Attributes

Physical Attributes

Strength is a measure of a character’s musculature.  Characters with high strength can lift or move heavy objects, inflict more damage with most physical attacks, and can carry more weight.

Endurance is a measure of a character’s stamina.  Characters with high endurance can run farther, fight longer, and do not succumb as easily to physical fatigue.

Resilience is a measure of a character’s physical tolerance.  Characters with high resilience can take more damage, endure greater extremes of temperature and pressure, and are less susceptible to various types of shock.

Dexterity is a measure of a character’s deftness of hand.  Characters with high dexterity have good hand-eye coordination, high accuracy with ranged weapons, and can get their hands into and out of tight places.

Agility is a measure of a character’s deftness of feet.  Characters with high agility more easily leap and tumble, possess more grace on the dance floor, and can dodge more attacks in combat.

Reflexes are a measure of a character’s reaction time.  Characters with high reflexes can react more quickly to any situation. 
Mental Attributes

Intelligence is a measure of a character’s mental prowess.  Characters with high intelligence make better engineers and mathematicians.  They are also gifted with greater reasoning power.

Zeal is a measure of a character’s enthusiasm.  Characters with high zeal have a greater tendency to get excited about things, and pursue things that they believe in whole-heartedly.  They also make more powerful psionics, and are more resistant to psionic attacks.

Concentration is a measure of a character’s distractibility.  Characters with high concentration can focus all their attention on a single goal, blocking out distractions.

Willpower is a measure of a character’s mental discipline.  Characters with high willpower can force themselves to do things that they do not want to do, and can force their bodies to do things they do not have the strength to do.  Willpower is also used to resist unconsciousness.

Learn is a measure of a character’s learning rate.  Characters with high learn pick up new skills faster and are less likely to make the same mistake twice.  Learn has a direct effect on the amount of skill points necessary to improve a skill, or learn a new one.

*Intuition is the ability to determine a correct answer from incomplete information.  Most characters do not possess intuition and must rely on luck.  Characters with intuition tend to do well in games of chance, are more difficult to surprise, and their gut feelings tend to be more accurate.  Characters can also “spend” intuition to obtain information.

Other Attributes

Charisma is a measure of a character’s social ability.  Characters with high charisma attract people like a magnet at social gatherings and are better talkers.  They can be more persuasive, negotiate better prices, and assume a leadership role more easily.

Mana is a measure of a character’s magic ability.  Spells cast by characters with high mana tend to be more powerful, and they can cast more spells without resting.

Aegis is a measure of a character’s natural magical protection.  Harmful magic just doesn’t have as strong an effect on characters with higher aegis.  Beneficial magic is usually unaffected by aegis, but aegis can swing the power of certain spells either way.

Luck is a measure of a character’s general good fortune.  Characters with high luck tend to have the odds shifted in their favor a little bit.  Also, characters can “spend” luck to help them with certain die rolls.

Skills

Animals

Handling is the ability to get along with animals and get them to tolerate you.  Handling is useful for calming animals, controlling herds, and other farming tasks.

Riding is the ability to ride an animal, such as a horse.  Certain animals are not suitable for riding, regardless of skill level.

Taming is the ability to domesticate a wild animal.  Certain animals are easing to tame than others.

Training is the ability to teach animals to behave in certain ways, or to obey certain commands.  Certain animals are easier to train than others.

Anti-Magic

Cancellation is the ability to nullify the effects of magic.

Depletion is the ability to nullify magical energy.

Prevention is the ability to create safeguards against magical effects.

Redirection is the ability to change the recipient of a spell.

Solidification is the ability to produce anti-magic stones.

Astrology

Alteration is the ability to change a person’s Zodiac sign from one guardian to another.

Invocation is the ability to call on one’s own Zodiac guardian for assistance.

Prediction is the ability to predict the future from observations of the stars.

Transformation is the ability to temporarily become a physical manifestation of one’s own Zodiac guardian.

Athletics

Acrobatics is the ability to leap, tumble, and perform other gymnastics.

Climbing is the ability to quickly and safely climb up or down a surface.

Running is the ability to move quickly over a long distance by foot.

Sprinting is the ability to run very quickly over a short distance.

Stealth is the ability to move about without attracting attention.

Swimming is the ability to move around in water.

Communication

Cryptology is the ability to make and break ciphers for encrypting messages.

Sign Language is the ability to communicate non-vocally.

Construction

Ceramics is the ability to fashion items out of clay.

Cloth is the ability to sew or knit items of thread.

Jewels is the ability to craft jewels into particular shapes, polish or tumble them, or to incorporate their use into another item (this requires a second construction subskill as well).

Metal is the ability to use a forge and hammer to smith various metal items.

Skins is the ability to fashion items out of animal skins and hides.

Stone is the ability to carve stone into a desired shape.

Wood is the ability to fashion various items out of wood.

Conversation
Interrogation is the ability to get someone to give you information who isn’t being very forthcoming.

Intimidation is the ability to frighten someone.

Leadership is the ability to get people to follow you.

Persuasion is the ability to convince someone that you are correct about something.

Seduction is the ability to flatter someone and get him or her to take you into their confidence.

Teaching is the ability to instruct someone in a skill or technique with which they are unfamiliar.

Deception

Disguise is the ability to alter your appearance.  The effectiveness of a disguise is partly determined by the materials available with which to effect the disguise.

Fast Talk is the ability to verbally confuse someone and trick them into doing or thinking something you want him or her to.

Gambling is the ability to play (and possibly cheat) at games of chance.  Gambling can also be used to try to catch or prevent cheating.

Impersonation is the ability to appear to be someone who you are not.  This requires time to observe the person who you wish to impersonate.  Impersonation only includes duplication of the target’s mannerisms, to duplicate his/her physical appearance and voice requires the disguise and voice skills.

Voice is the ability to disguise your voice.  Also includes ventriloquism and the ability to “throw” your voice.

Geomancy

Earth is the ability to perform geomancy involving the earth element.

Fire is the ability to perform geomancy involving the fire element.

Stone is the ability to perform geomancy involving the stone element. 

Water is the ability to perform geomancy involving the water element. 

Wind is the ability to perform geomancy involving the wind element. 

Wood is the ability to perform geomancy involving the wood element. 

Intuition

Foresight is the ability to think of things that would be good to do in preparation for a particular event.
Hindsight is the ability to look back on a past event and figure out what details might have crucial importance.

Memory is the ability to determine what memories may be strongly or recently associated with a particular object or location.  Major details may be overridden by moments of intense emotion, such as created by violence.

Warning is the ability to sense imminent danger.
Magic (Charter)

Abjuration is the ability to erect magical defenses and wards.

Amplification is the ability to magically enhance abilities or attributes.

Coercion is the ability to manipulate another person.

Dissolution is the ability to break things apart.

Divination is the ability to obtain knowledge through magic.

Evocation is the ability to construct charter sendings.

Integration is the ability to combine things.

Telekinesis is the ability to physically manipulate objects.

Teleportation is the ability to instantaneously move objects from one location to another.

Magic (Free)

Abjuration is the ability to erect magical defenses and wards.

Advocation is the ability to induce a new behavior or ability in someone or something.

Alchemy is the ability to fundamentally alter an object, or imbue it with magical properties.

Amplification is the ability to magically enhance abilities or attributes.

Coercion is the ability to manipulate another person.

Conjuration is the ability to produce free magic constructs.

Deception is the ability to make something appear that isn’t there, or to make something vanish that is there, or to make something appear to be something else.

Dissolution is the ability to break things apart.

Divination is the ability to obtain knowledge through magic.

Integration is the ability to combine things.

Telekinesis is the ability to physically manipulate objects.

Teleportation is the ability to instantaneously move objects from one location to another.

Temporalization is the ability to alter time.

Marksman

Bow is the ability to use a bow effectively and accurately.  Includes knowledge of basic maintenance.

Crossbow is the ability to use a crossbow effectively and accurately.  Includes knowledge of basic maintenance.

Thrown is the ability to throw an object far and accurately.

Medicine

Bandaging is the ability to apply basic bandages to wounds to protect them from infection and allow them to heal.

Chemistry is the ability to combine various chemicals to achieve a desired effect or new chemical.

Diagnosis is the ability to determine what is ailing someone.  Includes knowledge of various diseases, toxins, etc.

Herbs is the ability to use medicinal herbs.  Includes knowledge of the appearance, properties, and climates of various herbs.

Poison is the ability to apply poison to a weapon or directly to a victim effectively and in a way that is safe to you.  Includes knowledge of various poisons, their sources, and their effects.

Surgery is the ability to perform advanced medical procedures involving surgery.

Melee

Axe is the ability to wield an axe or halberd effectively in combat.  Includes knowledge of basic maintenance.

Dodge is the ability to dodge a physical attack made against you.

Flail is the ability to wield a whip or flail effectively in combat. Includes knowledge of basic maintenance.

Quickdraw is the ability to draw a weapon and use it very quickly.

Shield is the ability to use a shield effectively in combat, whether for blocking or bashing. Includes knowledge of basic maintenance.

Spear is the ability to wield a spear or other pole-type weapon effectively in combat. Includes knowledge of basic maintenance.

Sword is the ability to wield a sword effectively in combat. Includes knowledge of basic maintenance.

Unarmed is the ability to fight effectively without use of a weapon.

Merchant

Appraisal is the ability to determine accurately the value of an item or service.

Begging is the ability to grovel effectively.

Negotiation is the ability to haggle effectively over a price.

Scrounge is the ability to find a contact who can find you an item or service you are interested in.

Music

Brass is the ability to play any brass instrument.

Composition is the ability to compose good music, or music with a desired magical effect.

Percussion is the ability to play any percussion instrument.

Singing is the ability to sing.

String is the ability to play any string instrument.

Woodwind is the ability to play any woodwind instrument.

Necromancy

Astarael is the ability to effectively ring the bell Astarel.

Belgaer is the ability to effectively and safely ring the bell Belgaer.

Deathwalk is the ability to move into and out of death.

Dyrim is the ability to effectively and safely ring the bell Dyrim.

Kibeth is the ability to effectively and safely ring the bell Kibeth.

Mosrael is the ability to effectively and safely ring the bell Mosrael.

Ranna is the ability to effectively and safely ring the bell Ranna.

Saraneth is the ability to effectively and safely ring the bell Saraneth.

Whistle is the ability to perform necromancy with whistles and claps.

Perception

Sight is the ability to notice visual details that might escape others.

Smell is the ability to notice olfactory details that might escape others.

Sound is the ability to notice audio details that might escape others.

Taste is the ability to notice flavor details that might escape others.

Touch is the ability to notice tactile details that might escape others.

Piloting

Carriage is the ability to control a carriage or chariot pulled by animals.

Row is the ability to control a boat powered by rowing oars.

Sail is the ability to control a boat powered by wind.

Psionics

Concentration is the ability to enhance someone else’s concentration with your own.

Confusion is the ability to confuse someone, and possibly trick them into doing or believing something you want him or her to.

Distraction is the ability to reduce someone else’s concentration.

Isolation is the ability to prevent another psionic from entering your mind, or someone else’s.

Meditation is the ability to enter a restful trance.

Observation is the ability to determine what someone else is thinking.

Persuasion is the ability to change someone’s beliefs.

Psychokinesis is the ability to physically manipulate objects.

Security

Escape Artist is the ability to escape from restraints or cells.  It does not include the ability to make direct attacks against locks.  Also includes knowledge of how to make it difficult for someone to escape.

Locksmith is the ability to build or pick a lock.  Margin of success when designing a lock affects how difficult it is to spring that lock without the correct key.  Also includes knowledge of skeleton keys and lockpicks.

Pick Pocket is the ability to steal something without attracting attention.

Survival

Cooking is the ability to cook food in such a way as to make it taste good and digest easily.  Includes knowledge of various culinary subjects.

Fishing is the ability to use a fishing rod along with bait or a lure to catch fish.

Foraging is the ability to find useful food in the wild, such as berries, nuts, and roots.  Includes knowledge of various berries, nuts, and roots, which are edible, where they grow, and how to find/identify them.

Navigation is the ability to navigate without a map and compass.

Tracking is the ability to follow the trail or a person or animal through a natural setting.

