TYPE
Amulet/brooch
Bracelet/armband
Bracers (pair)

Ear ring

Medallion
Necklace
Ring
Tiara
Torc

Note: Prices listed are for black iron or other common material.
Double these figures for articles made of red iron, ivory or brass;
multiply x10 for silver, x100 for gold. Cost of gemsones is addition-

al.
Equipment

TYPE

Backpack/traveler's satchel
Bandolier belt

Bedroll

Chest (lg.; max. 10,000 coins)

Chest (sm.; max. 1000 coins)
Coin purse (max: 50 coins)
Cusps (Gnomekin eye protection)
Flask (iron; 1 pint)

Flask (pottery; 1 pint)
Gourd (w/stopper; 1 gt.)
Lantern

Lantern oil (pint; one hour)

Mirror (crystal)

Mirror (metal)

Pouch (belt; max. 100 coins)
Pouch (shoulder; max. 500 coins)

Rope (per foot)

Sack (cloth; max. 1000 coins)
Sack (hide; max. 1500 coins)
Spyglass (10x power)

COST
1G.L
1G.L
4G.L
5S.P.

4S.P.
1G.L
1GL
3GL
2GL

COSsT
2GL
10G.L
1S.P.
10G.L.

5G.L
1S.P.
10G.L.
1S.P.

5CP.
1C.P.
2G.L.
e H I

10G.L.
2G.L
2S.P.
1G.L.

1CP.

1C.P.

1S.P.
25G.L.

Strongbox (Ig.; max. 10,000 coins)
Strongbox (sm.; max. 1000 coins)
Tallow (burns one hour)

Tinder box

Torch (burns four hours)
Waterskin (lg.; 2 gal.)
Waterskin (sm.; 2 gts.)
Wineskin (2 pints)

Tools and

Professional Equipment

ITEM

Astrolabe (Sunra mariner)
Barrel (lg.; 20 gallon)
Barrel (sm.; 1 gallon)
Cage (metal per cu. ft.)

Cage (wood, per cu. ft.)
Chain (per ft.)

Costume (fool/jester)
Costume (for stage)

Crowbar

Glass worker's tools
Grapnel

Iron maiden/rack

Jeweler's tools

Juggler's pins (each)

Levitational engineer's tools

Lock (Kasmir, per locking mechanism)

Lock (simple)

Locksmith's tools
Logbook/ledger

Loom (gossamer, spinifax, etc.)
Mallet

Manacles

Metalworker's tools

Net (dredging; mud miner)
Net (fishing/throwing)

Qil cloth (per sq. foot)
Performer's make-up kit
Pick/shovel

Salt adze (Danelek)

Saw
Sharpening stone

25G.L

10G.L.
1C.P.

5S.P.

1C.P.
5S.P.
2S.P.
1S.P.

COSsT

50G.L
5S.P.
1S.P.
1GL.

1S.P.

5S.P.
10+ G.L.
25+ G.L.

2S.P.

25G.L

2S.P.
100 G.L.

25G.L
1S.P.

200G.L.
5GL.

1S.P.
20G.L
2G.L.
1GL
1S.P.

1GL.
50G.L
2GL.
1S.P.

1C.P.
2G.L.
1S.P.
6S.P

2SP.
5C.P.



Slave's collar 1S.P.
Spikes/pitons (10) 18S.P.
Stone worker's tools 10G.L.
Thespian's mask 5S.P.
Thieves' tools 20G.L
Tool kit (Yassan*) 150 G.L.
Veil (silk, dancer's) e L
Vizard (costume masque) 18.P.
Whip 1S.P.
Woodsman's axe 2S.P.
Woodworker's tools 10G.L.

*Yassan tool kits include woodworker's, stoneworker's, metalwork-
er's, and glassworker's tools, an alchemical test kit, plus various
spikes clasps, brads, and miscellaneous Yassan-made hardware;
all stored in a three-foot iron strongbox. Total weight: 120+ Ibs.

Musical Instruments

TYPE CosT
Chime 1S.P.
Clarion 20G.L.
Drum 1G.L
Four-man bellows horn 200+ G.L.
Glass bells 5G1
Glass flute 2G.L
Gong 1-10G.L.
Gossamer harp 500+ G.L.
Intricate spiral-horn 50+ G.L.
Tambour 20+ G.L
Amusements

ITEM COST
Cloth/wooden ball 1CP.
Kasmir puzzle-lock 10+ G.P.
Pentadrille (Cymrilian game) 100+ G.L.
Quatrillion deck (Sarista) 2G.L
Ska-wae dice (Mangar) 1S.P.
Trivarian (Sindaran game) 800+ G.L.
Zodar deck (Rahastran) 20+ G.L.

Conveyances

TYPE COST
Aerial palanquin (pleasure craft) 20,000+ G.L.
Arduan barge fort* 15,000 G.L.
Cargo barge 5,000 G.L.
Carriage (fancy) 200 G.L.
Cart 5G.18
Dragon barque* 30,000+ G.L.
Dray (heavy cargo wagon) 200 G.L.
Duneship 25-50,000 G.L.
lce schooner 40,000+ G.L.
Imrian coracle* 10,000 G.L.
Imrian reed boat 5G.L
Kharakhan war wagon* 3,000 G.L.
Land ark (passenger ship) 12,000 G.L
Land barge 10,000 G.L.
Mangar carrack * 20,000 G.L.
Palanquin (curtained) 100 G.L.
Pleasure barge 200,000+ G.L.
Sea galley 20,000 G.L.
Skiff/ipunt 10G.L.
Wagon (enclosed) 100 G.L.
Wagon (open) 50G.L.
Windrigger 15,000+ G.L.
Windship 50,000+ G.L.
*Rarely sold

Tack and Harness

TYPE COST
Barding (adamant)* 2000+ G.L.
Barding (black iron)* 300+ G.L.
Barding (hide)* 50+ G.L.
Barding (red iron)* 600+ G.L.
Battle rig (land/mangonel lizard) 20G.L.
Battle tower (land dragon)* 1000 G.L.
Harness (any steed) 1G.L
Saddle bag 1G.L
Sedan chair (ogriphant) 40G.L.
Yoke (per burden beast) 1S.P.

*Prices for barding are as per aht-ra, equs and strider mounts;
double these figures for land lizard, mangonel lizard, and ogri-
phant. Ten times these figures for dragon steeds.



W = =R

e i S—— v e Y —

Beasts Food/Lodging
TYPE COST TYPE COST
Aht-ra (any type) 200-800 G.L. Amber wine* 2S.P.
Avir 50+ G.L. Aquavit (Cymrilian liquor)* 2G.L
Bottle imp (Sardonicus) 600-1200 G.L Blossom wine* 58P
Chang 25 G.L. Brine (Imrian drink)* 2CP.
Darkmane* 200 G.L. Chakos (Arimite liquor)* 6 S.P.
Drac (trained; guard or tracking) 250G.L Giant waterbug (Ardua delicacy) 2S.P.
Draconid 600 G.L. Grog (common liquor)* 1C.P.
Dractyl * 800 G.L. Mandalan tea* 1S.P.
Dragon (egg or larval wyrrm) 500+ G.L. Meal (full) 1+ G.L.
Duadir (trained) 600 G.L. Meal (simple) 1S.P.
Durge 50G.L. Mochan (Kasmir beverage)* 2G.L
Erd 500 G.L. Moonfish (Quan delicacy) 50 G.L.
Feather Dractyl 100 G.L. Mushroom ale (Gnomekin)* 5C.P.
Gold beetle (live) 100 G.L. Night's ledging (above average) 2+ G.L
Greymane 300+ G.L. Night's lodging (average) 5S.P.
Ibik 150 G.L. Quaga (shellfish; delicacy) IGL
Ironshrike (trained; vermin control) 100 G.L. Road rations 1 G.P./week
Kra (to tow coracle) * 2000 G.L. Rock urchin (steamed; delicacy) 10G.L.
Land lizard 1000 G.L. Sea slugs (Imrian meal) 1SP.
L'Latha (trained) 400 G.L. Seeds (Ardua meal) 1S.P.
Loper 200 G.L. Skoryx (Sindaran liquor)* 10G.L.
Mandalan silkmoth 1GL Stable fee (basic) 1S.P.
Mandragore 500 G.L. Stable/groom’s fee 2S.P.
Mangonel lizard 2000 G.L. Tazian fire-ale* 1G.L
Marsh strider 300+ G.L.
Moonfish 100+ G.L. Thaecian nectar* 5G.L
Nighthawk (trained; hunting bird) 200+ G.L. Vinesap (Ardua)* 1G.L
Ogriphant 800+ G.L. Zandir wine* 1 G.L.
Quaal (trained) 10G.L *Prices listed are for single glass or cup. Multiply times ten for
Rock urchin (live) 10G.L bottle or pitcher, times one hundred for cask or keg.
Silvermane 500+ G.L.
Skank (tame) 20G.L

Black Market Wares
Smokk-bird* 2000 G.L.
Snowmane 400+ G.L. ITEM cCOoSsT
Strider 500+ G.L Black mushroom powder (dram) 50G.L.
Talking raven 50+ G.L. Chana shrunken head 300+ G.L.

Devilroot powder (dram) 300 G.L.
Tarkus (Kang hunting beast)* 1000G.L. Draconid's venom (dram) 300+ G.L.
Vari-colored warbler 5000 G.L.
Wrist-viper (trained) 300 G.L. Graven image 400 G.L.
Zaratan* 1000 G.L. Juju (inactive) 500 G.L.

Kesh (pint) 50G.L.
* Rarely sold K'tallah (dram) 100+ G.L.
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Paralytic powder (dram)
Poison powder (dram)
Powder of madness
Soulstone

Venomwood resin (dram)

Slave Market

Slavery is illegal in the Seven Kingdoms and Tamaranth. Else-
where on the continent, the practice of selling and keeping slaves

is regretably quite common.

TYPE

Ahazu

Bane (female, fangs filed)
Batrean concubine
Batrean eunuch

Chana Witchman

Green Man gardener/servant
Jhangaran

Mandalan servant/consort

Mud People laborer
Sawilu courtesan
Sunra seaman
Vajra engineer

Trade Goods

TYPE

Amber (Ib.)

Copper (10 Ib. ingot)
Exomorph pigment (sac)
Gauze (sq. yd.)

Glass, common (Ib.)
Glass, green (lb.)
Gold (10 Ib. ingot)
Gossamer (sq. yd.)

Hide/fur

Iron, black (10 Ib. ingot)
Iron, red (10 Ib. ingot)
Ivory (Ib.)

Linen, commeon (sq. yd.)
Linen, viridian (sq. yd.)
Mandalan silkcloth (sq. yd.)
Muskront musk (dram)

COST
800+ G.L.
100+ G.L.
5000+ G.L.
200G.L.

300G.L.
500+ G.L.

50 G.L.
1000+ G.L.

100 G.L.
2000+ G.L.
700G.L.
600 G.L.

COST
20G.L
2GL
500G.L.
1S.P.

2GL

5G.L.
200G.L.

1GL

5-100+ G.L.

1G.L
2G.L
10G.L

1S:E.
58.P.
1G.L
10G.L.
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Produce/grain (ton)
Sackcloth (sq. yd.)
Scintilla

Silver (10 Ib. ingot)

Spices (lb.)

Spinifax (sq. yd.)
Spinifax cord (ft.)
Timber, common (sq. ft.)

Timber, hardwood (sq. ft.)
Timber, span oak (sq. ft.)

Magical/Alchemical Supplies*

ITEM

Alchemical test kit
Alembic

Apothecary jars (12)
Astrolabe (astrologer's)

Astrological chart
Bellows
Blowtube (alloy)
Blowtube (silver)

Brazier

Caduceus

Capsule (Sindaran; 10)
Censer

Crucible

Crystal ball (unenchanted)
Furnace

Hour glass

Incense

Inkwell (crystal)
Inkwell (pottery)
Mirror (obsidion)

Mirror (silver)

Mortar and pestle
Piping/Aubing (per ft.)
Prism

Quill pen

Retort

Scroll (hide)

Scroll (parchment)

Scroll case (bone/scrimshaw)
Scroll case (hide/wood)

100+ G.L.

1C.P.
100 G.L.
20G.L

50+ G.L.

28S.P.
1GL.
1LGE.

1S.P.
5S.P.

COSsT
5G.L
1GL.
1GL.

50G.L

100 G.L.
5S.P.
2G.L.
25G.L

2S.P.
200G.L.

1G.L

5S.P.

1G.L.
20G.L.
200 G.L.

5G.L.

18S.P.

5S.P.

2SP.
200 G.L.

10G.L
1G.L
1 S.P.
2G.L.

1S8.P.
1GL.
5S.P.
1GL

1GL
5S.P.



Scroll case (silver)
Spell book (iron-bound)

Spell book (leather/hide-bound)
Spell book (silver-bound)
Sphere (per in. diameter)
Tongs

Vat (per cu. ft.)

Vial (12)

Wand (unenchanted, elaborate)
Wand (unenchanted, simple)

*5x listed price for amberglass wares.

Magical/Alchemical
Mixtures and Products

ITEM

Adamant (one Ib. ingot)*
Alchahest

Amber crystal (Ib.)
Aphrodisiac elixir

Caduceus

Ceremonial mask -

Cymrilian concentrate (2 gallons)
Depilatory elixir

Dream essence (pint)
Elemental essence (pint)
Essence accumulator
Fetish

Flying potion
Fragrant oils
Healing elixir
Homonculyte

Incendiary powder
Levitationals

Love philtre
Magical fumes

Magical pigments
Medicinal purge
Morphius powder
Neutralizing powder

Phantasian distillate (2 gallons)
Poison antidote
Potion of cold resistance

COST
2000 G.L.
1000 G.L.

10 G.L.
100 G.L.

500 G.L.

1000+ G.L.

900 G.L.
10 G.L.

900 G.L.
100 G.L.
5000 G.L.

2000+ G.L.

400 G.L.
100 G.L.
200 G.L.
2000 G.L.

250G.L.
10,000
G.L.
200 G.L.
100 G.L.

100 G.L.

50G.L.
100 G.L.
100 G.L.

1200 G.L.
100 G.L.
400 G.L.

Potion of fire resistance
Quicksilver
Quicksilver matrice

Quintessence
Rejuvenating potion
Scarlet leach powder
Scroll (one spell)

Shrinking potion

Soporific elixir

Storm crystal

Thaecian orb (enchanted, per level)

Vitriol
Wind funnel

*10x cost for Black Adamant (rare)

Herbs and Plants
TYPE

Bald nettle
Balmroot

Black mushroom
Brown mold (spores)

Cleric's cowl
Contrary vine
Deadman
Devilroot

Euphorica
Fire lily
Jabutu
K'tallah

Lotus, black
Lotus, blue
Lotus, green
Lotus, rainbow

Lotus, scarlet
Mandragore (live)
Manicus
Morphius

Mung berries (Ib.)
Mung leaves (Ib.)
Narcolesian
Necromantia

Provender plant

400 G.L.
2000 G.L.
2000 G.L.

2000 G.L.
500 G.L.
400 G.L.
100+ G.L.

300 G.L.
50 G.L.
25 G.L.

100 G.L.

500 G.L.
8000 G.L.

COST PER

DR.

1 C.P.
10 G.L.
50 G.L.
58S.P.

10 G.L.
20G.L.
200+ G.L.
300+ G.L.

75+ G.L.
40 G.L.
25G.L.

100+ G.L.

200 G.L.
25 G.L.
20G.L.
5G.L.

50 G.L.
500 G.L.
10 G.L.
25 Gl

20 G.L.
10 G.L.
150 G.L.
100 G.L.

1C.P.



Scarlet sporozoid 200+ G.L.
Shrinking violet 200G.L
Skullcap 50 G.L.
Snakevine (live plant) 100 G.L.
Snow lily 40 G.L.
Stenchroot 10 S.P.
Stranglevine seeds (ea.) 18.P.
Tanglewood 5SP.
Tantalus 100 G.L.
Venomwood 10 G.L.
Violet creeper (live) 200 G.L.
Viridia seeds (10) 1G.L
Whisp bane 25 G.L.

List of Animal Ingredients

The folowing is a list of ingredients used in various magical/
alchemical operations. Prices listed here are for prepared (dried,
powdered, minus impurities, etc.) ingredients; the raw materials
from which such ingredients are derived are valued at about 1/10

the prices listed here.

INGREDIENT
Amber wasp venom
Arag's blood
Azoryl's hide
Bane's eye

Bane's blood
Bat manta's eye
Bat manta's horn
Cave bat's horn

Darkling’s eye
Demon dust

Draconid's eye
Dragon's blood

Exomorph pigment
Flit's excretion
Gryph plumes
lkshada larvae

Mandragore root
Monolith fragment
Na-ku bones
Necrophage's hand

Necrophage's head
Neurovore's brain

Nighthawk's eye
Nightstalker's eye

Ogront's horn(powdered)

Raknid's venom

COST
75 G.L.(dram)
25+ G.L.(dram)
20 G.L.
200 G.L.

10G.L.(dram)

500 G.L. ea.

400 G.L. ea.
150 ea.

20 G.L. ea.
100+ G.L.(dr.)
50 G.L. ea.
25 G.L.(dram)

20 G.L.(dram)
75 G.L.(dram)
1 G.L. each
75 G.L.( sac)

50 G.L. ea.
100 G.L.(dram)
75 G.L.(dram)

50G.L. ea.

150 G.L. ea.
200 G.L.(dram)

75 G.L. ea.
300 G.L. ea.
20 G.L.(dram)
50 G.L.(dram)

Sardonicus' horn(powdered)
Sauran's horn

Sauran’s horn

Sawila's plume

Shadow wight's essence
Shaitan's/enim's claw
Shrieker's plumes
Snipe's shell(powdered)

Stryx's horn
Viper's venom
Vorl's essence
Weirdling's fang

Werebeast tusk(powdered)
Winged ape's horn(powdered)
Yaksha fang(powdered)
Zaratan's shell(powdered)

Gemstones
TYPE

Amber
Amethyst
Black diamond
Black opal

Carnelian
Coral
Diamond
Emerald

Firegem
Jacinth
Jade
Malachite

Moonstone
Obsidian
Onyx

Pearl

Quaga (violet pearl)
Quartz

Ruby
Sapphire

Sard
Topaz
Zircon

200 G.L.(dram)
50 G.L. ea.
1 G.L.(dram)
10 G.L. ea.

400 G.L. ea.

500 G.L. ea.

250 G.L.(Ib.)
200 G.L.(dram)

25 G.L. ea.
10+ G.L.(dram)
500 G.L. ea.
1,000 G.L. ea.

25 G.L.(dram)
50 G.L.(dram)
75 G.L.(dram)
40 G.L.(dram)

COST PER
CT.
2G.L.

10 G.L.
100 G.L.
1G.L

5G.L
18S.P.
50 G.L.
25 G.L.

40 G.L.
5G.L
5G.L.
5G.L.

10 G.L.
1G.L
10 G.L.
2G.L

20G.L.
1S.P.
30G.L.
25 G.L.

5G.L.
25G.L.
15G.L
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/ﬁm\ Arduan Crescent Knife W Khu (Harakin)

é@ Arduan Dart thrower
Matsu (Ahazu)
/K% Krin (Harakin)

Capture-Bow (Satada)
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EMC Duar (Gryphs)

Dracartan Hurlant

Jang (Harakin)
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Kharakhan War Wagon

T

I T NNILA TR 7

oo I i ) ! N = (Y= Y = Y = = N =) = O =) I 7,

P

7
o _~
z/ S ol I = 7

85






















Talislantan Chronology
The Talislantans employ a lunar calendar based on the cycles of
the seven Talislantan moons. The calendar is divided as follows:

Seven days = one week

Seven weeks = one month

Seven months = one year

Forty-nine weeks (343 days) in a year

The months are named after the seven moons, each month corre-
sponding to the time when its namesake is in the full phase. The
seven months (and moons) are:

Ardan (the purple moon)
Drome (the yellow moon)
Jhang (the crimson moon)
Laeolis (the blue moon)
Phandir (the green moon)
Talisande (the silver moon)
Zar (the dark moon).

Days have no names, but are always referred to by number (the
twelfth of Ardan, the thirty-seventh of Drome, etc.). Days with
numbers divisible by seven (7, 14, 21, 28, 35, 42, 49) are called
"high days.” In many Talislantan religions, high days are consid-
ered sacred; a time for fasting, penance, sacrifice, etc.
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Calendar of Notable Dates

Date Event
1st of Ardan Annual Clash of Champions: Chosen repre-
sentatives of Aaman and Zandu meet in com-
bat atop the Great Barrier Wall. The victorious
nation is awarded proprietorship of the wall for
the year, reaping a vast profit in toll revenues.
3rd of Ardan Jha: A Jhangaran holiday, viewed by the pop-
ulace mainly as a good excuse to get as intox-
icated as possible. Customarily, a rather
gloomy occasion.

7th of Ardan Night of Fools: Zandu's laws are temporarily
rescinded for one evening, and the capitol city
of Zanth is transformed into a veritable mad-
house, with costumed revelers dancing drun-
kenly in the streets.

14th of Ardan Day of Reckoning: On this day, the Za bandit
tribes believe that their legendary ruler, the
Tirshata, will make known his identity and
unite the various Za clans. It is customary for
the clans to gather, sit in a large circle, and
await an omen or sign of some sort. After a
few hours of this the Za become restless, and
the conclave is dissolved, usually amidst
much inter-clan bickering and fighting.

21st of Ardan Sindaran Trivarian Competition: A tournament
pitting the most accomplished Nadirs compet-
ing against each other for the Honorarium; a
garish trophy awarded to the winner of the
competition. The event attracts much interest
in Sindar, the winner being accorded great
honor and prestige.

1st of Drome Kasmir Trapsmith Convention: A gathering of
the most skilled Kasmir artificers. New prod-
ucts are displayed, and seminars held on all
facets of the business.

2nd of Drome Anniversary of the opening of the Great Barri-
er Wall. The Aamanians, who won the first
Clash of Champions (held on this date), still
contend that they were shorted a month and a
day's toll revenues when the tournamentwas
moved to the first of Ardan on the following
year.

7th of Drome The Caliph's Feast: Annual gathering of all the
Djaffir tribes, held either at El Aran or Al Ash-
ad. The Caliph of Djaffa hears complaints, ar-
bitrates disputes, and accepts offerings from
the various tribes. A great feast is held thera-
after, lasting three days and nights.
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30th of Drome

42nd of Drome

49th of Drome

1st of Jhang

7th of Jhang

30th of Jhang

49th of Jhang

1st of Laeolis

25th of Laeolis

27th of Laeolis

Anniversary of the One Day War. An occa-
sion for unrestrained laughter and feasting in
Durne, celebrating the Gnomekin's swift victo-
ry over an invading army of Darklings in the
year 67.

The Conjugal Feast: This colorful pageant,
held in Danuvia, features a procession of-
males, each competing for the affection ofthe
Danuvian queen. The top three contestants
are rewarded by being appointed to the
queen’s "harem” of male consorts. The female
populace of Danuvian bids on the remaining
eligible males.

Equinox: Traditional celebration of the end of
spring and the beginning of the median sea-
son. A national holiday in Astar, providing the
Muses with yet another excuse to avoid work.

Feast of the Red God: A feast in honor of the
Kang God of War, Zoriah. The date is marked
by large-scale bouts of ritual combat, followed
by drunken revelry.

Day of Rage: Anniversary of the Massacre at
Dracarta, a black day in the memory of the Ra-
jans. Conversely, the day is observed by
feasting in Carantheum.

Gao Liberation Day: Anniversary of the Sea
Rogues' liberation from the Phaedrans. The
Sea Rogues are known to be uncommonly
charitable on this day: sometimes reducing
the ransom of hostages, sparing condemned
felons, and so forth.

Tournament of Challenges: A Tazian festival
featuring exhibitions of martial prowess, with
Thralls competing in various categories for
awards of up to 10,000 gold lumens.

Anniversary of the Battle of the Sea of Sor-
row. A national day of mourning in both Aa-
man and Zandu, with solemn gatherings of
hooded mourners laying wreaths of flowers
upon the waters of the Sea of Sorrow.

Ritual of the Midnight Suns: An occasion
marking the longest day of the year in L'Haan,
where the twin suns shine until the stroke of
midnight.

Vigil of Xanadas: Observance of the "Long
Wait,” marking the anniversary of the mystic
Xanadas' passing into the next world. The de-
scendants of his original followers spend the
day and night scanning the horizons, search-
ing for some sign of Xanadas.
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49th of Laeolis

1st of Phandir

7th of Phandir

14th of Phandir

35th of Phandi

49th of Phandir

1st of Talisande

7th of Talisande

The Ghost Moon: On this evening, the moon
Laeolis passes Phandir in the night sky, pro-
ducing an eerily luminescent "ghost” moon.
Considered an ill-aspected evening by most
Talislantan peoples.

The Magical Fair: A two-week long spectacle
with numerous attractions, all commemorating
the anniversary of the founding of the free
kingdom of Cymril. Exhibitions of magical
wares and adjuncts are held throughout the
duration of the fair.

Windship Regatta: A windship race marking
the mid-point of Cymril's Magical Fair. Crews
from the isle of Phantas and other distant lo-
cales compete against Cymrilian astrogation-
ists for a crystal frophy and a prize of 20,000
gold lumens.

Closing ceremonies for Cymril's Magical Fair.
Numerous events are featured, including the
Lyceum Arcanum's Annual Awards Dinner,
magical "duels” for wagers and prizes, and
(every second or third year, as warranted) the
coronation of Cymril's Wizard King.

Charade (pronounced shar-AHD): A festive
celebration held by the Hadjin nobility, re-
stricted only to the wealthiest members of
Hadjin society. The highlight is a grand mas-
querade ball held in the Royal Palace of the
Hadjin Grandeloquence (ruler of Hadj).

Conjunction of the Twin Suns: Celebration
marking the meeting of the twin suns in the
noonday sky. Feasts and dancing are held
throughout much of the continent (excluding
Aaman, Rajanistan, and the uncivilized lands;
in Chana, the Conjunction is viewed as an evil
omen).

Harvest of the Silver Moon: Beginning of the
week-long harvest season in Vardune. While
the viridia crop is being harvested, little else
occurs in the region.

Anniversary of the founding of the Seven
Kingdoms. A national holiday throughout the
seven member kingdoms. A great festival is
held in the bazaar at Cymril in commemoration
of this day.



14th of Talisande

21st of Talisande

22nd of Talisande

28th of Talisande

49th of Talisande

1st of Zar

6th of Zar

Festival of the Bizarre: An annual exhibition
of oddities and diversions, held on the isle of
Thaecia. Participants wear costumes or
makeup, with prizes awarded for the most out-
landish apparel. The climax of the week-long
festival is the awards ceremony. A committee
of Thaecian enchanters and enchantresses
reviews the exhibits and awards prizes of
10,000 gold lumens in the categories, "Most
Unique,” "Most Provocative” and "Most Ab-
surd." A grand prize of 100,000 gold lumens is
bestowed in the formost category, "Most Bi-
zarre."”

Carnivale: Convention of Farad Mongers, Pro-
curers, Usurers and Monopolists. Rare and
costly goods (including stolen and contraband
merchandise) are offered up for sale at auc-
tion. Held in the marketplace of Tarun, the
event is open to the general public, an admit-
tance fee of ten gold lumens being charged at
the city gates. Carnivale lasts from midnight
to midnight of the following day.

Anniversary of Kabros' departure from Phae-
dra. A minor holiday observed mainly by magi-
cians, wizards and the like.

Festival of Jamba: Celebration commemorat-
ing the revival of the Lost Art of Thaumaturgy,
an event credited to Carantheum'’s patron dei-
ty, the mysterious Jamba. A great feast is
held in the capitolof Dracarta, paid for by the
King of Carantheum. Duneship races are held
outside the city walls, with exhibitions of thau-
maturgic skill and various sporting events
held throughout the capitol.

The Emperor's Feast: Official holiday of the
Quan Empire. Citizens are required to pay
homage to the Emperor with gifts. The pro-
cession of gift-givers often stretches for miles
around the Royal Palace and the capitol city
of Tian.

Eve of Prophecy: Customary observance of
the Ur clans, who gather around the mon-
strous stone idols which litter their land, await-
ing prophecies and portents. To appease the
populace, the Ur shamans are said to stage
various mock omens, "signs from the gods,"
and so forth.

Pandaemonium: Traditionally, an evil night
when demons and malign spiritforms are be-
lieved to come forth in search of mortal vic-
tims. Few enlightened Talislantans give much
credence to this old custom. In Chana, the
date has great significance, and is considered
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7th of Zar

13th of Zar

49th of Zar

an optimal time to perform certain Black Magi-
cal rites and rituals; in Rajanistan, Pandaemo-
nium marks the beginning of a week-long cele-
bration in honor of the dread entity, Death.

The Septenarial Concordance: Beginning of a
fourteen-day period during which the seven
Talislantan moons remain in alignment. Re-
garded as an ill-aspected time, particularly in
Jhangara, where the populace lives in fear of
the Horag; a monster rumored to stalk the
swamps during the Septenarial Concordance.

The Dance of Death: Morbid festivities mark-
ing the culmination of a week-long celebration
of Death, patron deific entity of the Rajans.
Sacrificial rituals of varying sorts are fea-
tured, leading up to the climax of the feast:
the Dance of Death, when dancers in iron
death-masks plunge blindly into the throngs of
drug-crazed worshippers, slaying indiscrimi-
nately with ceremonial axes, swords and dag-
gers.

Judgement Day: Aamanian Holy day, when
the Orthodoxist Monitors tally the yearly mana
totals of the faithful. The resultant promotions
or demotions in status are posted in the cult's
numerous temples and halls.
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Talislantan Currencies

As a traveler of some note, Tamerlin had cause to gain a certain
degree of familiarity with the currencies used by the peoples of
Talislanta. He claims the standard rate of exchange to have
been based upon the gold lumen, which had a value equivalent to
ten silver pieces or one hundred copper pieces of the standard
type. Having had need to carry around fair sums of meney on his
voyages, Tamerlin also noted the weight of any twenty standard-
sized coins to be approximately one pound.

The wizard's keen interest in numismatics, perhaps one of his
lesser-known attributes, further led him to compile a brief listing
of lesser-known and rare Talislantan coins, as follows:

Aamanian Coppers: These wafer-like coins are in wide use
only in Aaman. Atone hundred to the pound, Ammanian coppers
are considered to be practically worthless, and are spurned in
other regions.

Antique Coins: Several ancient varieties of coin are valued
as antiques by Talislantan collectors and curio dealers. The
most notable are: coins of the old Phaedran dynasty, worth twice
their face value; coins of the old Mazdak dynasty, equal in value
to Phaedran coinage; skull-visaged coins from the tombs of
Khazad, worth up to five times their face value; any type of coin
dating from the Time Before Time, all of which may be worth as
much as one hundred times their face value (especially rare
coins may be worth even more than this).

Dracartan Pyramlids: These triangular coins are made of red
iron, and are valued at five silver pieces each. They are honored
in all lands except Rajanistan, where the ownership of even a sin-
gle such coin is deemed an offense punishable by death.

Gold Pentacles: These fine, star-shaped coins are popular in
the Seven Kingdoms, and are worth five gold lumens throughout
the continent. As their intricate shape renders them difficult to
counterfeit, gold pentacles are especially favored by merchants
and traders.

Imrian Brass Rings: Worth two copper pieces each, these
ring-shaped coins are popularly worn about the neck on strings or
chains. Those lands which outlaw slavery will not accept the Im-
rians' crude coinage.

L'Haan Adamants: Rarely seen outside of L'Haan, adamants
are valued at twenty gold lumens each in this region. They are
worth twice as much in other lands, where adamant is practically
unknown.

Oceanlan Radiants: These "coins" are actually the irrides-
cent scales of ancient sea dragons. In Oceanus, a radiant is
worth one gold lumen.

Orgovian Yatma: A lead coin of no great value, rendered to-
tally worthless when the yatma was devalued following the disso-
lution of the old Kingdom of Orgovia. Hence the term, "not worth
a lead yatma".
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Quan Emperors: By decree of the emperor, these handsome
coins (which feature a crested dragon in relief on one side and
the emperor's face on the other) are redeemable for one hundred
gold lumens. Outside the Quan Empire, the coins are valued at
only ten gold lumens.

Zandir Crescents: These half-moon shaped, attractive gold
coins are valued at ten gold lumens in Zandu. Elsewhere, they
are worth a single gold lumen, when they are accepted at all.










simplest hoodoos and charms. Sacrificial rituals are common
practice, captured foes usually serving as the victims. The stat-
ed goals of the Idolators are conquest of the Western Lands and
expansion into more southerly territories.

The Orthodoxists: The Orthodoxists are arch-conservatives
who revere Aa the Omniscient, patron deity of Aaman. The cult's
adherents are notably intolerant of other religious beliefs, and
preach incessantly on the benefits of attaining "Oneness with
Aa"; i.e., the repression of individualistic thought and behavior.

Aaman's hierophant dispenses the cult's doctrines, which are re-
corded in the Omnival, a series of iron-bound volumes containing
the teachings of Orthodoxy.

Important to all Orthodoxists is the accumulation of mana by the
performance of worthy deeds: pilgrimages to officially sanctioned
holy sites, donations to the church, service to the hierophant,
and so on. By gaining sufficient mana points one may advance in
status; the primary goal of all Orthodoxists. The cult's main ob-
jective is to gain influence by converting non-believers to their
ranks. A secondary objective is the extermination of infidels, a
task given over to the Knights of the Theocratic Order, warrior-
priests who serve as witch-hunters and protectors of the faith.

The Paradoxists: The Paradoxists of Zandu are in all re-
spects the ideological nemeses of the Orthodoxists, having a
long history of conflict with their Ammanian counterparts. Adher-
ents of Paradoxy espouse freedom of expression, and are toler-
ant of all religious beliefs. They have no patron deity but exhibit a
casual reverence for "the Ten Thousand," a baffling array of
saints, luminaries and minor deities. There are no priests or tem-
ples of Paradoxy, and the cult has no definable goals or objec-
tives except as pertains to the Orthodoxists; the mutual hatred
which exists between these two rival factions led to the infamous
Cult Wars of the Early New Age, which lasted for four hundred
years.

The Quaranian Diabolists: The Quaranians were, at the
height of their power, one of the most malign and dangerous cults
in Talislantan history. Their crimes were many: the almost-total
extermination of the Xambrian race, the fomenting of a terrible
war between the ancient empires of Sursia and Acimera, and nu-
merous other plots and machinations. The Great Disaster
brought to an end the Quaranians' reign of terror, as well as the
first great civilizations of what is now referred to as the Forgotten
Age.

Yet the cult was not crushed, but merely driven underground; the
most powerful of the Diabolists, granted virtual immortality in re-
turn for their service to the Shaitan, continued to live on in suc-
cessive incarnations, Over the course of time some have forgot-
ten their true identities, though the influence of their past lives is
so strong that these reincarnated Quaranians almost inevitably
become slaves to their darker instincts. Those able to maintain a
consistent consciousness throughout each incarnation are often
able to attain great magical power. Of these, some become lead-
ers of their own cults, while others choose to dwell in seclusion or
serve as advisors to individuals of wealth and power.

99

The Revenants: The Revenants are a secret order of assas-
sins operating out of Arim. The cult has no political or religious
affiliation, but seems to be run strictly for profit. The Revenants
specialize in "revenge-for-hire,” and may be employed to perform
acts of retribution ranging from simple insults to vandalism, ar-
son, physical violence and even murder; fees vary accordingly,
from as little as ten silver pieces to well over a hundred thousand
gold lumens. The cult is widespread and operates in extreme se-
crecy; such is its prevalence that almost anyone whom one
meets in Arim - regardless of age, sex or position - could conceiv-
ably be a member of the Revenants.

The Shadow Cult: Adherents of the Shadow Cult's doctrines
revere Sham, the so-called "King of Lies™ and patron deity of the
Darklings. "Priests” of Sham are in reality thieves, charlatans, or
assassins, and rarely possess any but the most limited spell
casting abilities. The cult’s following appears to be limited to the
race of Darklings.

The Xambrian Wizard Hunters: The Xambrians are the de-
scendants of a race of beings who were persecuted into near-
extinction during the Forgotten Age. Their numbers are few; they
have no organization, and in fact preferunited in a single, com-
mon cause: to hunt down and bring to justice the current incarna-
tions of the Quaranian Diabolists who nearly succeeded in exter-
minating their people (see Quaranian Diabolists). To finance this
goal many Xambrians work as wizard hunters, tracking down mis-
creant spell casters and other individuals with a price on their
heads. They are a suspicious and morose lot, impelled by pro-
phetic visions and prone to anti-social behavior.




Life Expectancy
of Talislantan Races

The following chart shows the average lifespan (in Talislantan
years) of the various humanoid races of Talislanta. The four bas-
ic stages of humanoid development, and the corresponding ef-
fect on attributes of each stage, are as follows:

1) Adolescent: Half listed Hit Point and Attribute totals until
Adult phase. If playing an adolescent character, divide the peri-
od of adolescence by four; increases in Hit Points and Attributes
can be tallied each quarter. Note that Adolescent characters
may not yet have acquired any skills; alternatively, the Game-
master may allow Adolescents to have "zero-rated" (or even
"negative-rated”) skills, talents learned through observation and
imitation but as yet not fully developed.

2) Adult: Hit Points and Attributes are as listed. The term,
"Adult," is used here to denote physical maturation; not social
status, which is subject to cultural mores and traditions.

3) Middle-Aged: A period of gradual physical decline which
may be tempered somewhat by the acquisition of wisdom and ex-
perience. In game terms, the Gamemaster rolls once on the
SKILL/ATTRIBUTE column of the ACTION TABLE at the onset

of this period, then once again at the mid-point, for the following
Attributes: Strength, Dexterity, Constitution and Speed. Failure
indicates a -1 reduction for the attribute being checked. Con-
versely, the Gamemaster rolls for Intelligence, Will, Perception
and Charisma; success indicates an increase of +1 for the attrib-
ute being checked.

4) Venerable: As per the latter category, only some physical
decline is unavoidable. Subtract one point from Strength, Dex-
terity, Constitution and Speed at the onset of this period. Roll
again at the mid-point and in the last year indicated (before the
figures listed in parentheses; see chart) to determine if further
physical decline occurs. At both junctures, the Gamemaster
rolls to see if the character's Intelligence, Will, Perception and
Charisma increase by +1. Note that in this instance, failure indi-
cates a -1 reduction in these attributes (due to advanced age,
possible senility, gradual decrease in sensory abilities, etc.).

Note: Players may determine the age at which their characters
will begin play in the campaign. If the Gamemaster and players
are experienced fantasy gamers, characters do not necessarily
have to begin play at the first level of ability. Should the group
desire to do so, the Gamemaster may elect to run a campaign
with intermediate or higher-level characters.

LIFESPAN CHART: TALISLANTAN RACES

RACE ADOLESCENT ADULT MIDDLE-AGED VENERABLE
Ariane 1-13 14-49 50-79 80-100 (+4d10)
Ahazu 1-9 10-30 31-40 41-55 (+2d6)
Arag 1-3 4-19 20-24 25-30 (+d6)
Ardua 1-11 12-33 34-60 61-85 (+3d20)
Beastmen 1-11 1225 26-39 40-50 (+d6)
Bod_or_ 1-19 20-50 51-75 76-100 (+4d6)
Callidian 1-20 21-55 56-75 76-190 (+4d10)
Chana 1-12 13-35 36-45 46-60 (+3d6)
Darkling 1-6 7-22 23-30 30-37 (+d10)
Gnomekin 1-4 5-50 55-100 101-150 (+5d10)
Gnorl 1-10 11-25 26-99 101-165 (+6d20)
Gryph 1-10 11-35 36-45 46-55 (+d20)
Half-Men 1-8 9-20 21-33 34-40 (+1d20)
Imrian 1-8 9-24 25-40 41-65 (+d10)
Jaka 1-11 12-35 36-60 61-80 (+d20)
Jhangaran 1-19 20-30 31-50 51-75 (+d10)
Kang 1-13 14-45 46-54 55-60 (+d10)
Men 1-17 18-40 41-65 66-80 (+2d20)
Manra 1-12 13-30 31-40 41-50 (+d20)
Mirin 1-13 14-40 41-75 76-95 (+3d20)
Mogroth 1-29 30-79 80-119 120-160 (+3d10)
Monad 13 4-25 26-30 31-35 (+d6)
Mud People 1-17 18-28 29-39 40-50 (+2d10)
Muse 1-49 50-75 76-95 96-125 (+2d10)
Na-Ku 1-10 11-25 26-35 36-45 (+d10)
Nagra 1-15 16-49 50-69 70-90 (+d20)
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Orgovian 1-12
Phantasian 1-17
Rajan 1-12
Raknid 1-4
Sauran 1-5
Saurud 1-6
Sawilu 1-20
Sindaran 1-19
Sunra 1-24
Stryx 1-9
Thrall 1-7
Vajra 1-39
Wildmen 1-15
Xambrian 1-14
Yassan 1-10
Comments

® Ariane make a distinction between physical age and "spiritual
age”; i.e., the number of incarnations which a given spirit has
gone through. Spirits who have experienced seven or more in-
carnations are deemed "wise" or "venerable" by the Ariane; all
others are still considered "young.”

® Araq are sorcerous hybrids genetically "programmed” to ma-
ture quickly. Once beyond the Adult stage, Araq degenerate
rapidly.

® Beastmen are a mongrel race, fairly short-lived and suscept-
ible to disease once past the Adult stage. The female of the spe-
cies commonly gives birth to two litters of 2-8 "pups”; as many as
half of these may be deformed or still-born.

® Chana are short-lived, primarily as a result of the ritual abuse
of Kesh, a potent narcotic.

® Darkling young are born without eyes, the latent optical
nerves typically developing by the end of their sixth year.

® Gnomekin mature early, enjoy a long period of adulthood,
and are among the most long-lived of the Talislantan races.

® The Gryph's high metabolism is believed to contribute to the
relatively short lifespan of these avian beings.

® Imrians hatch from eggs, and spend their adolescence as
water breathing "newts.” Lungs capable of breathing out of water
develop by the end of the eighth year.

® Jaka females rarely give birth to more than one litter in their
lifetime, and almost always give birth to twins.

® The warlike Kang are most productive during the fairly long
petiod of adulthood which is typical for members of this racs.

Once past their physical prime, however, most become de-
pressed, often taking ill and dying within just a few years' time.

® The races of Men include the Aamanians, Arimites, Batreans,
Cymrilians, Danuvians, Dhuna, Djaffir, Dracartans, Drukh, Far-
ad, Gao, Hadjin, Harakin, Kasmir, Mandalans, Mangars, Maruk,
Sarista, Thaecians, Thiasians, Xanadasians, Za, and Zandir. Of
these, the longest-lived are the Harakin (+5 years), Kasmir (+10
years), Mandalans and Xanadasians (both +20 years). The
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56-75 (+2d6)
76-120 (+d20)

56-75 (+2d20)
21-25 (+d10)
40-60 (+d20)
40-55 (+d20)

76-100 (+2d20)
60-80 (+d20)
50-70 (+2d20)
40-65 (+d20)

50-60 (+d20)
100-180 (+2d20)
36-50 (+d10)
90-130 (+d20)

76-90 (+2d12)

shortest-lived are the unhealthy Quan (-20 years), the drug-
ridden Farad (-10 years) and the Hadjin (-5 years).

® The Manra's short lifespan is directly attributable to the phys-
ical stress inherent in the practice of shape-changing.

® Mogroth are especially long-lived, a condition attributed to
the slow metabolism of these great, sloth-like creatures.

® The Mud People hatch from eggs, then spend the first sev-
enteen years of life as legless, mud-dwelling newts. The custo-
mary six appendages develop soon thereafter, along with rudi-
mentary lungs.

® Muses remain in the adolescent stage for almost fifty years
before attaining physical maturity; mental maturity may never de-
velop.

® Despite appearances, the Nagra are a robust and hearty folk
who generally lead a long and preductive adult life.

® Raknids spend their entire adolescence encased in fibrous
cocoons, emerging as fully-matured adults. They are notoriously
short-lived creatures.

® Both Saurans and Sauruds hatch from eggs, developing
from quadrupedal "hatchlings™ to bipedal adults within five years.

® Sindarans are nearly four feet tall at birth, though so thin as
to nearly be translucent. With the exception of newborn Kasmir
(who are as shriveled and wrinkled as adult Kasmir), Sindaran in-
fants are arguably among the least attractive adolescents of any
humanoid species.

® The Thralls are a race bred for battle, maturing quickly and
having a productive adulthood, but aging soon afterwards.

® Vajra spend their adolescence hibernating in subterranean
burrows, awakening as mature adults.

® The short life expectancy of Wildmen is attributed to their rit-
ual ingestion of skullcap, a virulently toxic variety of mushroom
native to Yrmania.

® Despite outward similarities, Xambrians are not men, a fact
attested to by their uncommonly long lifespan.






81-90 = Unfriendly: Mentor and student have not parted on
good terms. The reason for this animosity, (jealousy of the stu-
dent's abilities, difference in alignment, personal disagreement,
etc.) may not be clear to the former pupil. The details are up to
the Gamemaster.

91-100 = Deceased: The mentor has died in a manner de-
scribed by the Gamemaster. It is possible that the loss may
have a profound effect on the player character/pupil: he or she
may wish to avenge the mentor's death, discover who murdered
the mentor, etc.

TABLES IV-VIl: CHARACTER TYPES

The following tables may be used to determine the profession of a
character's parents, siblings, and/or other associates, as need-
ed. Roll on the table corresponding to the character’s back-
ground (city, village, etc.) to determine the type of individual en-
countered. TABLE IX: RELATIONSHIP may be used to determine
how a given NPC associate has come to know a player charac-
ter.

The gamemaster can use the die results as a basis to create a
cast of supporting Non-player characters for the player charac-
ters to interact with, augmenting these basic results with specific
information on each individuals race, nationality, Attributes, and
so on.

Note: when more than one character type is listed, choose the
most appropriate or interesting type. lgnore rolls which for any
reason are not appropriate to the player character.

TABLE IV: CITY BACKGROUND

01-03 = Alchemist/thaumaturge.
04-06 = Priest/acolyte.

07-09 = Magician/wizard.
10-12 = City Sentinel/soldier.
13-15 = Merchant/trader.

16-18 = Slaver/contraband dealer.
19-21 = Caravan Master/sea captain.
22-24 = Gaoler/torturer/executioner.
25-27 = Magistrate/official.
28-30 = Litigator.

31-33 = Caravan driver/seaman.
34-36 = Mercenary Warrior.
37-39 = Diabolist/demonologist.
40-42 = Artisan/artificer.
43-45 = Musician/performer.
46-48 = Thief/smuggler.

49-51 = Beggar/street urchin.
52-54 = Courtesan/concubine.
55-57 = Noble/aristocrat.
58-60 = Scholar/savant.

61-63 = Cartographer/explorer.
64-66 = Diplomat/ambassador.
67-69 = Engineer/trapsmith.
70-72 = Mystic/fortune teller.
73-75 = Charlatan/mountebank.
76-78 = Antiquarian/collector.
79-81 = Moneylender.
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96-100

TABLE
01-05
06-10
11-15
16-20
21-25
26-30
31-35
36-40
41-45
46-50
51-55
56-60
61-65
66-70
71-75
76-80
81-85
86-90
91-95

96-100

s

Vi:

Dealer in rare goods.
Cryptographer/linguist.
Navigator/pilot.
Laborer (choose type).
Slave/escaped slave.
Assassin/cultist.
Gamemaster's choice.

VILLAGE BACKGROUND
Priest/shaman.
Herbalist/healer.
Wandering seer/wizard.
Merchant/trader.
Herder/agriculturalist.
Magistrate/official.
Hunter/trapper.
Caravan driver/seaman.
Mercenary warrior.
Laborer (choose type).
Guard/sentinel.
Witch/warlock.
Artisan/artificer.
Traveling musician/performer.
Savant/sage.
Bandit/highwayman.
Animal Handler.
Brewer/vintner.
Slave/escaped slave.
Thief/mountebank.

NOMAD BACKGROUND
Herder/animal handler.
Wandering seer/wizard.
Shaman/healer.
Artificer.
Bandit/highwayman.
Hermit/outcast.

Caravan master/driver.
Adventurer/explorer.
Travelling musician/performer.
Bounty hunter/manhunter.
Scout/tracker.
Tribesman.

Member of another tribe.
Warrior Chieftain.

Clan elder.
Witch/warlock.
Slave/escaped slave.
Fugitive/pilgrim.

Tomb robber.
Merchant/trader.

TABLE VIl: OUTCAST BACKGROUND

01-05
06-10
11-15
16-20
21-25
26-30
31-35

Thief/cutpurss.
Smuggler/Slaver.
Forger/counterfeiter.
Fugitive/refugee.
Courtesan/philanderer.
Mountebank/charlatan.
Gambler/duelist.



36-40 = Procurer/contraband dealer.
41-45 = Tomb robber/adventurer.
46-50 = Merchant/trader.

51-55 = Bounty hunter/manhunter.
56-60 = Travelling musician/performer.
61-65 = Miscreant wizard/hermit.
66-70 = Vagabond/beggar.

71-75 = Political activist/anarchist.
76-80 = Arsonist/kidnapper.

81-85 = Murderer/assassin.

86-90 = Slave/escaped slave.
91-95 = Witch/warlock.

96-100= Diabolist/demonologist.

TABLE VII: WILDERNESS BACKGROUND
01-06 = Shaman/healer.

07-12 = Outcast/fugitive.
13-18 = Trader.

19-24 = Hunter/trapper.
25-30 = Warrior.

31-36 = Animal Handler.
37-42 = Scout/tracker.
43-48 = Artificer.

49-54 = Witch/warlock.
55-60 = Hermit.

61-66 = Wandering seer/mystic.
67-72 = Slaver/escaped slave.
73-78 = Member of rival tribe.
79-84 = Warrior chieftain,
85-90 = Clan elder.

91-95 = Adventurer/explorer.
96-100= Miscreant wizard
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TABLE IX: RELATIONSHIP

01-08 =
06-10 =
11-15 =

16-20

21-25
26-30

31-35
36-40

41-45

46-50
51-55
56-60
61-65
66-70

71-75
76-80

81-90 =
91-100=

Distant, missing, or unknown relative.

Old friend of family, parent, or sibling.
Friend from early childhood (may have
changed.)

Personal friend (possibly despite outward dif-
ferences.)

Confidant or advisor.

Love interest; feeling may or may not be mu-
tual.

Former lover, now a friend.

Jealous/spurned former lover (possibly dan-
gerous.)

Casual aquaintance (know well enough to
speak with.)

Admirer; feeling may not be mutual.

Former hireling.

Former rival, now a friend.

Former aquaintance, out of touch many years.
Rival/adversary (mutual respect may or may
not exist.)

Former employer.

Enemy of character's family, sibling, parent,
etc.

Enemy/unscrupulous rival.

Prospective follower/underling (see Follow-
ers, Underlings and Hirelings.)
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Personality Traits

The developement of personality traits for player and non-player
characters is essential to role playing, particularly in the TALIS-
LANTA game, where experience points are awarded on the ba-
sis of how well the players adopt the role of their respective game
personas. For this reason, all characters in the game should be
given at least two different traits which will help to define their
personality. One of these must be a "negative trait" or
"weakness" of some sort (see the PersonalityTraits Tables which
follow for some suggestions).

Determining Personality Traits

Players are allowed to choose one Positive/Neutral Trait and one
Negative Personality Trait for their characters as they see fit,
keeping in mind any behaviorisms associated with the charac-
ter's race, nationality, and/or religious beliefs. The Gamemaster
is allowed to disapprove any choice which might give the player
an unfair advantage (or disadvantage).

Optionally, the player or Gamemaster may roll a d20 once on the
Positive/Neutral Traits table, and once on the Negative Traits
table. In the event of conflicting results, roll again. Final results
should be recorded on the character sheet (found in Chapter
One).

Positive/Neutral Traits (d20)
1 = loyalty to friends, country, or cult/religious group.
2 = courageous, resolute.

3 = honest, unselfish.

4 = considerate, kind to others.

§ = tolerant of other cultures/beliefs.
6 = emotional, sentimental.

7 = gentle, unagressive.

8 = talkative, extroverted.

8 = romantic, passionate.

10 = carefree, easy-going.

11 = studious, thoughtful.

12 = humorous, a prankster.

13 = introverted, keeps to oneself.
14 = curious, inquisitive.

15 = idealistic.

16 = optimistic, always looks at the bright side.
17 = self-sufficient, independent.

18 = cautious, conservative.

19 = thrifty,a good money manager .
20 = has strong leadership qualities.

Negative Traits (d20)

1 = reckless, careless.

2 = unreasoning fear of water, heights, darkness, insects, rep-
tiles, disease, confinement, crowds,etc. (choose one).

3 = prejudiced towards a particular race, nationality, cult, etc.
(choose one).

4 = weakness for alchohol or other intoxicant.

= naive, gullible.
6 = guick-tempered, prone to displays of violence.
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7 = possesses sadistic tendencies.

8 = compulsive behavior: eating, kleptomania, voyeurism, etc.,
(choose one).

9 = intolerant, judgemental.

10 = cowardly.

11 = greedy, materialistic.

1 2 = amoral, does not know right from wrong.

1 3 = dishonest, conniving.

1 4 = indecisive, looks to others for leadership.

15 = apathetic, unmotivated.

16 = vain, over-fastidious.

17 = grim, humorless.

1 8 = hedonistic, seeks pleasure above all things.

19 = unreliable, frivolous.

20 = uncultured, uncouth.

Note:In any situation where a character must confront a phobia
or other weakness, the Gamemaster may have the player roll vs
the character's Will Rating (+/- modifier may be added according
to the GM's appraisal of the prevailing circumstances). Failure to
make this roll indicates that the character is governed by his or
her Negative Trait.

The Adventuring Party

Before a party of characters enbarks on its first adventure, the
Gamemaster should meet briefly with the players to discuss the
following considerations:

1) Have the players decide how the various members of the party
met, how long they've known one another, etc.

2) Discuss any potential rivalries or other problems which may
exist between the members of the party. Possible sources of
friction between characters could include political or rsligious dif-
ferences, racial prejudice, professional rivalry, etc.

3) Discuss the party's future goals and objectives. This will help
the Gamemaster develop a basis for the formation of an exciting
campaign.

Non-Player Characters (NPCs)

The Gamemaster should create a variety of non-player charac-
ters with which to populate his or her campaign world, and to in-
teract with the players'characters. Included in the Gamemas-
ter's NPC file can be the characters' former enemies, friends and
associates, individuals of local renown, shopkeepers, peddlers,
etc. The Gamemaster should play all NPCs.



ADDITIONAL RULES

Movement Rate

All figures listed here represent the average rate of movement in
miles per day (twelve hours of travel time, not including rest peri-
ods or stopovers). The Gamemaster may modify these figures
as necessary, according to game circumstances.

Overland Travel

Very
Road Open Rugged Rugged

On foot 20 20 10 5
Aht-Ra* 35 5 25 20
Equs** 40 40 20 15
Land/mangonel lizard 25 25 20 15
Land dragon 30 30 30 25
Loper 30 30 25 20
Ogriphant 25 25 20 10
Strider 30 30 25 15
Carriage 50 35 15 -
Cart (small) 25 20 10 —
Cargo dray/wagon 25 25 15 5
Duneship 40 75 20 —_
Land ark/barge 40 35 25 50
Palanquin/litter 15 10 5 2
Siege-engine (light) 20 15 10 =
Siege-engine (heavy) 15 10 5 —
War dragon (Sauran) 25 25 25 15
War wagon 20 20 15 5
Notes

* +5 miles for ontra, -5 miles for tatra
** 45 miles for silvermanes, except in very rugged terrain (-5
miles)

RUGGED terrain signifies hills, light woodlands, broken terrain,
etc.

VERY RUGGED terrain signifies mountains, swamps, jungles,
etc.

Inclement weather conditions may reduce rates by -50% or more.

Airborne Travel

FAVORABLE UNFAVORABLE
TRAVEL MODE CONDITIONS CONDITIONS
Avian (small)* 100 20
Avian (humanoid)* 120 50
Avian (large)* 60 40
Aerial palanquin 40 10
Windrigger 50 5
Windship 100 50
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Notes:

A Spell or Cloak of Levitation will double a non-avian's movement
rate, while its properties are in effect. Enchanted hide or feather
cloaks bestow movement rates comparable to the creature or
materials from which they were made.

*Based on a Speed Rating of +4; adjust by +/- 5 miles per point of
SPD.

UNFAVORABLE CONDITIONS indicate high winds, heavy
precipitation, restricted visibility, etc.

Waterborne Travel

TRAVEL MODE FAVORABLE CONDITIONS

Barge fort (Arduan) 30
Canoe/reed boat 25
Cargo barge 20
Carrack (Mangar) 100
Coracle (Imrian) 50
Dragon barque (Sunra) 90
Fishing boat/skiff 60
lce schooner (Mirin) 100
Ice skiff (Mirin) 75
Galley (Farad, et al) 70
Merchant ship (Zandir, et al)

75
Pleasure barge (Quan) 25
Raft 10
Trireme (Parthenian) 80
Warship 75

Notes

Halve listed figures for unfavorable winds/currents, navigational
hazards, etc. Sail-powered craft have a movement factor of
"zero" when becalmed.

Time in the Campaign

The relationship between "real time" and "game time" is up to the
Gamemaster to determine. If the gaming group meets regularly,
the Gamemaster may employ a standard time frame as a refer-
ence; i.e., "one real day equals one day of game time," "one real
day equals one week of game time," or whatever seems most
convenient. If the group does not meet regularly, the Gamemas-
ter might prefer to adopt a loose or unstructured time frame. In
this case, the Gamemaster determines when opportunities for
adventure occur, how much time passes in between adventures,
and so forth. Either method is fine, provided the Gamemaster
keeps track of what is going on. To this end, it may be helpful to
keep a log of the group's activities, noting important dates ac-
cording to the Talislantan calendar. A log such as this serves as
a record of the players' history, and is often entertaining when re-
viewed at a later date.
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Damage Ratings

The following is an updated list of DAMAGE RATINGS for inani-
mate objects, structures and conveyances. The DAMAGE RAT-
ING figure indicates the maximum number of Hit Points which the
object/structure can withstand before being destroyed (beyond
repair). An object/structure which has taken half or more of its
total DAMAGE RATING is Disabled, and in need of repair by a
skilled engineer or technomancer.

Note that, due to their familiarity with building materials and struc-
tural weaknesses, engineers and technomancers are equally
adept at sabotaging structures and conveyances (1/2 DAMAGE
RATING to destroy beyond repair, or 1/4 damage to Disable).

Also note that ARMOR RATINGS have been supplied to indicate
the average resistance of objects/structures/conveyances to
damage. All conveyances will of course have certain parts

(wheels, harness/yoke, sails/rigging, etc.) which are more sus-
ceptible to damage than such figures would otherwise indicate

(Gamemaster's option as to how susceptible to damage such
parts may be under varying circumstances).

ARMOR DAMAGE
OBJECT RATING RATING (h.p.)
Amberglass (vial, sphere, etc.) 1 .
Astrolabe 2 6
Barrel 2 6-10
Chain (per 1/4" thickness) 3 10 (per 1/4)
Chest (wood) 2 4-20
Chest (wood, reinforced w/iron) 3 10-30
Cloth goods 1 1-6
Glassware 0 1-4
Leather goods 1-2 4-12
Metal article/implement (soft) 2-3 5-20
Metal article/implement (hard) 4-6 20-100
Net 1-2 10-50
Padlock 3-4 6-60
Parchment 0 1-2
Pottery 1-2 1-6
Rope (per 1/2" thickness) 1 2 (per 172"
Sack (cloth) 1 2
Sack (hide) 2 5
Scroll tube (bone) 2 6
Scroll tube (metal) 3 12
Spyglass 3 10
Strongbox (sm.) 4-5 20-60
Strongbox (lg.) 6-8 20-80
Wicker/rattan furnishing 1 10
Wooden furnishing 2 15
Weapon (adamant) 6 50
Weapaon (iron) 4-5 30-40
Weapon (stone) 3 25
Weapon (wood) 2 20
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LAND CONVEYANCES
Carriage

Cart

Cargo dray/wagon
Duneship

Land ark/barge
Palanquin/litter
Siege engine (light)
Siege engine (heavy)

Siege engine (giant)
War wagon (Kharakhan)

AIRBORNE CONVEYANCES ARMOR

Aerial palanquin
Windrigger
Windship
Windship (warship)

WATERBORNE
CONVEYANCES
Barge fort (Arduan)
Canoe/reed boat
Cargo barge
Carrack (Mangar)

Coracle (Imrian)
Dragon barque (Sunra)
Fishing boat/skiff

lce schooner (Mirin)

Ice skiff (Mirin)
Galley (Farad, et al)
Merchant ship
Pleasure barge

Raft
Trireme (Parthenian)
Warship

STRUCTURES

Bridge (rope)

Bridge (wood, per 10 ft. length)
Bridge (stone, per 10 ft. length)
Building (small, wood)

Building (large, wood)
Building (small, stone)
Building (large, stone)
Cage (wood/bamboo)

Cage (iron)

Cage (adamant)
Door (wood, average)
Door (wood, heavy)

ARMOR
RATING

DAMAGE
RATING
20-40
10-30
30-60
200

o WN

150
15
50
100

o s,
i
(%)

7 175
8 150

DAMAGE
40
50
80-100
150

e wWwN

ARMOR
RATING

DAMAGE
RATING
200
20
120
150

UG

125
220
30

200

mwon

40
200
4-5 175

4 100

0w

2 15

7 280

6 240
ARMOR DAMAGE
RATING RATING

1 15

4 50 (per 10')

8 100 (per 10°)

3 50-75

4 100-150
6-7 100-125
200-250

30

8

3

6 50
7-10 75

3 10

4 15



Door (wood, reinforced w/iron) 5-6
Door (iron) 6-8
Fortress wall (wooden stakes,vines) 5
Fortress wall (stone) 8
Fortress wall (stone, iron-plated) 10
Gate (wooden barricade) 5
Gate (wood, reinforced wiiron) 6
Gate (iron) 8
Hive (raknid) 5
Hive (water raknid) 4
Hut (thatch/stilt-dwelling) 2-3
Hut (mud; Moorg-Wan) 5

Hut (salt block; Danelek) 6
Hut (stone) 6-7
Portcullis (wood, vines) 4
Porteullis (iron) 7

Tent 2
Tower (wood and thatch) 3
Tower (wood) 4
Tower (stone) 6-7

Tower (stone, iron-plated)
Tower (iron) 1

Notes
*10 x 10 ft. section, per each 1 ft. thickness.

200*

100
150

100*
75*
30-40
50-60

75
100
50
100

10
75
100
150

200
300
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Gryph Warrior, scout, hunter, artificer, historian.

Ice Giant Warrior only.

Imrian Slaver, warrior, artificer, engineer (crude), ad-
ministrator.

Jaka Scout, tracker, hunter, thief, beast handler,
trader, warrior, assassin.

Kang Warrior, tracker, assassin, administrator, per-
former (females)

Mirin Any profession except slaver, courtesan.

Mogroth Trader, artificar,herbalist, mud-miner.

Monad Servitor only.

Mondre Khan

Warrior, scout, tracker, thief, courtesan, as-
sassin, weaponer/armorer.

Mud People Shaman, warrior, hunter/gatherer, mud-miner,
artificer (crude).

Muse Any artistic profession.

Nagra Spirit tracker, shaman, bounty hunter, scout,
artificer, assassin.

Na-Ku Warrior, witch doctor, scout, artificer, thief.

Nefaratan Unknown.

Parthenian Sea trader, shipwright, warrior, administrator,
artificer.

Rajan Any profession not excluded by religious be-
liefs.

Raknid Warrior, worker, drone, queen only.

Rasmirin Witch/warlock, scout, tracker, warrior, thief,
assassin.

Sauran Warrior, warrior-priestess, scout, artificer, tra-
der.

Saurud Warrior, bodyguard, sentinel/gaoler.

Sindaran Any profession except spell caster.

Stryx Warrior, necromancer, scout, hunter/gatherer,
artificer, spy.

Sunra Aquamancer, mariner, warrior, hunter, scholar.

Thrall Only professions related to combat/wartare.

Ur Warrior, shaman, torturer, artificer, engineer,

thief.

Assassin Assassinate, secondary combat, dis-
guise, any three thieving talents

Bounty Hunter Primary combat, tracking, any three com-
bat or thieving Skills

Charlatan Secondary magic, any five thieving or
magical/alchemical talents

Courtesan Any two performing Skills, seducs, any
three thieving talents

Magician Primary magic, inscribe spells, any three
macal/alchemical Skills

Mystic Primary magic, cult rituals, any three
scholarly or magical/alchemical Skills

Necromancer Primary magic, cult rituals, inscribe spells,
any two “"concoct" Skills

Priest Primary magic, cult rituals, oratory, any
twa scholarly pursuits

Scholar Any six scholarly pursuits, any two
(nonprimary) additional Skills

Shaman Secondary magic, cult rituals, primitive
magical talents, inscribe spells, combat
training, two "concoct” Skills

Spy Secondary combat, disguise, any four
thieving talents

Thief Secondary combat, any four thieving
talents

Tracker/scout Secondary combat, tracking, any six
wilderness Skills

Warrior Primary combat, any three combat Skills/

Warrior-Priest

Witch/Warlock

proficiencies

Secondary magic, secondary combat,
oratory, metaphysical dctrines
Secondary magic, cult rituals, inscribe
spells, any three "concoct" Skills, any
three wilderness Skills

Vajra Engineer, warrior, artificer, administrator, his-
torian, laborer, healer.

Xambrian Wizard hunter, bounty hunter, scout, tracker,
assassin.
Yrmanian Warrior, shaman, arificer.

2) To determine the new character type's Attributes, use the cor-
responding race/nationality stats listed in this book; if there is
more than one entry for a given race, Attribute Ratings may be
averaged. Make adjustments as desired, according to the guide-
lines provided in Chapter One.

3) Refer to the corresponding race/nationality statisticss to de-
termine the new character type's Size, Physical and mental char-
acteristics, and Hit Points.

4) To determine Skills for the new character type, refer to the fol-
lowing guidelines:

BASIC TYPE
Alchemist

Skills
All "concoct” Skills, alchemical training,
any two scholarly talents.
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5) The Gamemaster should determine the new character type's
Equipment, Possessions and Wealth, based on comparative fig-
ures listed in this category for characters of similar race, nation-
ality, and/or profession.

Comments

Gamemasters should feel free to modify the listings of Skills for
basic character types as required, in order to conform with the
new character type's race, nationality, culture, etc. Members of
more common professions (such as administrators, artificers,
engineers, etc.) will usually have one primary skill (their chosen
profession) and up to four secondary skills, interests, hobbies,
etc.

Notes on Generating New Character Types

The concept of "generic” character classes ("thief,” "fighter,”
"magic-user,” etc.) has never been a feature of the TALISLAN-
TA game, which was designed to provide experienced players
and Gamemasters with an original and unique setting for their
FRP campaigns. We respectiully ask Gamemasters and players
to keep this in mind if they wish to create new character types for
the game, and to consider the following suggestions:






Healer: A healer's services may be obtained for as little as a few
copper pieces, or as much as a small fortune. Much depends
upon the healer's reputation, past accomplishments, and the de-
mand for his or her talents. Faith healers commonly work for
"free,” but request that the recipients make a generous
"donation™ to their cause. Gnorls, Ariane, and the Dhuna are
considered skillful healers, among others,

Laborer: Individuals in this category include bearers, farm
workers, herders, mud-miners, glass-miners, iron-miners, sand-
miners, kitchen help, stable hands, and so forth. Most are gross-
ly underpaid, averaging just 2-20 silver pieces per week (per level
of ability, if their employer recognizes such distinctions). Monad
servitors are tireless workers, known for their obedience to com-
mands.

Litigator: The services of a qualified litigator range widely in
cost, according to the litigator's reputation and field of expertise.

"Public defenders" may earn no more than the average artisan

(g.v.); litigants who regularly accept only wealthy or influential cli-
ents may command fees up to ten or twenty times this. The Sin-
darans are skilled in this regard, as are the Cymrilians and Kas-
mir.

Magiclan: A magician may be hired to cast a single spell or
counterspell for up to twenty gold lumens per level; more, if the
spell or counterspell desired is of a very dangerous sort. Those
who seek full-time work may charge up to a hundred gold lumens
per week, per level of ability. In places where individuals of this
profession are either very common (such as Cymiril) or poorly-
regarded (most other places), magicians may work for a good
deal less than this.

Mercenary Warrior: Individuals of this profession include
commeon infantry, sell-swords, conscripts, horsemen, caravan or
harem guards, and sentinels, as well as such "specialists” as Ari-
mite knife-fighters, Danuvian swordswomen, Jaka scouts, and
Zandir swordsmen/swordswomen. Few mercenaries are paid
more than fifty silver pieces (5 gold lumens) per week, regardless
of level, with non-commissioned officers earning three (ser-
geant), four (lieutenant) and five (captain) times this figure. Indi-
viduals who work for private concerns—such as personal body-
guards—may command fees of fifty gold lumens per week (per
level), or possibly more.

Merchant: Merchants generally receive a commission of 10-
60% (of the retail price) on all goods that they sell. All Talislantan
merchants mark-up the prices of their wares by at least 100%, in
order fo cover their expenses and to earn a profit. The Ispasians
and Farad are among the most crafty mercantilists, as are the
Djaffir.

Navigator/Pilot: Individuals of this profession include Phanta-
sian and Cymrilian astrogationists (pilot-technicians), Dracartan
duneship captains, Arduan barge-fort pilots, land ark navigators,
etc. Qualified pilots and navigators may earn as much as 10 gold
lumens per week, per level of ability.
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Revenant: Members of the Arimite secret society known as the
Revenants specialize in "revenge-for-hire.”" Rates for their
services vary widely according to type, as follows:

Deliver Insult to a rival 10 S.P.
Deliver a threat to a rival 5G.L.
Vandalize a rival's property 20+ G.L.
Physical coercion 50+ G.L.
Removal of rival's body part 100+ G.L.

Abduction of rival's next-of-kin 500+ G.L.
Removal of rival 1000+ G.L.

All fees are subject to increase according to the relative status of
the intended victim (for example, the removal of a magician of
even average repute could cost as much as 100,000 gold lu-
mens).

Scholar: Individuals of this profession include Aamanian theos-
ophists, Sindaran antiquarians, Callidian cryptomancers, Cymril-
ian archivists, naturalists, historians, and so forth. Understud-
ies, such as scribes and apprentice linguists, will generally
charge only a token fee (1-20 silver pieces) for a consultation, or
for each day required to research a particular subject. Master-
level scholars can command as much as alchemists (g.v.), or
even more.

Spy: Spies specialize in information-gathering, ranging from the
common informer to the most artful saboteur. The fees charged
by these individuals also vary widely, from as little as a few silver
pieces to thousands of gold lumens.

Yassan Technomancer: The Yassan are experts in the re-
pair and maintenance of almost anything, from septic systems to
windship levitationals. Their rates vary according to a complex
set of specifications, taking into account the time, materials, and
precise degree of difficulty entailed in the completion of the job.
The minimum fee for any work is ten gold lumens per hour, which
includes a free estimate.
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Climate and Weather

Talislanta’s climate and weather vary according to region and
seasonal conditions, as follows:

Temperate:
Tropical:

Generally mild, with moderate precipitation.
Generally hot and humid, with heavy seasonal
rains.

Sub-Tropical: As per Tropical, though less extreme.

Arctic: Frigid temperatures, heavy snowfall.

Sub-Arctic: Cool to very cold, with seasonal rains, snow/
hail.

Arid: Warm to very hot, little precipitation.

Aberrant: Regions affected by the Great Disaster (see

Aberrant Weather Conditions ).

Talislantan Seasons
The seven-month Talislantan year is divided into three seasons:

Spring: The first two months of the year (Ardan and Drome)
constitute the Spring season. Heavy rainfall is common through-
out temperate regions, with tropical storms and monsoons occur-
ring more frequently in warmer climes.

Median: The middle three months of the year (Jhang, Laseolis,
and Phandir) constitute the Median season. Warmer tempera-
tures are typical throughout the continent during this period.

Fall: The last two months of the year (Talislande and Zar) con-
stitute the Fall season. Temperatures are generally lower
throughout the continent, with increased chance of precipitation.

Weather Table

To determine the weather conditions in a given region, roll a
twenty-sided die (d20) and consult the appropriate Climatic Zone,
taking into account any modifiers listed for seasonal variations
(all temperatures listed are based on the Farenhsit scale).

TEMPERATE (average temperature 50 + d20 degrees)
1-5 = Clear, little or no wind,

6-12 = Clear, variable winds.

13-15 = Clear, high winds, -5 degrees.

16-18 = Overcast, variable winds, -10 degrees.
19-20 = Rain, variable winds, -10 degrees.

Modiflers:

Spring: +5, double duration of rainfall.

Median: +10 degrees.

Fall: +2, -10 degrees, 50% chance of snow instead of rain.

TROPICAL (average temperature 80 + 2d20 degrees)

1-8 = Clear, no wind

9-12 = Clear, variable winds, -d10 degrees
13-17 = Heavy rain (duration: 104 hrs.), high winds
18-20 = Tropical storm

Modifiers:

Spring: +7, roll of 13-17 = monsoon

Median: +15 degrees

Fall: 43, -10 degrees
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SUB-TROPICAL (average temperature 70 + 2d20 degrees)
1-10 = Clear, no wind.

11-15 = Clear and breezy, -d10 degrees.

16-17 = Rain (duration: 1-4 hrs.), variable winds.
18-18 = Heavy rain (duration: 1-3 hrs.), high winds.
20 = Tropical storm.

Modifiers:

Spring: +5.

Median: +10 degrees.

Fall: -1, -10 degrees.

ARID (average temperature 60 + 2d20 degrees).

1-10 = Clear, little or no wind, +d10 degrees.

11-15 = Clear, variable winds.

16-17 = Sandstorm, high winds.

18 = Heat lightning (duration: d20 rounds), high winds.

19 = Rain (duration: 1-20 rounds), variable winds, -10 de-

grees.
20 = Special; roll d6: 1-3 = Acid Rain, 4-6 = Black Wind.

Modifiers:

Spring: +2.

Median: +10 degrees.
Fall: +1, -10 degrees.

ARCTIC (average temperature 40 - 2d20 degrees)

1-5 = Clear, little or no wind.

6-12 = Clear, variable winds.

13-14 = Clear, high winds, -10 degrees.

15-18 = Snow (duration: 1-10 hrs., 1 inch of snow per hour).

19 = Blizzard (duration: 1-20 hrs., 3 inches of snow per
hour), d20 degrees.

20 = lcicle Rain (duration: 1-20 min.).

Modiflers:

Spring: +3, +10 degrees.

Medlan: None.

Fall: +6, -20 degrees, double snowfall totals.

SUB-ARCTIC (average temperature 50 - d20 degrees)

1-8 = Clear, little or no wind.

9-12 = Clear, variable winds.

13-16 = Overcast, variable winds, -10 degrees.

17-19 = Special; roll d6: 1-3 = Snow (1-6 inches), 4-6 = Rain

(duration: 1-4 hrs.).

20 = Special; roll dé: 1-3 = Icicle Rain (duration: 1-20
rounds), 4-6 = Blizzard (duration: 1-10 hrs., 2 inches of
snow per hour), -d20 degrees.

Modifiers:

Spring: +5 (precipitation is always rain), +10 degrees.
Median: None.

Fall: +3 (snow instead of rain), -20 degrees.

ABERRANT (temperature varies according to region).
1-14 = Conditions as per specific region.

15 = Acid Rain (duration: 1-20 rounds).

16 = Black Lightning (duration: 1-10 rounds).



SIS

17 = Black Wind.

18 = Icicle Rain (duration: 1-10 rounds), temperature drops for
duration.

19 = Ghost Wind.

20 = Witch Wind.
Modifiers: None

Comments

Variable Winds: Wind velocity = 1-20 mph (+5 mph in Temper-
ate regions, +10 mph in Tropics and Sub-Tropics). Conditions are
usually favorable for sail-driven vessels.

High Winds: Roll d8 for direction. In game terms, high winds
may be favorable for sail-driven vessels or not (50/50 chance or
Gamemaster's ruling). Minor damage to sail-driven craft may oc-
cur under unfavorable conditions.

Monsoon: A drenching rain usually accompanied by high
winds. Visibility is nil, sea vessels may suffer damage or be cap-
sized, speed for beasts and land conveyances is halved.

Tropical Storm: Hurricane-force winds, heavy rain. Condi-
tions are as per a monsoon, only worse: damage to all but the
sturdiest structures is probable. Individuals who fail to take shel-
ter can suffer up to d4 damage per round from flying debris, high
winds, etc. Lightning often precedes a tropical storm,

Sandstorm: Visibility is nil. High winds and wind-driven sand
can cause 1 point of damage per round to unprotected creatures
and beings. Damage to light structures, sails/rigging is possible.

Blizzard: Visibility is greatly limited, or nil. Driving winds and

heavy snow make travel difficult (-3/4 speed for beasts, convey-
ances) or (more likely) impossible.

Wind Direction (roll d8)

1 = North 5 = South
2 = Northeast 6 = Southwest
3 = East 7 = West
4 = Southeast 8 = Northwest.




























From behind a curtain will step a Sindaran, dressed in black
robes, an eyepatch, and a number of rings and amulets. His de-
meanor is grim and foreboding, and he acts somewhat strangely,
as if he is disoriented, or intoxicated. Gesturing with hands up-
raised, he speaks: "l am Sadaan. Who are you, and why have
you come here?"

Sadaan (SINDARAN COLLECTOR)

Level 13, CR 6, MR4

Size: 7'-2", 210 Ibs.

Attributes: INT +8, WILL +3, STR +1, PER +1

Hit Points: 10

Special Abilities: Dual-encephalon

Skllls: Alchemical training, all "concoct™ Skills, antiquarian lore,
arcane lore, linguistics, cryptography (one side of brain), secon-
dary combat, alchemical training (second side of brain)
Equipment/Possessions: In addition to his collection of
necromantic paraphernalia, Sadaan owns the following magic
items: a Ring of Conjuration (level 6), an amulet of Protection vs
Elemental Power (level 5), a Ring of Eldritch Power (level 7), and
a medalion which he can use to summon a terrible Wind Demon
(level 9). Beneath his eyepatch is a false eye made of polished
obsidion. This is an enchanted device which allows him to see in-
visible, astral, and ethereal presences.
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Notes on the Sadaan character:

Sadaan is one of the "Sindra;" a Sindaran who has attempted to
learn magic, and as a result, has become insane. He can be dan-
gerous, and is prone to displays of unpredictable (and sometimes
violent) behavior. Sadaan is not a threat to the characters un-
less provoked. If attacked, he'll call forth the Wind Demon which
is held captive in his medallion and command it to carry the char-
acters to a distant land. The characters will be whisked away and
deposited in some far away locale (GM's choics).

Sadaan stands before the characters, waiting for a reply to his
question. After hearing the party's explanation, he will nod
thoughtfully. "Yes, yes, of course. Just as | had surmised. You
may bring the merchandise in at once.”

While the crate is being brought in, Sadaan waves a hand, and
conjures forth trays of food, and drink. " Refresh yourselves,” he
says. "You have traveled far!” His manner is cordial, as if he is
pleased to receive the delivery.

Before the characters so much as touch Sadaan's offerings, the
collector will abruptly say: "Hold! What is this baneful object
which you carry before you?" (He refers to the crate, as if he has
already forgotten what the characters have told him). His manner
is once again threatening.

After the characters reply, he will answer. "Naturally so. You
must open it, so that | can behold what lies within!"

If the characters refuse to do so, Sadaan will point to the grisly
glass display cases which line the walls of his sanctum. "Others
have disappointed me in the past. As such, | now prefer to exam-
ine all merchandise prior to paying any monies!” Sadaan's words
have an ominous tone. The message is clear: the characters
must open the crate, or incur the wrath of Sadaan.

9) What's in the Box?
That's up to the Gamemaster to decide. Some suggestions:

A) A Juju (zombie) from Chana; when the crate is opened, this
cadaverous monster comes to life. A raffia doll, used to control
the juju, can be found in a pouch at the bottom of the crate.

B) Thirteen brass funerary vases, smuggled in from
Khazad and packed in wood shavings. Each contains a hostile
spirittorm known as a Shadow Wizard (see NATURALIST'S
GUIDE ), which will escape if any of the sealed vases are broken
or opened.

C) A quantity of embalming materlals, imported from
Dracarta. Included are rare herbs, crystal containers of alchemi-
cal fluids, all packed in sand from the Red Desert.

D) A mummified corpse which resembles a Black Savant. Is
it alive, or dead?

E) Or any item of the Gamemaster's choice: feel free to be crea-
tivel






12) Hunt for scintilla along the marshlands of Jhangara, avoiding
irate water raknids, the coracles of the amphibious Imrian Slav-
ers, and the dreaded Jhangaran Outcasts, who reputedly bear
upon their parsons the "stigma of doom."

13) Prowl! the Jungles of Chana for rare magical herbs and black
diamonds, or rescue a captive of the Witchmen, who keep the
shrunken heads of their victims as grisly trophies.

14) Visit the ice castles of L'Haan, and fight side by side with the
Mirin against their age-old foes, the Ice Giants.

15) Dredge the swamps of Mog for precious amber, or hunt for
the elusive Gold Besetle, an insect whose body is comprised of
pure gold.

16) Trade with the Sea-Nomads of Oceanus, a city which floats
freely upon the waters of the Azure Ocean.

17) Take a windship to the isle of Phantas and visit Cabal Magi-
cus, home of the Phantasian Dream Merchants, where scholars
sometimes come to study the many unique life-forms native to
this strange and remote island.

18) Explore the ruined cities of the Plains of Golarin and search
for the legendary gilded tomb of Irkhan, the Nine Books of Knowl-
edge, the mysterious Elixirs of Immortality, and other lost won-
ders.

19) Travel to the far-off Quan Empire: to the Coral City of Isalis,
the splendid coastal city of Jacinth, or the capitol of Tian (called
"the Golden City," for good reason). Do not irk the Quan, howev-
er, or their warlike protectors, the Kang.

20) Hire a Sarista guide and search for the buried city of Necron
in Khazad, where - legend has it - an entire city and its populace
were once interred.

21) Visit Cymril's Magical Fair, a gala festival attended by magi-
cians, wizards, and charlatans from all across the continent. En-
gage in a duel for wagers with a renowned spell caster, or haggle
with Pharesian peddlers over the cost of their marvelous potions,
powders, and magical adjuncts.

22) Negotiate a deal with a Kasmir money-lender, who may agree
to finance an expedition in return for a cut of the profits.

23) Travel to the mesa lands of Sindar in the hope of selling arti-
facts to the Sindarans, eclectic collectors of valuable antiques
and oddities.

24) Explore the underground lakes and grottos adjacent to the
subterranean settlement of Durne, home of the diminutive Gnom-
ekin.

25) Patrol the eastern borderlands in a company of Thralls, bat-
tling beastmen tribes and Za bandit clans in the service of the
Seven Kingdoms.
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26) Enter Thaecia's "Festival of the Bizarre,” where individuals
from many lands display oddities and attractions in the hope of
winning the coveted title of "Most Bizarre.”

27) Hunt for the fabulous Smokk-bird amid the Obsidian Moun-
tains of Urag.

28) Explore the Volcanic Hills region for the legendary Caves of
Erendor, the final resting place of a once-mighty sorcerer and all
his most cherished possessions.

29) Locate the hidden lair of a Weirdling and gain a wish, or
search the banks of the Sascasm River (in Werewood) for the
tombs of ancient Phaedran wizards.

30) Hire a Jaka guide and travel to the Lost Sea in Yrmania,
where the sunken hulks of ancient sea vessels lie half-
submerged in the cracked and barren earth.

31) Travel to the Aberrant Forest in search of the Mad Wizard
Rodinn's manse, pay the Hadjin to explore the obelisk-shaped
mausoleums which house the remains of their distant ancestors,
or hunt for Sardonicus (bottle-imps) amid the Kharakhan Wastes.

32) Accompany a Xambrian wizard hunter on a quest to avenge
an age-old crime: the extermination of an entire people, their civil-
ization and culture.

33) Have your fortune read by a wandering Rahastran wizard, or
travel to the Temple of the Seven Moons in Xanadas to learn the
secrets of past ages.

34) Partake in Zandu's "Night of Fools," when all laws are sus-
pended for a single evening.

35) Help locate a suitable applicant for the annual Battle of
Champions, held atop the Great Barrier Wall separating the two
countries of Aaman and Zandu...or enter the competition your-
self.

36) Try to find some means of removing the curse which has
plagued the City State of Maruk for generations, and earn a small
fortune in gold. (Good luck.)






























CHAPTER EIGHT: MASS COMBAT

MASS COMBAT SYSTEM

Overview of the Mass Combat System

The system for Mass Combat is similar to that employed for stan-
dard combat. The relative strengths of the opposing forces are
determined, and modifiers applied for such factors as combat
odds, command skill, etc. Battles are resolved by rolling on the
Combat column of the MASS COMBAT ACTION TABLE.
Unlike standard combat, however, a single die roll determines the
result for both sides. Additional die rolls are used to determine a
Unit's Morale, and a character's Fate in battle (see corresponding
sections for details).

Special Combat Modifiers

Superior force: +2 per +1 odds differential

Morale: +1-5 (according to unit type)
Defensive Position: +1-20 ( GM's ruling)

Magic: +1-4

Command: +1-4

Tactical Advantages +1-4

Special Advantages: +1 per advantage

Hardship: -1 per day

Missile Weapons: Result of 10 or less = no effect

Die Roll Combat

MASS COMBAT ACTION TABLE
Morale

Character Fate

-1/2 MCR (Attacker)

Routed

Captured/wounded

-1/2 MCR (Defender)

Hold

‘Unharmed

MASS COMBAT TABLE KEY
COMBAT

Defeat = Attacker loses 3/4 MCR. Defensive Position secure.
Attackers must make a Morale check at -5 to determine the stat-
us of the survivors. Attacking Characters roll on the FATE col-
umn at -5; defenders roll at +4.

-1/2 MCR (Attacker) = Attacker loses1/2 Mass Combat Rat-
ing (MCR), and must check Morale at a penalty of -2. Position se-
cure. Attacking Characters roll on the FATE column at -2; de-
fenders roll at +2.

Stalemate = Deadlocked. Defensive Position jeopardized, but
still secure. Both sides take minor casualties, and must make
Morale Checks. All Characters roll on the FATE column at +4.

-1/2 MCR (Defender) = Defender loses1/2MCR, and must
check Morale at a penalty of -2. Defensive Position Breached.
Attacking Characters roll on the FATE column at +2; defenders
roll at -2.

-3/4 MCR = Defender loses 3/4 MCR, and must check Morale
at a penalty of -5 . Defensive Position overrun. Attacking Char-
acters roll on the FATE column at- +3; defenders roll at -3.

Victory = Defender annihilated/Defensive Position occupied by
the enemy. Attackers roll on the FATE column at +5; defenders
roll at -4. The victors check Morale at +3. A result of Routed or
Shaken indicates that the troops engage in looting, ransacking,
celebration, etc. (GM's ruling); -3 Morale to re-group.

MORALE

Broken = Troops dispirited. All survivors lay down their arms
and surrender. Characters may attempt to escape by rolling on
the Character Fate Column.

Routed = Troops flee in disarray, and cannot be rallied.
Shaken = Troops' confidence is shaken. Morale at -1 next turn.
Hold = Troops hold fast.

Rally = Troops rally around their Commander. Attack/defend at
+1 next turn, make next Morale check at +2.

CHARACTER FATE

Captured/disabled = The character is seriously wounded
and/or disabled (GM's choice), and is taken prisoner by enemy,
left for dead on the battlefield, lost, etc. (GM's ruling).

Captured/wounded =The character takes 4d4 damage, and
has been taken by the enemy.

Wounded = The character takes 4d4 damage.

Unharmed = The character is still alive and well.

Special = The character is alive and unharmed, and gains
something of value: a prisoner, plunder, an artifact/enchanted

weapon, information about the enemy, the return of a captured
comrade, glory in battle, a promotion in rank, etc. (GM's ruling).
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Warfare in Talislanta

War is a fact of life in Talislanta. The raids of the Imrian slavers,
the continual conflict between L'Haan and the Ice Giants of Na-
randu, the expansion of Rajanistan and the Quan Empire—all of
these situations may involve adventurers in large scale combat,
requiring a means of quickly determining an outcome.

The following is a basic Mass Combat System which can be used
to resolve conflicts of any size, from a small skirmish to massive
engagements involving tens of thousands of troops. Topics
which appear in italics are described in greater detail further on in
the text.

Staging Mass Combat Scenarios

Mass Combat scenarios can be played on a table top or other flat
surface, using a map made of hex or graph paper. Terrain fea-
tures and/or fortifications can be drawn directly on the map, while
Units may be represented by paper "counters”, with important in-
formation (such as Unittype, Mass Combat Fi'atmg, Movement
Rate, and troop strength) printed on one side.

Unlike individual combat, Mass Combat engagements take place
on a large scale. Battles may last for hours, or even an entire
day (GM's ruling, based on the type of battle being fought).

The Gamemaster sets the stage for all Mass Combat scenarios,
providing any information required preliminary to the actual battle
(such as troops arriving on the scene, weather conditions, etc. ).
When all is in order, the battle may commence.

Procedure for Mass Combat
1) List all Units which will be taking part in the battle.

2) Determine the Mass Combat Rating (MCR) for all attacking
and defending Units.

3) Compare the MCRs of the two opposing forces. The differ-
ence is applied as a modifier (positive, negative, or "zero"), as
per standard combat.

4) Apply Special Combat Modifiers according to the circum-
stances of battle.

5) To simulate the assault, roll a d20 on the COMBAT column of
the MASS COMBAT ACTION TABLE . Note that a single roll
represents the actions of both the attacker and the defender.

The GM determines the results of the attack, then additional rolls
are made to determine Morale, and Character Fate. Surviving
units may withdraw from the field or muster their forces for anoth-
er assault (see Example of Mass Combat).

Units

Whereas standard combat is fought on an individual level, Mass
Combat takes place between large groups of combatants, re-
ferred to as units . A unit is defined as any group of creatures or

individuals which functions as a single entity, for purposes of at-

tack, defense, movement, etc. While a unit may be comprised
of a variety of different character or creature types, it is best to
separate units according to race/nationality, basic level of abili-
ty, and type (mounted, light infantry, etc.).

Determining a Unit's

Mass Combat Rating (MCR)

A unit's basic fighting strength is represented by its Mass Com-
bat Rating (MCR). The procedure for determining a unit's MCR is
as follows:

1) Find the average Combat Rating for members of the unit.
2) Find the average Magic Rating for members of the unit.

3) Add modifiers for Weapons, Armor, and Mounts, as applicable
(explained further on in the text)

4) Total 1, 2, and 3 to arrive at the unit's Mass Combat Rating.

Weapon Factor

Weapon Factor is determined by the general type of weaponry

(natural or otherwise) employed by a unit, and its basic damage
capability. For example, a unit armed with spears (1-8 damage)
receives a bonus of +3 to its MCR. Optionally, Units which em-
ploy more than one type of weapon (such as an archer unit which
also carries short swords) may be given more than one Weapon
Factor. For mixed units employing several different weapon
types, the Gamemaster may simply estimate one average Weap-
on Factor for the entire group.

Weapon Damage Modifier
1-4 +1

1-6 +2
1-8 +3
1-10 +4
1-12 +5
1-20 +6
Light-Medium Siege Weapons +7-8
Heavy Siege Weapons +9-10

Enchanted Weapons add +1 (per +1 rating)

Armor Factor
Armored Units receive a bonus to their MCR, according to the
protective value of their equipment, as follows:

Type Modifier

None 0
Hide/padded cloth/fur 1

Land Lizard hide 2

Chain Mesh/Dragon hide 3

Full garde +3

Plate mail +4

Battle armor (full suit) +5
Enchanted armor add +1 (per +1 rating)
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Mounts
Mounted units receive bonuses to their MCR as follows:

1) Determine the mount's MCR as you would for a unit; i.e., add
Combat Rating + Weaponry (natural or otherwise) + Armor.

2) Add the steed's MCR to the Unit's MCR to arrive at a single fig-
ure for the Mounted Unit.

Pre-Generated Ratings for Mounts

The following is a list of various species of creatures which are
employed as mounts in Talislantan warfare, including pre-
generated stats for each mount's average MCR (unbarded) and
Movement Rate (Move).

Type MCR Move
Aht-Ra 4 7-8
Behemoth 13 6
Dractyl 8 6
Duadir 11 8
Equs (Greymane) 5 8-9
Land Dragon 18 4
Land Lizard 7 5
Loper 7 7
Mangonel Lizard 9 6
Ogriphant 10 4
Strider 5 8
Tarkus* 10 8
Zaratan 17 6

* Tarkus are not mounts. However, they are trained to fight side-
by-side with members of Kang Tracker Units, and so add to the
effectiveness of these Units.

Example: Determing a Unit's MCR

The folowing is an example of how to determine a Unit's Mass
Combat Rating. The unit chosen for this example is a contingent
of 3rd level Thralls: armed with greatswords, wearing full garde,
and mounted on Mangonel Lizards. The MCR of this unit is deter-
mined as follows:

Unit's average Combat Rating: +5

Weapon Factor: +5 (greatsword)
Armor Factor: +3 (full garde)
Mounts' Combat Rating: +3

Mounts' Weapon Factor: +5 (natural weaponry)
Mounts' Armor Factor: +2 (natural armor)

TOTAL MCR: +22

Note : See the Listing of Unit Types for a list of pre-generated
Mass Combat Units.

Mixed Units

While it is easier to separate Units according to one type, it is ne-
cessary on occasion to create Units which are comprised of
many different types of creatures and/or beings. To do so re-
quires the following procedure:

1) Determine the MCR of each different type of creature in the
Mixed Unit.

2) Add all the MCR totals and divide by the number of different
types included in the Mixed Unit. This figure represents the
Mixed Unit's MCR.

Note: For a Mixed Unit to qualify for any additional Combat or
Special Modifiers, at least 50% of their total number must qualify.
For example, for a mixed unit to receive a +1 bonus for "Avian vs
non-avian”, at least 50% of the total force must be fliers.

Movement Rate

Movement in Mass Combat is determined by a Unit's average
Speed Rating, adjusted to suit the expanded scale of Mass Com-
bat scenarios. While Movement Rates have been provided for
mounts and the Listing of Unit types, the Gamemaster will need
to know how to determine this information when creating Mixed
Units or other types of Units not covered in this book. The for-
mula for determining Movement Rate is:

Movement Rate = 5 hexes per turn, plus or minus 1 hex per 2
points of SPD.

Example: An infantry Unit comprised of Mud People warriors has
a Speed Rating of +2 in water or swamp, and -2 on dry land. lts
Movement Rate is 6 in watery environs (5+1) or 4 on dry land (5-
1=4).

Note: Movement is halved over rough terrain.

Special Combat Modifiers

The following is a list of special modifiers which may applied to
MASS COMBAT ACTION TABLE die rolls(Note: these modi-
fiers are not added to MCR totals). The Gamemaster determines
the appropriate modifiers according to his or her appraisal cf the
conditions for battle (see Notes on Combat Modifiers fordetails ).
All modifiers are cummultive.

Superior force:

Morale:

Defender in Defensive position:
Siege engines:

+2 per +1 odds differential
1-5 (according to unit type)
+1-20 ( GM's ruling)
+ 1-20 (GM's ruling)

Command: +1-4

Tactical Advantage: +1-4
Special Advantages: +1 per advantage

Notes on Combat Modifiers

Superior Force
Units which outnumber their opponents by at least two- to- one
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receive a bonus on Mass Combat die rolls. This bonus is based
on the odds differential, as follows:

1:1 odds = no bonus (even odds)
2:1 odds = +2 bonus

3:1 odds = +3 bonus

4:1 odds = +4 bonus

5:1 odds = +5 bonus

etc.

Morale

A combination of psychology and training, morale is a factor
which may turn the tide of battle or allow an inferior force to de-
feat a superior one. Bonuses for Morale are determined accord-
ing to Combat Rating and general type, as follows:

Untrained (CR:0): -1
Green (CR:1): 0
Regular (CR:2-4): +1
Veteran (CR:5-10): +2
Elite (CR:11+): +3
Additional Morale Modiflers (optional)
Disgruntled/unmotivated: -2
Erratic/undisciplined: -1
Fanatic/savage: +1
Loyal to leader/cause: +2
Mercenary: +1/-1*
Ordinary: 0

* According to pay/circumstances.

Defensive Positions

A Defensive Position is defined as any place, natural or man-
made, which could provide cover of some sort for a force of de-
fenders. Units receive a bonus on Mass Combat die rolls when
protected by cover. This bonus can range from +1-20, according
to the type and extent of the cover provided by the position.

Modifiers for Defensive Positions

Open terrain: 0
Tall grasses, light vegetation: +1-2
Light forest: +3-4
Heavy forest: +5-10
Wood/thatch structures: +3-6
Stone/earthen structures: +5-12
Castle/fortress: +10-20
Small ship/conveyance: +2-3
Large ship/conveyance: +4-5
Armored ship/conveyance: +6-7

Siege Engines

Siege engines include catapults, ballistae, fire-throwers, siege
towers, etc. The Vajra of Quan, the Arimites, and the Ur Clans-
men are experts in the use of siege machines, and utilize them in

large numbers. Also included in this category are all conveyanc-
es which can be used in battle, such as Cymrillian and Phanta-
sian windships, Dracartan duneships, Ardua barge-forts, and
Kharakhan war wagons.

Units equipped with siege engines receives a bonus of +1-20 on
Mass Combat rolls according to the type and number of engines
that they have at their disposal.

Magic

The effect of magic on Mass Combat is simulated by awarding the
following modifiers for Units which include spell casters of any
sort:

Unit comprised entirely of spell casters: +4
3/4 of Unit are spell casters: +3
1/2 of Unit are spell casters: +2
1/4 or less are spell casters: +1

Command Modifier

A charismatic and forceful Commander is capable of leading an
army to victory, perhaps even when faced with overwhelming
odds. It is not the Commander's Combat Rating which matters,
so much as his/her Command skill (see Chapter Three, Combat
Skills). Bonuses fora Commander's skill are as follows:

Skill Level/Modifier

1-5 = +1
6-10 = +2
11-14 = +3
15+ = +4

Note: If the commander of the defending force also has the
Command Skill, an identical subtraction is made from the attack-
er's die roll.

Tactical Advantage
Units can gain advantages according to the types of tactics
which they employ, as follows:

Attack/defend from above: +1
Rear assault vs an engaged opponent:  +2
Surprise attack: +2

Special Advantages

The Gamemaster may assign additional +1 modifiers according to
the Special Advantages which some units may have over their
opponents. Some examples include:

Avian vs non-avian (except in enclosed spaces)

Aquatic vs non-aquatic (in seas, swamps, rivers, etc. only)
Unit is faster than opponent

Units stationed in homeland or on friendly soil

Unit with Night Vision fighting in darkness
Weather/climate favors one Unit over another
Unit bolstered by the presence of a renowned hero/leader
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The following is a list of pre-generated first-level Unit types
which can be used for Mass Combat scenarios. The Gamemas-
ter can use this list as a quick reference source, or as a guide
for designing new types of Units; for higher-level Units, increase
MCR accordingly. The format used to describe each Unit is as

follows:

Unit Type

Aamanian Crossbowmen
Aamanian Heavy Infantry
Aamanian Heavy Cavalry
Aamanian Inquisitor

Aamanian Warrior-Priest
Ahazu Warrior

Aramut Lancer

Arag Mounted

Arduan Botanomancers
Arduan Scouts
Ariane Mounted Archer
Ariane Scouts

Arimite Archer

Arimite Artillerist
Arimite Knife-Fighter
Beastmen Plainsriders

Batrean Warriors

Chana Warriors

Chana Witchmen/women
Cymrilian Magician

Cymrilian Warrior Mage
Darkling Light Infantry
Danuvian Cavalry
Danuvian Swordswomen

Demon, Night
Demon, Sea
Dhuna Witch-folk
Djaffir Cavalry

Djaffir Wizard
Dracartan Artillerist
Dracartan Desert Scout
Dracartan Thaumaturge

Drukh Hillmen

Drukh Shamans
Enim

Farad Slave Mongers

Farad Wizards
Ferran Bandits
Gao Sea Rogues
Ghasts

Wpn.
H. Crossbow
Spear/mace
spear/mace
flail

broadsword/mace
gwanga
spear
spear/axe

staff
dart-thrower
Ariane bow/mace
Ariane bow/mace

short bow/mace

siege wpn/mace

throwing knives
spear/sword

club
spear
staff/dagger
staff

longsword
spear/sling
spear/sword

longsword

broadsword
spear/trident
bow/dagger
bow/scimitar

staff/dagger
siege hurlant
hurlant
caduceus/knife

spear/knife
knife

giant club
Flail

staff
sling/spear
dueling sword
fang/claw

Armor
chain mail
chain mail
plate mail
chain mail

plate mail
none
leather
hide

none
leather

none

none

leather

leather

leather
hide

none
none
none
none

chain mail
none

plate mail

plate mail

hide

hide
leather
leather

leather
scail mail
scail mail
chain mail

leather

leather
hide
chain

chain
leather

none

hide

S

Unit Type: Basic make-up of the Unit.

Wpn: Type of weaponry carried by members of this Unit.
Armor: Type of armor (natural or otherwise) worn.

Movement: Average Movement rate, or type of mount ridden.
MCR1: Mass Combat Rating at first level (MCR1).Includes aver-
age bonuses for Attribute Ratings and Skill Rating.

Comments: Additional modifiers or other factors.
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MCR1
8
6
12
6
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Speclal

Fanatic

Fanatic
Fanatic,barded mount
Fanatic, Spell caster

Fanatic, Spell caster/warrior

+2 for double attacks, never surrender
Fanatic

No loyalties, -11 w/out duadir

Spell caster
Avian (gliding), advance scouts
Spell caster
Spell caster

Mercenary
Mercenary
Mercenary
+1 vs wounded foe

Undisciplined

Undisciplined

Spell caster, wrist viper (+1)
Spell caster

Spell caster/warrior
Undisciplined, erratic
Mercenary
Mercenary

Avian, +2 for double attacks
Aquatic (-2 on land)

Spell caster

Mounted archer

Spell caster

Loyal to King

Loyal to King

Spell caster, Loyal to King

Erratic, savage

Erratic, Spell caster, savage
Can cast spells

Mercenary

Mercenary, Spell caster
Undisciplined
Undisciplined

Erratic, savage
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Unit Type

Giant, Kharakhan
Gnomekin Artillerist
Gnomekin Warriors
Green Men

Gryph Airborne
Harakin Warclansmen
Half-Men

Ice Giant Warriors

Imrian Slavers

Jaka Beastmaster

Jaka Manhunter
Jhangaran Marsh Hunter

Jhangaran Mercenary
Jhangaran Outcast

Kang Elite Cavalry (Dragons)
Kang Regular Cavalry

Kang Tracker

Mandalan Mystic Warrior
Mangar Corsair

Mirin Artillerist

Mirin Tundra Scout
Mirin Witch/Warlock
Mogroth

Mondre Khan Warrior

Mud People Swamp Warrior
Muse

Nagra Spirit Trackers

Na Ku Warrior

Oceanean Militia
Oceanean Sea Cavalry
Orgovian Trader
Parthenian Artillerist

Parthenian Trader
Phantasian Astromancer
Phantasian Guardian
Rajan Assassin

Rajan Heavy Cavalry
Rajan Necromancer
Raknid Warrior
Raknid Worker

Rasmirin Warlock
Sarista Rogue
Satada Warrior
Sauran Dragon Rider

Sauran Priestess
Saurud Heavy Artillerist
Saurud Heavy Infantry
Sawila Witch/Warlock

Wpn.
maul/axe
It. catapult
sling/sword
none

crossbow/duar
krinftarak/jang
spear/sword
club

cap.pole/flail
bow/longsword
bow/longsword
bow/spear

javelin/knife
rock/stick

greatsword

spear/mace

crossbow/sword
parry/capture
cutlass
siege wpns.

sword/bow
staff/bow
club
bow/rasp

bwan

none
blowgun/spear

spear

flange-bow
spear, fl. bow
star-thrower
cat./ballista

3-pointed spear
staff
longsword

da-khar, garrotte

spear/sword

staff/dagger

claws/stinger
claws

staff/sword
knife/sling
cap. bow/sword
war axe

axe
h. siege wpns.
war whip
none

Armor
plate mail
leather
scail mail
none

leather

leather
hide

as chain

hide
hide
hide
none

leather
none
battle armor
plate mail

leather

chain

leather
chain mail

chain mail

chain mail
hide
hide

hide
none
furs
hide

leather
as per chain

leather

leather

leather

chain
plate mail
chain mail

plate mail

chain mail
plate
plate

chain mail
none
hide

plate mail

none

plate & hide

plate & hide
none
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Move
2

2
5
&

equs
strider

strider
5

strider

strider

5
6
ship
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Loper
ship

MCR1
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10

14

g~ 0, oo,

;-

5
23
11

9-11

nopsom

Special

Usually w/War wagon
Loyal to homeland/family
Loyal to Homeland/family
Passive

Avian

Savage
Undisciplined, savage
Loyal to ruler

Amphibious (+2 in water)
With beast (+1-4)

Scout, tracker
Undisciplined

Mercenary, undisciplined
Erratic

Elite, +1-3 wpn/armor
Regulars

+10 w/Tarkus

Warrior-Spell caster

Undisciplined

Immune to cold, serve aboard ice ships

Immune to cold

Immune to cold
Undisciplined

Stealth (+1 sneak attack)

Semi-aquatic (+1 in water)
Natural Telempath
Stealth, tracker (+1)
Undisciplined, savage

Regulars

Loyal to Homeland
Undisciplined
Seaman

Seaman

Spell caster

Warrior-Spell caster

Assassin (+2 sneak attack/infiltrate)

Fanatic

Spell caster
Fanatic (instinctive)
Fanatic (instinctive)

Warrior-Spell caster

Sometimes used as scouts

Skilled climbers (+1 siege/mountains)
Mounted on armored Land Dragon

No spell casting ability

Primarily for defense of settlements
Used as shock troops

Spell weaver



Unit Type

Shadinn Exectioners
Shadinn Heavy Cavalry
Sindaran

Stryx Warrior

Sunra Mariner

Tanasian Wizard
Thaecian Enchanter/ess
Thrall Heavy Cavalry

Thrall Hunter

Thrall Light Infantry
Thrall Light Cavalry
Ur Warlord

Vajra Engineer

Vird Infantrymen
Yassan Technomancer
Yitek Nomads

Yrmanian Wildmen
Za Bandit Cavalry
Zagir Archers
Zandir Archers

Zandir Light Cavalry

Zandir Swordsmage
Zandir Swordsman/woman

Wpn.
axe
war axe/spear
alchemicals
polehook

spear

longsword
staff

greatsword

bow/sword
spear/sword
bow/sword
club

iron spear
javelin/scimitar
elemental act.
scimitar/bow

r'ruh
sword/bow
bow/scimitar
bow/sword

bow/sword

sword/dagger
dueling sword

Armor Move
chain mail 5
plate mail l. lizard

leather 5

leather 5

leather 5
chain mail 5

none 5
full garde m. lizard
garde strider
full garde b
full garde strider
plate mail 4
plate & hide 4

leather 5

leather 5

leather aht-ra

none 5
none equs

leather 5
chain mail 5
chain mail equs
chain mail 5
chain mail 5
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Special

Veteran, Fanatic

Fanatic, on armored land lizards
High intellect (+1 for strategy)
Avian, undisciplined

Semi-aquatic (+2 in water)
Warrior-Spell caster

Spell caster

-9 w/out mangonel lizard

Stealth, scout (+1)
Regulars or better
Regulars or better
Siege commanders

Siege +2 (undermine)
Fanatic, Undisciplined
Siege (+1)

Sometimes serve as scouts

Extremely Erratic (-2), savage
Undisciplined

Fanatic

Regulars or better

Regulars or better

Warrior-Spell caster
Regulars or better
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Key to Index

CT = Chronicles of Talislanta
HB = Talislanta Handbook (2nd Edition)

NG = Naturalist's Guide
SG = Sorcerer's Guide

CY = Cyclopedia Talislanta (Vol. |

Word
Aa the Omnipotent
Aabaal

Aaman

Aamanian Archimage
Aamanian Inquisitor
Aamanian Inquisitor
Aamanian Warrior Priest
Abas the Grey
Aberant Forest
Aberon

Aberrant Forest
Abomination
Absolution

Acid Plains

Acimera

Acrobatics

Acting

Action Table, Key
Adamant

Additional Language
Administrator
Advancing in Level
Adventure Ideas
Afflictions

Age of Confusion
Age of Mystrey
Agriculturist

Ahazu

Ahazu Lands

Ahazu Warrior
Aht-Ra

Aimed Shot
Airborne Travel
Akbar

Akmir

Al Ashad

Alchahest
Alchemical Operations
Alchemical Research
Alchemical Skills
Alchemical Training
Alchemists' Animal Ingredients
Alhambra

Am

Altalus

Altan, Maze City of
Amber River

Amber Wasp
Amberglass
Amberglow

Ambush

Ambush

Amethyst River
Ammad & Zanth
Ammahd

Ammunition for Missiles
Amusements

Reference
CT 5, NG 113
CY 11

CTs

HB 21

cY 77

HB 21

HB 21

CT 106

CY 11
CT21,NG 113
CT81

NG 3

HB 59

CY 11

CT 101,104
HB 63

HB 63

HB 6

HB 56

HB 54

HB 66

HB7

HB 124

HB 97

CT 104

CT 104

HB 66
CT22.NG4
CY 11

HB 21

NG 5

HB 14

CY 87
CT8,10;CY 11
CY 11

CY 11

HB 56

HB 56

SG 57

SG 59

HB 56

HB &2

CT 101

Y 11

CY33

CT 69, 140; 56 78
CY 1

CT 40,CT 69
HB 60

HB 56

HB 68

HB 16

CY 11

CT 95 CY 11
CY 11,CT 95
HB 76

HB 78

Anasa

Ancient Ones, The
Andirin

Angomn

Animal Handler
Antiquarian Lore
Aphrodesiac Exilir
Appraise Slaves
Appraise Treasure
Aramatus

Aramut

Arag

Araq Warrior

Arat

Arcane Lore
Archery

Archons, The
Ardua (Blue) River Warrior

Ardua (Green) Botanomancer
Ardua (Green) Horticulturist
Arial

Ariane

Ariane "Seeker® (Druas)
Ariane Magic

Ariane Mystic

Arim

Arimite Knife Fighter
Arimite Revenant (Assassin)
Armor

Armor of Objects
Armor/Natural Protection
Armorer

Art

Artifacts & Uncommon ltems
Artificer

Atillerist

Artisan

Ashann

Ashann, Wanderers of
Assailants, Multiple
Assassinate

Astar

Astrology

Atlas of Talislanta
Atribute Ratings
Attribute Use
Attributes

Avar

Avatar

Avir

Axis River

Azoryl

Azure Ocean
Badlands

Banditlands

Bane

Banish

Bantrac

Baobab Tree

Baratus Bay

Baratus Pirales
Barb-Berry

Barge Fort

Barge Tree

Barrens, the

Barter
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cY 11

NG 113

CYn

Cyes

HB 66

HB 64

HB 56

HB 65

HB 85

CY 34

CT 50

CT 83, NG 6
HB 21

CY 11

HB 64

HB 56

NG 7,113

HB 22, CT 53, NG
8

HB 22

HB 22

NG 113

NG9, SG 75, CT
69, 70, HB 22
SG 77

SG 76

HB 22
CT8,94
HB 23

HB 23

HB 76

HB 107

HB 16

HB 66

HB 63

SG 44

HB 66

HB 55

HB 66

CTai1, 104
CT81,104,88
HB 16

HB 65

CT 53

HB 64

CY11

HB 9

HB 10

HB 10

CT 26, NG 113
NG 10

CYes

CT 103, CY 11
NG 11
CT101,CY 11
Cy12

Cy12

CT 79, NG 12
HB 59

CY 35

CY73

CY12

CT23

CY7s

CY8a0

CT 67, NG 102
CT84,CY 12
HB 54

Basic Spells

Bat Manta

Batre

Batrean Concubine
Batrean Warrior
Bay of Cicz

Beast Lore

Beast Wars
Beastman

Beastmans Plains Hunter
Beastmasters of the Northern Woods

Beasts of Burden
Beginning Spell Casters
Beguile

Behemoth

Bewitch

Black Adamant

Black Market Wares
Black Mushroom Powder
Black Mystic Cult
Black Pit of Narandu
Black Savant

Blue Atolls
Blue Pomegranate
Bodor

Bodor Musician
Bodorian Sound-Sight
Bog Devil

Boglands

Bolt

Bombo Tree

Borean, God of Mirin
Boru River
Brewer/Vintner
Bribe

Brown Hills

Bwan

Cabal Magicus
Cabals

Caduceus

Calendar

Call Animals
Callidian Cryptomancer
Camouflage

Canfrip

Caprica

Capture

Capture Bow
Carantheum
Caravan Bug
Caravan Master
Cartography
Castabulan
Castlerock

Cave Bats
Caverncliff

Cella

Central Swamplands
Ceremonial Masks
Cerulean Forest
Chakos

Chana Jungles
Chana River

Chana Warrior

Chana Witchman/woman

Chang
Character Background

HB 71

NG 13
CT11,CY 12
HB23

HB 23

Cy 12

HB 68

CT 105

CT 46, NG 14
HB 23

CT91

HB 79

HB 19

HB 72

CY 36

HB 70

HB 56

HB 79

HB 57

CT 50
CT41,CY 12
CT 42, NG 15, HB
3

CY12

CY73

CT86

HB 24

HB 69

Cyar

CY 12
HBT71,72,73
NG 102
CT38,NG 113
CT22,CY 12
HB 66

HB 65

Cy12

HB 75

CT 45

HB 98

HB 62

HB 92

HB 68

HB 24

HB 68

HB 70
CT71,CY 12
HB 14

HB 75

CT 14

CY&9

HB 66

HB 64

Cy12

Cy12

NG 16
C172
CT73,CY 12
CT22

HB 60
CT49,CY 13
cTs

CT34

CY13

HB 25

HB 25, CT 34
CY63

HB 102



Character Creation
Character Illustrations
Character Sheet
Character Types
Charisma

Charms & Fetishes
Chase/Escape

Chasm Viper
Chasmrock

Chig

Choke weed
Chronology

Cinnabar Mountains
City Dweller skills
City of Cymril

City of the Dead

City of the Four Winds
City of Zir

City State of Danuvia
City State of Hadj
City State of Maruk
Clash of Champions
Cliffs of Bahad

Cliffs of Kahzad
Clothing

Coerce

Combat

Combat Improvement
Combat Proceedure
Combat Rating for Beginners
Combat Skills, New
Combat Training
Command (Human)
Command Animals
Command Skill
Common Animals
Common Magic ltems
Common Skills
Commune with Nature
Communicate with Animals
gg;nmuning with Nature, Ariane

Concoct Exilirs
Concoct Medicinal Mixtures
Concoct Poisons
Concoct Potions
Concoct Powders
Concocting Mixtures
Conjuration
Conjuror’s Point
Consecrate
Constitution
Construct Automaton
Conveyance

Conveyance costs
Cooking

Coral City of Isalis
Council of Kings
Counterfeiting
Counterspells

Coven Island

Crag Spider

Cral of Faradun

Create Elemental Actuator
Create Homonculus
Creator, The

Crecent Knife

Creeate Dreame Essence
Cresent Isies

Crested Dragon

Critical Hit
Cryptography

HB 9
HB 46-52
HB 8
HB 20
HB 10
SG 45,HB 60, 70
HB 16
CY 64
CY13
CY 69
CY73
HB 92
CY 13
HB 54
HB 129
CT37
CT67
CT92
CY 18
CY13
Cy 13
CT17,92
CY 13
CY13
HB 76
HB 65
HB 14
HB 14
HB 14
HB 14
CY 90
HB 55
HB 72
HB 68
HB 55
Cyes
SG 43
HB 54
HB 69
HB 68
SG 76
HB 85
HB 56
HB 57
HB 57
HB 57
HB 57
HB 19
HB 1
CY 13
HB 59
HB 10
HB 58
CT 4,CY 80, HB
)

HB 78
HB 54
CY13
CT53
HB 65
HB 19
CY 13
NG 17
CT26
HB 62
HB 58
NG 113
HB 75
HB 58
CT21
NG 32
HB 15
HB 64

Crystal Dendron
Crystal Island
Crystal Moth
Crystal Mountains

Crystalline Sphere Entities

Cult Rituals

Cult Wars

Cults

Currencies

Cymril

Cymrilian Magician
Cymrilian Warrior Mage
Cymrillian Concentrate
D'Oko

Da-khar

Dagger Ridge

Dalia

Damage Bonus
Damage of Misc, Items
Damage Variant

Damage: Enchanted Weapons

Damon of Phaedra
Dance
Danuvia

Danuvian Swordswoman

Dark Coast

Darklands

Darkling Warrior

Darklings

Dates (Important)
Lagoon

Dead River

Deadman

Deadwood

Death

Death's Head Viper

Demon

Demon, Panic

Depilatory Exilir

Desert Lands

Desert Palm

Desert Scouts

Design and Modification

Desolate Hills

Destiny

Devil Rings of Oriax

Devil's Swamp

Devilroot

Dexterity

Dhar

Dhuna Witchwoman

Diabolus

Dimensions

Diplomacy

Dire Woods

Dirty Tricks

Disable

Disarm

Diseases

Divination

Djalfa

Djaffir Merchant/Bandit

Diaffir Wizard

Domal (Batre)

Domesticated Beasts

Dorango

Drac

Dracarta, Crimson Citadel of

Dracartan Dessert Scout

Dracartan Thaumaturge
Draconid's Venom
Draconids

Dractyl

144

HB 86, CT 4
CT53,58;CY 13
HB 25

HB 25

HB 60

NG 103

HB 75

CY 14

CT 72CY 14
HB 11

HB 15,107
Cyas

HB 15

CT 105
HB 63

cTe4

HB 25

CT22

CY 14

HB 25
CT74,NG 18
HB 92

CT 103

CT 103, CY 14
NG 110

CY 73

NG 113

NG 19

NG 20

CT 101

HB 56

CY 14

CYT73

CT15

HB 62

CY 14

NG 114, HB 71
CT 102

CY 14

NG 110

HB 10

CY 14

CT 80, HB 26
NG 114
SG 60

HB 64

CY 14

HB 15

HB 15

HB 14

HB 97

HB 71

CT24

HB 26, CT 24
HB 26
CT12,CY 14
HB 83
CT22,CY 14
CYod

CT 14,16: CY 14
HB 26

HB 26

HB 57

CT 83, NG 29
NG 30

Dragon

Dragon Barques
Dragon's Cave
Dragon's Grave
Dragonrock

Dread Forest
Dream Dimension Entities
Dream Essence
Dreamweaver
Druas

Drukh Hillman/Hillwoman
Drukh Lands

Drukh Shaman
Dryad Bush

Duadir

Dual Encephalon
Duar

Dune Ships

Durge

Durne

Earth Demon
Eastern Borderlands
Eastern Junglelands
Echinomorph

El Aran

E| Ashad

Elandar

Elande

Eldritch Power

Elemental Essences
Elemental Plane Entities
Elemental Power

Emerald Mountain
Emperor's Road

Enchant ltems

Enchanted Armor
Enchanted Grove
Enchanted Items
Enchanted Protective Davices
Enchanted Weapons and Armor
Enchantress of the Shoals
Encumbrance (bonus)
Endomorph

Engineer

Enim

Equipment

Equipment, New

Equs

Erd

Erendor of Elande
Erendor’s Way

Eros Isle

Erutu River

Escape

Espionage

Essence Accumulator
Everblue Starfire
Exomprph

Experience Points

Extra Cirricular Skills
Extra-Cirricular Skills (number)
Faculty, Lyceum

Fahn

Faith Healing
False Dwomer
Fangs of Golarin
Fantasm

Far Reaches, The
Far Seas

Farad Merchant
Farad Wizard
Faradun

NG 31

CT47

CY 14

CY 14

CY 14

CY 15

SG 64

CT 45

NG 114
CT70,S677
HB 27

CY 15

HB 27

CT73

CT 83, NG 36
HB 69

HB 75

CT14

CY 38

CT 55,CY 27
NG 21

CY15

CT22

CY39
CT25,CY 15
CT25

CT67
CT67,CT 81,CT
104

HB 71

HB 62

SG 63

HB 71
CT25,CY 15
CY 15

HB 59

SG 53, HB 16
CY 15

SG 42, HB 59
HB 59

HB 15,59, SG 51
CT73

HB 11

CY 64

HB 66

CT 84, NG 37
HB 75, HB 77
cY 92

NG 38

CY 64

C178

CY 15

CY 15

SG &4

HB 16

HB 85

HB 62

CT73

NG 39

HB 7

HB 12

HB 11

SG6
C122,CY 15
HB 59

HB 70

CY 15

NG 40

CY 15

CT 102, CY 15
HB 27

HB 27

CT25
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Farique

Farnir Ruins
Fascination

Fate

Fauna of Talislanta
Feather Dractyl

Fells

Fernwood Tree

Ferran Thief

Ferrans

Festival of the Bazzar
Fetish Island

Fetishes

Firefalls

Flange Bow

Flit

Flora

Flora of Talislanta
Followers of Urmaan
Food/Lodging
Forbidden City of Ahrazahd
Forbidden Strauts
Force Back

Forgery

Forgotten Age
Forgotten City
Forgotten Gods, The
Fortuna, God of Sarista
Fragrant Qils

Frost Demon

Frozen Lakes

Frye, Gene

Fungoid

Gall Oak Tree
Gambling
Gamemaster's Guide
Gao

Gao Sea Rogue
Gao-Din

Garde

Garde, Full

Garganta

Gemstones
Generating New Character Types
Geography

Ghast

Ghost Lands

Glossary of Talislantan Terms

Gnome King of Durne
Gnomekin

Gnomekin Crystalomancer
Gnomekin Warrior

Gnorl Rhabdomancer
Gnorlwood

Gods of Talislanta

Gold Beatle

Golden Sphere Entities
Gorge at Akbar

Gramayre Isles
Gray-Sphere Entities
Great Barrier Wall

Great Disaster

Great Morass

“Great Mysteries, the" book
Green Ardua Botanomancer
Green Lagoon

Green Man Symbiont
Green Men

Grey Lands

Grod

Groves of Serenity

Gryph

CY15

CY24

HB 70

HBT1

CYe3

CYBs

CY16

CY73

HB 27

CT 81, NG 41
CcTH

CY16

HB 60
CT78,CY 16
CT43,HB 75
NG 42
CY73

NG 101

CT 50

HB79
CTB,CY 16
CY 16

HB 14

HB 65

CT 104
CY16

NG 114
CT67, NG 114
HB 60

NG 22

CT 102

HB 1

CY73

CY73

HB 65

HB 102

CT 105
HB 28
CT27,CY 16
HB 75

HB 75
GT73,CY 16
HB 82

CY 90, HB 109
HB 64

CY4o

CY16

CT 109-114, HB
&

CT55

CT 55, NG 43
HB 28

HB 28
CY77,HB 28
CY16

NG 113
CT39,CY TN
SG7N

CY16

CY16

SG 68
CT7,92;CY 16
CT104
CT67,CY 16
CT92

Cyrm

CY16

HB 28

CT 22, NG 44
CT48,CY 17
CT74,CY17
Cy17

CT 69, NG 45

Gryph Lands
Gryph Warrior
Gulf of Mog

Gulf of Quan
Gulf of Sylvanus
Gwanga

Had

Hadjin

Hadjin Noble
Hadjin Ruins
Hadran

Haggling
Half-Men

Hand of Urman
Hangman's Tree
Harak

Harakin

Harakin Warrior
Harpwood Tree
Healer

Healing Bonus
Healing Exilir
Herb Lore

Herbs & Plants
Hex

Hide

Highest mountain (Mt. Mandu)
Hirelings

History of Talislanta
Hit Point Bonus
Homonculyte
Horned Devil-Men
Horticulture
Hunting/Fishing
Hurlant

ik

lce Dragon

Ice Giant

lce Giant Warrior
lce Giants

Ice King

Ice Peaks

lce Schooner
Identify Flora/Fauna
Ikarthsis

lkshada

llusion

Imperial Canal
Improving Magic Rating
Imria

Imrian

Imrian Slaver
Incence Tree
Index

Index of Map Listings
Influence Plants
Infuence

Inland Sea
Inscribe Spells
Insects
Intelligence
Interrogate

Irdan

Iron Citadel

Iron Dragonfly
Ironshrike
Ironwood Tree
Isalis

Isle Of Fortune
Ispasia

Ispasian Mercantilist
Jabutu Plant
Jacinthe
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CT 67, NG 47
HB 72

Cy17

HB17
CT31,CY17
NG 48, CT 31
HB 29

CYT74

HB 143
CY 11

HB 69

HB 72

CT 47,102; CY 17
HB 59

CY69

HB 10

HB 65
CT50,CY 18
CTe65CY18
CTH

CT 67

CY 18,74
CT 47

Cy18

CY18

CY 77, HB 30
CT 35
CT48,CY 18

Jade Mountains

Jaka

Jaka Beastmaster

Jaka Manhunter

Jamba, God of Carantheum
Jang

Jewelry

Jezem

Jhangaran

Jhangaran Marsh-Hunter
Jhangaran Mercenary
Jhangaran Mud-Miner
Jhangaran Outcast
Jhangkin Bay

Jian

Jinx

Juj

Jungle Lands
KTallah

Kabros of Phaedra
Kaf

Kaliya

Kang

Kang Tracker
Kang Warrior
Kang-Tu

Kangir

Kanquan

Karang

Karansk

Karfan

Kasir

Kasmir

Kasmir Maneylender
Kasmir Wizard
Kesh

Khadun

Khan Mountains
Kharakan Wastes
Kharakhan Giant
Kharakhan Mountains
Kharakhan Ruins
Kharakhan War Wagon
Kharistan

Khazad

Khu

King(s) of Urag
Kiru River

Knife Throwing
Knife-throwing
Korak's Mountain
Kra

Krag

Kragan

Krin

Ku-Chang
Ku-Chang Plateau
L'Haan

L'Hal

L'Lal

L'Latha

Laborer
Labyrinths of Sharna
Lake Lahasa

Lake Lir

Lake Myr

Lake Rhin

Lake Venda

Lake Venda

Lake Y'Lal

Lake Zephyr

CY18

CT 90, NG 49
HB 30

HB 30

CT 15, NG 114
HB 75

HB 77

CT 43

CT33

HB 30

HB 30

HB 30

HB 31

Cy18

CT 48

HB 70

CT 35, NG 50, HB
61

Cy 18

NG 110

CT 105

CT 26

NG 33

CT 47

HB 31

HB 32

Cy18

Cy18

HB 55
CT48,CY 18
CT 33,CY 19
CY19

CY19
CT55,CY 13
HB 32

HB 32

HB 60

CT 50

CY19

CT 83

CY 44, HB 32
CY19

CY19

Cyet

CT101

CT 36,102, 104
HB 75

CT 74
CT22,CY 19
HB 63

HB 63

CY19

NG 51
CT74,CY 19
CT31,CY 19
HB 75

CY19

CY19

CT37

CT 38

CY20

CYes

HB 67
CT81-2;CY 19
CT 102,CY 19
CT102,CY 19
CT 102, CY 19
CT 102,CY 20
CT 8, CT 102
CY20

CT 102, CY 20
CT 53, CT 102,
CY20



Lal-Lat (Batre)

Land Ark/Barge

Land Barges

Land Dragon

Land Dragons

Land Lizard

Lands of the Green Men
Languages (number)
Leaper's Ridge

Learning Spells
Legerdemain

Levitation

Life and Death In The Game
Life Expectancy of Races
Linguistics

Lip-Reading

Listing of Rare & Ancient Spells
Literacy

Litigator

Lock-Picking

Loper

Lord of The Night Skies
Lost Caves of Erendor
Lost City of Auran

Lost Sea

Lotus

Love Philtre

Luminaries

Lyceum Arcanum

Magic

Magic (Detecting)

Magic (Level Titles)
Magic (Protection from)
Magic Dangers

Magic ltems

Magic ltems (ldentifying)
Magic ltems and Spells
Magic Items: Sympathetic
Magic Rating

Magic Theory

Magic Training
Magic/Alchemical Skills, New
Magical Eminations
Magical Fumes

Magical Orders (Clubs)
Magical Pigments

Magical Properties of Gemstones
Magical Properties of Substances
Magical Research

Magical Skills, New
Magical Tomes
Magical/Alchemical Supplies
Magicians of Early New Age
Magick

Malathrope

Malediction

Makim

Mana, Aamanian

Mandala

Mandalan Coast
Mandalan History
Mandalan Mystic Warrior
Mandalan Savant
Mandalans

Mandaquan

Mandragore

Mang

Mangar Corsairs

Mangar Isles

Mangars, The

Mangonel Lizard

Manik, god of Wildmen
Manra Shape-Changer

CT12,CY 20
Cye2

CT17

NG 34

CT84

NG 52

CY2o

HB 11,HB 95
CY20

HB 18

HB 63

HB 72

HB 11

HB 100

HB 64

HB 65

SG 23

HB 54

HB 67

HB 65

CY 45

NG 114
CT78

CY20
CT91,CY 20
CT12,NG 110
HB 57

CT48

S63

HB 17

HB 19

HB 19

HB 18

HB 17

SG 42

HB 19

HB 18

HB 60

HB 17

HB 17

HB 56

CY 90

HB 73

HB 60

HB 98

HB 60

SG 56

SG 54

SG 57

SG 59

SG35

HB 81

SG20

HB 70

CY 46

HB 71

NG 77

CTe

CT47

cy2o

SG 81

HB 32

HB 33

CT 48,56 81
HB 55

NG 53,CT 79
Cy 47

CT 22, HB 33
CY2o

CT22

CT 84, NG 54
CT91,NG 114
CT 35, NG 79, HB

[ (&

=
Mf%fa

Maruk Dung Merchant
Maruk Mountain Range
Massacre at Dracarta
Matsu

Mazdak

Mazdak Mountains
Maze City of Altan
Medicinal Purge
Megalodont

Memory and Spells
Mentors
Mercant/Trader
Mesalands
Metamorphosis
Metaphyiscal Doctrines
Midnight Isles

Midnight Realm
Midnight Sea

Minor Enchantments
Miracle Working

Mirin

Mirin Alchemist

Mirin Tundra Scout

Mirin White Witch/Warlock
Miscast Spells
Miscellaneous Enchanted ltems
Mishap

Missile Ranges

Missile Rate of Fire

Missile Weapons

Modifiers (Combat)
Modor's Toomb

Mog

Mog Island

Mog Mountains
Mogran

Mogroth Amber Trader
Mollusk, Giant
Monad Servitor
Monastic Hills
Mondre Khan Warrior
Money

Monoliths

Moon Lake

Moonfish
Moonflower

Moorg

Moorg Wan
Mordante's Deep
Morde

Morphius

Mount Mandu

Mount Talus
Mountain Climbing
Movement Bonus
Movement Rates
Mud People

Mud People (Moorg-Wan) Shaman
Mud Peopie Lands
Mud-Ray
Mud-Walker
Multiple Attackers
Mung Berry Tree
Muse Esthesian
Muses

Mushroom Forest
Mushroom, Giant
Musical Insturments
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CT 106
HB 75

CT 104
CY20
S678,CY20
HB 57

NG 55

HB 18

HB 102

HB 67

cY21

HB 72

HB 64

cy21

CT 101
CT101,102; CY
2

HB 70

HB 59

CT 37, NG 56
HB 33

HB 34

HB 34

HB 18

SG 46

HB 6

HB 15

HB 16

HB 15

HB 16

cy 21

CT39

oY

Cy 21

cy21

HB 34

CY 65

CY 77,HB 34
cY2t

CY 78,HB 34
HB 7

CT 73, NG 58
cY21
CT48,CY 66
CYT74

NG 114

NG 59, HB 35
CY 21

CYB6

NG 111
CT89,CY 21
CT31,CY21
HB 68

HB 11

CY 87, HB 106
CT 22, NG 59
HB 35

CY21

CY67

cY

HB 16

NG 103

HB 35

CT 55, NG 60
cy2t

cY73

HB 78

Musicianship

Myr

Mystic Mountains
Mystic Power
Mystic Warrior
Na-Ku

Na-Ku Cannibal
Na-Ku Witch Doctor
Nadan

Nadir

Nag Bird

Nagra

Nagra Shaman
Nagra Spirit Tracker
Nankar

Nar-Eel

Narandu

Natural Telempath
Naturalism
Naturalist's Compendium
Nauticus' Reef
Navigator/Pilot
Nearwan
Necromantic Aricles
Necron

Necrophage

Necros River

Needle Leal
Nefaratus
Neuromorph
Neurovore

Neurozoid

New Character Types
New Weaponry
Night Demon

Night of Fools
Nighthawk
Nightmare Dimension
Nightmare Dimension Entities
Nightstalker

Nine Keys of Knowledge
Nocturnal Strangler
Nomad skill

Noman

Noman's Land
Non-Proficiency Penalty
Northwood

NPC's

Obsidian Mountains
Oc

Occupations
Oceanian Sea Nomad
Oceanus

Ogriphant

Ogront

0ld City of Ashann
Omen

Omniverse, The
Omnivrax

Onyx Mountains
Opal Mountains
Opteryx

Oracle

Oratory

Orb Island
Orgovian Trader
Oruk

Qutcast Isles
Outcast skill
Outcasts

Palace of a Thousand Fountans
Pana-Ku

HB 63
cY2z
CY22
HB 73
SG 81
CT 21, NG 62
HB 36
HB 36
Cy2
cY2
NG 61
CT86
HB 35
HB 35
Cy22
CY 67
CT40
HB 69
HB 64
CY 32
Cy22
HB 67
cy
HB 60
CT37,CY 22
NG 63
CT 103, CY 22
NG 104
CT42,CY 22
CYe7
NG 64
CY 74
SG8s,CY 77
CY 87
NG 23
CT 94
NG 65
CT 85
SG 65
NG 66
CT 102
NG 67
HB 54
NG 114
Cy22
HB 6
CY2
HB 105
CY22
HB 75
HB 103
HB 36

CT 43, NG 114,

Cy22
NG 68
NG 69
CY22
Cy2
SG 60
CY49
CT8-9,CY22
cy2
CY S0
Cy23
HB 63
cYya3
CY 78, HB 36
CY 51
Cy23
HB 54
CT33
CT 48
CT21,CY 23







Sindaran Capsules
Sindaran Collector
Sixth Sense

Skag Lake
Skalanx

Skank

Skill Categories
Skill Improvement
Skill Limitations
Skill Use

Skills

Skills, New

Skills: Background
Skills: Common
Skullcap

Slave Market
Sleeper's Ridge
Smoke River
Smokk

Snares

Sripe

Sniper Bug

Snow Lily
Soliman Il of Phaedra

Soporific Exilir

Sorcerer Tree

Sorcerer's Isle

Sorcerers of Ancient Talislanta
Sorcerers of Forgotten Age
Sorcerous Hybridization
Soulstones (see Tamar)

Southwood
Span Oak
Special Abilities
Spectral Isles

Speed

Spell Casting
Spell-weaving

Spelibind

Spells (and Armor)
Spells (ltems)

Spells (Limitations)
Spells (Miscast)

Spells (Written)

Spells and Memory
Spells of the Ancient Sorcerers
Spells, Ariane

Spice Tree
Spirit-Tracking

Spitting Crocus

Sponge Bristie

Spring Knife

Stalking

Statistics for Encounters

HB 81
HB 41
HB 69
CY26
CY 59
CYe8
HB 12
HB 12
HB 12
HB 12
HB 12, HB 53
CY %0
HB 54
HB 54
NG 111
HB 80
SG 84
CY 26
NG 82, CT 74
HB 68
CT 67, NG 83
cYn
NG 111
CT 104
HB 63
HB 57
CY 74
CY26
SG17
SG 18
HB 61
CT 35, 46,67, 70;
NG 9, 77; SG 76;
HB 61
cy27
NG 106
HB 69
Cy 27
HB 10
HB 17
HB 69
HB 70
HB 19
HB 18
HB19
HB 18
HB 18
HB 18
5622
SG 76
CYT74
HB 69
CY 75
CY 75
HB 75
HB 68
HB 126

Statistics for Extra-Dimensional Entities

Statistics for Talislantan Lifeforms

Stealth
Stenchroot
Steppes of Kangir
Stone Idols, The
Storm Demon
Straits of Tian
Strangle-Vine
Street Fighting
Streetwise
Strength

Strider

Stryx

Stryx Necromancer

SG 73
NG 2
HB 65
NG 111
cy 27
NG 115
CY®&0
CY 27
NG 105
HB 65
HB 66
HB 10
NG 84
CT 74, NG 85
HB 41

Stryx Warrior
Subdue

Subterranean Citry of Durne
Sulphur Tree

Sultan of Zandu

Summoning

Sunra

Sunra Aquamancer
Sunra Bay

Sunra Dragon Barque
Sunra Mariner

Surisia

Surisian Plains
Surprise

Swamp Demon
Swimming

Swipe

Sylvan River
Symbol of Power
T'sai

Tabal

Tack & Harness
Tailing

Talisandre
Talislantan Conveyances
Talislantan Cultures
Talislantan History
Talislantan Weaponry

HB 75
CT33,CY27
HB 78
HB 66
Cyar
HB 85
HB 64
HB 64
HB 84

Tamar Orbs of Ariane, The (soulstones)

Tamaranth

Tamaranth Valley
Tamerlin

Tanasian Wizard
Tanazians
Tanglewood

Tantalus

Tarak

Tardisite

Targ

Targ Swamp

Tarkus

Tarun

Taryx

Taz

Tazian Fly
Technomancy
Temesia Island
Temple of Death
Temple of the Seven Moons
Ten Thousand, The
Terra

Territories of the Mondre Khan
Test of the Ancients
Thaecia, Isle of
Thaecian Enchanter
Thaecian Nectar
Thaecian Orbs
Thaecian Orbs
Thaecians
Thaumaturgic Operations
The Displaced Peoples
The Sinking Land
Theiving Talents
Thiasian Performer
Thiasian Performer
Thieving Talents, New
Thistledown
Thornwood

Thrall

Thrall Warrior

Tian

Tian Forest

148

CT70,SG 76
CT69
SG79,CY27
CT1-3,107-8
HB 42

CT59

NG 107

NG 111

HB 75

CYes

cy 27

cyar

NG 86
CT25 CY2r
NG 115

CT 55

Cy72

HB 61

CT 101

CT51

CT 89

NG 115

NG 115
cyar

CT15
CT71,CY28
HB 42

cTn

CT72

HB 60

CTT

HB 62

CT86

CT67

HB 65

Cym

HB 42

CYs0

CY7s

NG 106

CT 55, NG 87
HB 43
CT105,CY 28
Cy2s

Time

“Time Before Time"
Time in the Game
Tinsel Tree

Tools & Professional Equipment
Topaz Mountains

Tor

Torture

Toxic Hills

Tracking

Trackless Wastes
Trade Goods (unusual wares)
Trades and Crafts
Traitor's Bay

Trang
Trans-Ascendancy
Traps

Travel Rates
Traveling in Talislanta
Trivarian

True Elementals
Tu-Beshal (blood-suckers)
Tundra Beast

Tunnel Rock

Twin Islands
Undefended Attacks
Undermen
Underworld
Underworld Entities
Unknown Islands
Unknown Ruins
Unseen Presences

Ur

Ur Clan Shaman
Ur Warlord

Urag

Urthurax

Vagra

Vahana

Vajra Engineer
Vajran Hills
Valanis

Valley of Dreams
Valley of Forgetiulness
Valley of Mist
Valley of Mists
Vanished Kingdom of Shalihan
Vardune
Vari-Colored Warbler
Variegated Forest
Vashay

Vasp

Venomwood
Venomwood Resin
Villager

Violet Creeper
Viper's Blood

Vird Infantryman
Viridia

Viridistan

Virids

Vishana

Vitriol

Vodruk

Void Entities

Void Monster
Volcanic Hills
Volcanic Hills

Vorl

Vulge

Wailing Mountains
Wanderer of Ashann
Waning Brook

HB 106

CT 104

HB 7

CY75

HB 77
CT22,CY28
CY28

HB 66

Cy2s

HB 68

cy2s

HB 80

HB 66

CYas

CYes

CT 70, SG 76
HB 66

HB 106

CT4

CT 55

NG 115

CT 55

NG 88
cyas

Cy 28

HB 16

CT 101

HB 66

SGT0

Cyes

Cy28

HB 73

CT 73, NG 89
HB 43

HB 43

CT73

CY 61

CT47

Cyes

HB 43

CY28

CY29

SG 84

CY29
CT138,CY29
CT78

CYyas

CT53

CT7

Cyag
CT54,CY 29
Cy 62

NG 112

HB 57

HB 54

NG 108

HB 57

HB 43

NG 109
CY2e

CTs0
CT48,CY29
HB 56
CT74,CY29
SG 72

NG 90
CT76,CY 29
cY29

CT 78, NG 91
CY29

cY 29

CT 88, NG 92
Cy2




War Whip

Wards

Warlocks Keep
Warrior King of Thralls
Watchstone

Water Raknids
Water-Bug, Giant
Waterborne Travel
Wavering Sunblossom
Waylay

Weaponer
Weaponless Combat
Weaponless Combat skill
Weapons and Damage
Weather

Weeping River

Well of Saints
Werebeasts
Werewood

Western Glaciers
Western Rain Forests
Whipweed

Whirig

Whisp

Whisp Bane
Whisperweed
Whitewood

Wierd

Wierdling

Wilderlands of Zaran
Wilderlands Road
Wilderness Skills
Wilderness Survival
Wildlands

Wildmen

Will

Willowood

Wind Demon

Wind Funnels
Windrigger

Windships

Winged Ape

Winged Folk (Gryphs)
Winged Viper

Wisdom

Wish-Gnome
Witchwood

Withergall

Wizard Hunter
Wizard King of Cymril
Woodlands of Zandir
Xambria

Xambrian Wizard Hunter
Xambrians

Xanadas

Xanadasian Savant
Yaksha

Yassan Technomancer
Yellow Marshes
Yellow Stalker

Yitek Tomb Robbers
Yrman the Earth Monster
Yrman's Woods
Yrmania

Yrmanian Bay
Yrmanian Wildman/woman
Za Bandit

Zadian

Zadian Citadel

Zagir

Zagiran

Zandir

Zandir Bladesmanship

HB 75
HB 74
CY29
CT 55
CT46,CY 29
CT33
CYm
CY 87
CY 75
HB 66
HB 67

HB 55, CY 80
HB 15

HB 113
CY30

CT178

CT 79, NG 94
CT79

CY 30

CT22

CY75

CY

NG 95

NG 112

NG 109
CY75

HB 70

CT 79, NG 93
CT 81
CT81,CY 30
HB 68

HB 68

CY 30

CT 90, NG 96
HB 10

CY 75

NG 28

CT 14

CYee

CT45

NG 97

CT69

NG 98

HB 71

CT79

CY30

CY 75

SG 88

CT53

CY30

CT 81,104
HB 44

CT8r7

CT89

HB 44

NG 99

CY 79, HB 44
CY30

NG 109

CT 87, HB 44
CT9

CY30

CT90

CY 30

HB 44

HB 45, CT 87
CY 30

CT92

CT 50

CY 30

CT 92

HB 55

Zandir Charlatan
Zandir Moors
Zandir Swordsmage
Zandir Swordsman/woman
Zandre

Zandu

Zann

Zanth

Zanth & Ammad
Zantil

Zantium

Zantium Bay

Zaran

Zaran Mountains
Zaratan

Zir

Zir, city of

Zodar Deck

Zoriah
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Follow the accounts of Tamerlin—explorer, self-styled
wizard, and obscure author of ancient times—as he
travels across the strange and wondrous land known
as TALISLANTA.

A new dimension in fantasy role playing, suitable for use
with any FRP game system.
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Bard Games

Available at finer hobby and book stores.
For free catalogue send S.A.S.E. to:
BARD GAMES, PO. Box 7729, Greenwich GT 06830



A NATURALIST’S GUIDE TO TALISLANTA

The TALISLANTA series continues with the NATURALIST’S GUIDE, a compendium of selected flora and fauna from
the magical realm of Talislanta.

Compiled from the notes of Tamerlin—traveler, self-styled wizard and author of THE CHRONICLES OF TALISLANTA,
_theI INCI;_ATUFIALIST’S GUIDE features illustrations and descriptions for over a hundred different creatures and beings,
including:

Ahazu: fierce, four-armed warriors from the jungles of the Dark Coast...

Exomorphs: predatory beasts feared for their uncanny, chameleon-like powers...

Gnomekin: diminutive, furry-maned humanoids who make their home in underground “nooks” and tunnels...

Monoliths: gigantic beings of earth and stone, believed to be the oldest livig entities in the world...

Sardonicus: evil geniuses known as “bottle-imps,” favored as familiars and sorcerous advisors...

Snipes: an intelligent (and insatiably curious) species of mud-dwelling mollusk known to inhabit the Sinking Land...
Vorls: insidious creatures whose bodily forms are comprised of animate mists and vapors...

plus Mandragores, Shadow Wizards, Nightstalkers, Werebeasts, and many, many more...

With a separate section for fantasy role players featuring game statistics and additional information.

A NATURALIST'S GUIDE TO

TR

By Stephan

Hus
Michae! SecHl Hlustrated by

P.D. Breeding

*
PRNTASY ROLE PLAYING GAME SUPPLEMENT

151



GAMEMASTERS
TABLES

ACTION TABLE
Magic

Die Roll Combat Skill/Attrib.

Spell Failure  Failure

Success Success

Action Table Modifiers

1) Ability ratings for COMBAT, MAGIC, SKILLS and ATTRIBUTES
2) Plus or minus modifiers may be awarded based on the "degree of
difficulty” inherent in the type of action being attempted.

3) THE NON-PROFICIENCY PENALTY: Any time an individual
attempts to use a skill or weapon which he/she is not proficient in,
divide the die result by two, then add modifiers as applicable.

Strategic Hits
« Kill: 2x normal damage.

» Stun/subdue: 2x damage (only 1/2 is actual; victims reduced to
zero H.P. are rendered unconscious for 1-4 rounds.

+ Disarm: the attack does normal damage to the opponent, and
knocks the weapon from his/her hand. The opponent can only re-
treive the lost weapon by allowing the attacker a free undefended
attack on the next round.

« Capture: On a die roll of 19 or less, the victim is allowed a
chance to roll vs STR or DEX Rating to escape: on a Strategic Hit,
capture is automatic.

« Force Back: the opponent suffers normal damage, and is forced
backwards away from the attacker (distance: d10 feet).

» Disable: damage as per a normal attack, plus victim suffers a -5
penalty on all Combat die rolls (until healed).

Miscellaneous Damage Ratings

= Caustic substance (lye, acid, pitch, etc.): 1-8 points

« Drowning/suffocating: 1-8 points (cummulative) per round

+ Exposure: up to 20 points per day minus Constitution Rating
» Falling: 1-8 points per ten-foot drop

« Fist: 1-4 plus Strength Rating

* Hunger: 1 point per day

« Kick: 1-6 plus Strength Rating

= Shield bash: 1-4 points plus Strength Rating

= Thirst: 2 points per day (4 points if active or in desert)
= Torch: 1-4 points plus 1-4 points per round (burning)
» Traps: 1-4 (small), 1-10 (medium), 1-20+ (large)

Additional Combat Modifiers (optional)
» Charge: +2

» Taking cover: - 1 per 10% cover (GM's ruling)

= Attack/defend from above: +1

» Attack/defend from below: -1
» Mounted opponent vs unmounted opponent: +2

Ranges for Missile Weapons

Note that any attempt to hit a target that is out of a missile weap-
on's effective range is subject to a -5 penalty on the ACTION
TABLE die roll unless the attacker is using a bow and possesses
the skill, Archery. Maximum range may be computed by doubling

the ranges shown.

WEAPON TYPE RANGE
Any hand-thrown weapon 50 ft. (+10 ft. per +1 STR)
Ballista, heavy** 500 ft.
Ballista, light* 200 ft.
Bladestaff* 20t
Blow gun 50 ft.
Catapult, heavy** 1000 ft.
Cataputt, light* 100 ft.
Crossbow, heavy** 200 ft.
Crossbow, light* 150 ft.
Dart-thrower (Vardune) 75 ft.
Fire-thrower (Arim, Urag)** 500 ft.

Flange-bow (Oceanus)** 100 ft. (20 ft. underwater)
Hurlant (Dracarta)* 100 ft.

Hurlant, ship's (Dracarta)* 500 ft.

Hurlant, siege (Dracarta)** 1000 ft.

Kirin (Harak)** 100 ft.

Short bow 150 ft.

Sling 100 ft.
Spring-knife (Kasmir)* 10 ft.

Rate of Fire for Missile Weapons
* = once every other round

** = once every three rounds

All others = once per round

Armor

Information on armor includes Strength Rating required to wear
without being encumbered (STR; see Notes), protection afforded,

and cost.

TYPE STR PROT. COST
Battle armor (full suit) +5 5 2000+ G.L.
Plate mail (partial plate) +4 4 500+ G.L.
Full Garde +3  3(limbsonly) 50G.L.
Dragon hide/Scale mail +2 3 300+ G.L.
Chain mail +1 2 200+ G.L.
Land/mangonel lizard hide +1 2 100+ G.L.
Leather/padded cloth/fur — 1 1-4 G.L.

Notes: STR figures listed for metal armor are as per black iron; re-
duce by one for red iron (1/2 as heavy as black iron), or by two for
blue iron (1/4 as heavy as black iron).
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Handbook & Campaign Guide
Second Edition

THE TALISLANTA HANDBOOK is the players' and Gamemasters' guide
to fantasy role playing in the magical realm of TALISLANTA. Within the pages of
this newly-revised Second Edition you will find everything you need to create an
exciting FRP campaign unlike any you've ever experienced before.
Features:

« Over a hundred different character types, including Aamanian Inquisitors, Batrean Concubines,
Cymrilian Warrior-Mages, Drukh Shamans, Shadinn Executioners, Farad Procurers, Gnomekin
Crystalomancers, Ispasian Mercantilists, Xambrian Wizard-Hunters, and many more...

« Revised rules for Combat, Magic, Skills, and Attributes...

= Expanded listings of skills, equipment, weapons, and conveyances...
+ Revised list of statistics for Talislantan encounters...

« Annotated map of the City of Cymril...

« All-new introductory adventure....

« A complete index of Talislantan sourcebooks

* New Mass Combat system...

+ Plus updated information on character backgrounds, optional rules for combat, languages, currencies,
Talislantan chronology, and much more...

Fantasy Role Playing Game System
* For Experienced Players and Gamemasters Only *

Bard Games

$14.00 ISBN 0-945849-02-8
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