The Life Path
Intuition minimum at 0, threshold at 0.

All other minimums at 1, all other thresholds at 6, 200 CF to spend at end, 25 currency.

Stage One: Childhood (age 10)
All Characters:
+1 Athletics/Running

+1 Athletics/Sprinting

+1 Perception/Sight

Farmer 1

You were raised on one of the many farms scattered throughout the First Realm.

min 2 END, min 2 WIL, +1 END, -1 ZEA

+1 Animals/Handling

+1 Animals/Riding
+1 – Got lost in the woods (min 3 RES, -1 AEG, +1 Survival/Foraging) 

+1 – Suffered severe food poisoning (min 4 RES, -1 END)

+1 – Animals didn’t like you (min 4 WIL, -1 Animals/Handling, -1 Animals/Riding)

0 – Played hide-and-seek with friends (+1 Perception/Sight)

-1 – Family sold fur coats (+1 INT, +1 Construction/Skins)

-1 – Raised medicinal herbs (+3 Medicine/Herbs, +1 Medicine/Diagnosis)

-1 – Ran the family shop (+2 Merchant/Appraisal, +2 Merchant/Negotiation)

-2 – Recruited into local choir, given solo part (+1 CHA, +3 Music/Singing)

-2 – Magician’s apprentice hated you (+1 RES, +1 AEG, +2S Magic/Any)
	
	


Fisherman 1

At least one of your parents was a fisherman who went out regularly in a boat into the ocean or a lake.


+1 Survival/Fishing

+2 – Lost at sea, near starvation (-1 END, -1 RES)

+1 – Fell overboard, almost drowned (min 4 END, min 4 WIL, +1 Athletics/Swimming)

+1 – Embarrassed as a bad fisherman (-1 CHA)

0 – Really good at fishing! (+2 Survival/Fishing) 

0 – Designated family cook (+2 Survival/Cooking)

0 – Liked to watch shipbuilders (+3S Construction/Wood)

-1 – Got to help operate the boat (+2 Vehicle/Row, +1 Vehicle/Sail)

-1 – Sailors sing songs (+2 Music/Singing)

-1 – Helped carry in catch (+1 STR)

-2 – Father hunted on the side (+2 Marksman/Bow, +2 Survival/Navigation, +2 Survival/Tracking)

Craftsman 1

Your parents specialized in a particular trade, and were very good at it.

+1 INT

+1 Construction/any

+1 – Fire (-1 AEG)

+1 – Neighbors’ kids liked to throw rocks (min 4 AGI, min 4 REF, +1 Melee/Dodge)

0 – Apathetic youth (-1 Construction/any)

-1 – Scrutinized parents’ work (+2 Perception/Sight, +2 Perception/Touch)

-1 – Private tutor (+1 INT, +3S any, +2S any, +1S any)

-1 – Rich customers, parents need help (+2 Construction/Jewels, +2 Construction/Metal)

-1 – Ran the shop (+2 Merchant/Appraisal, +2 Merchant/Negotiation)

-2 – Parents built instruments (+2 Construction/Wood, +2 Music/Any, +1 Music/Any)

Merchant 1
Your family thrived on trade, traveling around a lot.

min 3 CHA, +1 CHA

+1 Merchant/Negotiation

+20 currency

+3 – Born on the road (no charter mark) – Old Kingdom only

+2 – Hurt your back carrying goods (-1 STR, -1 RES)

+1 – Molested by highwaymen, survive by begging (min 5 CHA, +2 Merchant/Begging)

0 – Traded in animals (+1 Animals/Handling)

0 – Helped drive the wagon (+1 Vehicle/Carriage)

-1 – Heavy merchandise (+1 STR)

-1 – Father hosted poker games (+3 Deception/Gambling, +2 Merchant/Begging)

-1 – Dealt on the dark side (+2 Merchant/Appraisal, +2 Merchant/Scrounge)

-2 – “Borrowed” an anti-magic stone you were carrying (max MAN 4, +1 Anti-Magic/Depletion, item: AM-5 Stone)

Noble 1

You were among the political elite of your country, and lived a privileged lifestyle.

min 4 CHA, -1 STR, -1 RES, +1 INT, +1 CON

+3S Protocol/Affiliation

+1S Geography/Affiliation

+1 Perception/Taste

+1 Conversation/Leadership

+80 currency

+1 – Poor student, good swimmer (-1 INT, +2 Athletics/Swimming)

+1 – Political change spoils your studies (-3S Protocol/Affiliation) – not Old Kingdom

0 – Visited an astrologer (change your zodiac to sign of your choice)

0 – Owned beautiful horses (+2 Animals/Riding, +2 Vehicle/Carriage)

0 – Snuck out of the house (+2 Athletics/Stealth)

-1 – Envy of your peers (+1 CHA, +1 Conversation/Seduction)

-1 – Tutor’s aid (+1 LRN, +1 Conversation/Teaching)

-1 – Guarded a charter stone (+1S Magic/all charter, +1 CON) – Old Kingdom only

-1 – Tutored by musician (+1 Music/Composition, +1 Music/Any, +1 CHA)

Military 1

Your father was in the military, and was often gone from home.  However, you had honored status at home and a reasonable amount of wealth.

min 2 STR, +1 STR

+20 currency

+1 – Father died (lose all currency)

+1 – You had to be just like Dad (min 3 STR, min 3 END, min 3 RES)

0 – Father was in infantry (+1 Melee/Any)

0 – Father was an archer (+1 Marksman/Bow)

0 – Father was a spy (+1 Communication/Cryptology, +1 Deception/Fast Talk)

0 – Father was a mage (-1 STR, -1 RES, +1 MAN, +1 AEG, +1 Magic/any)

-1 – Father at war, you did many house chores (+1 STR)

-1 – Rich beneficiary (+50 currency)

Stage Two: Adolescence (age 18)
Farmer 2
Your spent your adolescence as a farm hand on one of the many farms scattered throughout the First Realm.

min 3 END, +1 STR, +1 END

+2 Animals/Handling

+1 – Did all the bookkeeping (-1 STR, -1 END, +1 WIL)

+1 – Severe drought (min 4 END, min 4 RES)

+1 – Dirt Poor (-25 currency)

0 – Gambling addiction (-20 currency, +2 Deception/Gambling)

-1 – Brought goods into town (+2 Vehicle/Carriage, +2 Merchant/Negotiation)

-1 – Magically gifted livestock (+1 AEG)

-1 – Molested by highwaymen (+2 Melee/Any, +1 Marksman/Any)

-1 – Astrological prediction saves you from disaster (min LUC 3, +50 currency, +3S Astrology/Prediction)

Fisherman 2
You worked for one of the many fishermen who go out regularly in ships and sell their catches in town.

min 3 STR, +1 CON

+2 Survival/Fishing, +2 Vehicle/Row, +2 Vehicle/Sail

+1 – Impatient at fishing (-1 CON, -1 Survival/Fishing)

+1 – Scurvy (min 2 END, min 3 RES, min 2 WIL)

+1 – Dirt poor (-25 currency)

0 – Cooped up on ship (-1 Athletics/Running)

-1 – Brought goods into town (+2 Vehicle/Carriage, +2 Merchant/Negotiation)

-1 – Sailors sing songs (+3 Music/Singing)

-2 – Darned good fisherman! (+1 CHA, +1 Conversation/Seduction, +3 Survival/Fishing)

Craftsman 2
You were apprenticed to an expert craftsman, giving you a relatively prestigious position.

min 3 CHA, +1 DEX, -1 REF, +1 INT

+2 Construction/Any

+15 currency

+2 – Shoddy workmanship (-1 DEX, -1 CHA, -15 currency, +2S Construction/Any)

+1 – Fire (-1 AEG, -1 Construction/Any, +1S Construction/Any)

+1 – Hard times (-30 currency)

0 – Did unskilled labor (-1 Construction/Any, +1S Construction/Any)

-1 – Handled customers (+2 Merchant/Appraisal, +2 Merchant/Negotiation)

-1 – Scrutinized master’s work (+2 Perception/Sight, +2 Perception/Touch, +10 currency)

-2 – Jack of all trades (+1 Construction/All)

-3 – Royal blacksmith (+50 currency, +2 Melee/Any, +1 Marksman/Any, +3 Construction/Metal, +1 Construction/Jewels)

Merchant 2
You traveled around with a respected merchant, learning to be a fine young businessman.

min 3 CHA, -1 STR, +1 CHA

+1 Merchant/Appraisal, +2 Merchant/Negotiation

+30 currency

+2 – Hurt your back carrying goods (-1 STR, -1 RES, +1S Medicine/Diagnosis)

+1 – Unprosperous (-30 currency)

0 – Prosperous (+15 currency)

-1 – Heavy merchandise (+1 STR)

-1 – Filthy rich! (min 2 LUC, +50 currency)

-1 – Showed promise (+1 CHA, +1 Merchant/Negotiation)

-1 – Shady connections (+15 currency, +2 Merchant/Scrounge, +1 Melee/Unarmed)

-2 – Got away with embezzling (min 3 LUC, +75 currency, +2 Deception/Fast Talk)

Noble 2 
Prerequisite: Noble 1

You continued to stay under the shelter of your parents as you matured.

min 5 CHA, -1 END, -1 REF, +1 LRN, +1 CHA

+2S Protocol/Affiliation, +1S Protocol/Any, +3S Any

+100 currency

+2 – Family disgraced (-1 CHA, -75 currency)

+1 – Slow learner (-1 LRN)

0 – Poor tutor, teach yourself (-2S Any, +1 Conversation/Teaching)

-1 – Filthy rich! (min 2 LUC, +50 currency)

-1 – Took an interest in magic (+1 Magic/Any, +1 Magic/Any, +2S Magic/Any, +1S Magic/Any)

-1 – Natural leader (+3 Conversation/Leadership, +2 Conversation/Persuasion)

-1 – Exchanged secret messages with friends (+3 Communication/Cryptology, +2 Deception/Fast Talk)

-2 – Played in orchestra (+1 ZEA, +3 Music/Any, +1 Music/Any +2S Music/Any)

Squire 2
You were the assistant of a knight or other prominent soldier, with the intent of entering the military yourself when you come of age.

min 3 STR, min 3 RES, min 2 CHA, min 2 LUC, +1 STR, +1 RES, -1 INT

+2 Melee/Any, +1 Melee/Any, +1S Melee/All

+2 – Blamed for a major accident (-1 CHA, must take criminal 3 or renegade 3 path next)

+1 – More chores, less fighting (-1 Melee/Any, -1 Melee/Any)

-1 – Strict unit, lots of work (+1S Melee/All)

-1 – Mistreated (+1 RES)

-1 – Lots of running around (+1 END)

-1 – Had to help the archers too (+2 Marksman/Bow, +1 Marksman/Crossbow)

-2 – Master dabbles in magic (+1 MAN, +1 AEG, +1 Magic/Any)

Mage’s Apprentice 2
Prerequisite: Craftsman 1, Merchant 1, Noble 1, or Military 1

You worked for and studied under one of the respected Magi of your country, learning the art of magic.

min 3 CHA, min 4 MAN, -1 STR, -1 END, +1 MAN, +1 AEG

+2 Magic/Any, +1 Magic/Any, +1S Magic/All

+1 – Constructs disallowed (-1S Charter Magic/Evocation, -1S Free Magic/Conjuration, no skills gained from this path may go to either of the above skills/studies)

+1 – Subject of anti-magic experiments (-1 MAN)

0 – Thorough instructor (+1S Magic/Any)

-1 – Good student (+2 Magic/Any)

-1 – Studied anti-magic as well (+1S Anti-Magic/All)

-1 – Shared a wing with the psionics (+1 ZEA, +2S Psionics/Any)

-2 – Specialized in one area (+4 Magic/Any)

-2 – Practiced vigorously (+1 MAN, +1 AEG)

-2 – Master dabbled in necromancy (+1 Necromancy/Deathwalk, +1 Necromancy/Whistle, +2S Necromancy/Any) – not Old Kingdom

-4 – Caught on quick (+1 LRN, choose one: +1 Magic/all charter or +1 Magic/all free)

Doctor’s Pupil 2
Prerequisite: Craftsman 1, Merchant 1, Noble 1, or Military 1

You were fortunate enough to be apprenticed by one of the rare expert healers in the First Realm.

min 4 INT, min 3 LRN, min 3 LUC, -1 RES, +1 INT, +1 LRN

+1 Medicine/Bandaging, +1 Medicine/Herbs, +1 Medicine/Diagnosis

+1S Medicine/Poison

-20 currency

+1 – Accidentally ingested poisonous herbs (min 4 RES, +1 Medicine/Poison)

0 – Thorough instructor (+2S Medicine/Any, +1S Medicine/Any)

-1 – Mixed herbs (+2 Medicine/Herbs, +2 Medicine/Chemistry)

-1 – Brewed alchemical potions (+2 Free Magic/Alchemy) – not Old Kingdom

-1 – Extra practice during a war (+2 Medicine/Bandaging, +1 Medicine/Herbs, +1 Medicine/Diagnosis)

-1 – Obtained own herbs (+2 Merchant/Scrounge, +2 Merchant/Negotiation)

-2 – Aided healing with magic (+2 Any Magic/Integration, +2S Any Magic/Integration)

Renegade 2
You left home and lived on your own for a while, drifting around.

min 2 END, min 2 RES, min 2 WIL, min 2 AEG, min 2 LUC

+2 Merchant/Begging, +1 Merchant/Scrounge

+1 to any 2 skills you already have

-20 currency

0 – Drifted (-20 currency)

-1 – Good at poker (+30 currency, +3 Deception/Gambling)

-1 – Lived in the woods (+2 Survival/Foraging, +1 Survival/Tracking, +1 Survival/Any)

-1 – Live through thievery (+2 Security/Locksmith, +2 Security/Pick Pocket)

-1 – Befriended animals (+2 Animals/Taming, +1 Animals/Training)

-2 – Fell in with some psionics (+3 Psionics/Any, +2 Psionics/Any, +1 Psionics/Any)

-2 – Discovered a knack for geomancy (+3 Geomancy/Any, +1 Geomancy/Any)

-3 – Fell in love with the stars (+2 Astrology/Invocation, +2 Astrology/Prediction)

-3 – Discovered a sixth sense (min 1 intuition, +2 intuition, +2 Intuition/Warning)

Stage Three: Adulthood (2d4 years)
Farmer 3
Prerequisite: Farmer 2

When you matured, you managed and operated one of the many farms scattered throughout the First Realm.  You may have owned the farm, or may have only tenanted it.

min 3 STR, min 3 END, +1 STR, -1 INT

+1 Animals/Handling, +1 Merchant/Appraisal

+2 – Fell into depression (-15 currency, -2 WIL)

+2 – Devastated by drought (-45 currency, -1 RES)

+1 – Had a tactless landlord (min 3 ZEA, min 4 CHA)

+1 – Dirt Poor (-35 currency) 

0 – Fragrant crops (+2 Perception/Smell)

0 – Subsistence farm (+2 Survival/Cooking)

-1 – Prospered (+35 currency) 

-1 – Animals were always escaping (+1 Survival/Navigation, +3 Survival/Tracking)

-1 – Problem with thieves (+2 Security/Locksmith, +3S Athletics/Stealth)

-1 – Drove goods to town (+2 Vehicle/Carriage, +1 Merchant/Appraisal +2 Merchant/Negotiation) 

-1 – Aided by astrological predictions (+20 currency, +3S Astrology/Prediction) 

-1 – Kind geomancer blessed land (+25 currency, +2S Geomancy/Earth)

-1 – Took an interest in magic (+1 Magic/Any, +1S Magic/Any)

-2 – Healer found that herbs grow well on your land (+55 currency, +3 Medicine/Herbs)

-2 – Near the border (+1 STR, +2 Melee/Any, +1 Marksman/Any)

Fisherman 3
Prerequisite: Fisherman 2
You made a living by catching fish and selling them on the market.

min 3 STR, min 3 CON, +1 CON

+1 Survival/Fishing, choose one: +1 Vehicle/Row or +1 Vehicle/Sail

+2 – Attacked by pirates (-40 currency, min 4 CON, min 4 LUC)

+1 – Dirt poor (-35 currency)

0 – Ate a lot of your own fish (+2 Survival/Cooking)

-1 – Prospered (+35 currency)

-1 – Fished WAY off coast (+3 Survival/Navigation, +1 Vehicle/Row, +1 Vehicle/Sail)

-1 – Stargazed (+2 Astrology/Prediction)

-1 – Apprenticed a young fisherman (+15 currency, +3 Conversation/Teaching) 

-1 – Always found the best fishing spot (+50 currency, min 3 LUC)

-2 – Ran a big ship (+20 currency, +1 CHA, +2 Conversation/Leadership, +1 Conversation/Persuasion)

-2 – Transported a geomancer who calmed the sea (+30 currency, +3S Geomancy/Water)

Craftsman 3
Prerequisite: Craftsman 2

You produced high-quality manufactured goods to sell.

min 3 DEX, min 3 INT, min 3 CHA

+2 Construction/Any, +1 Merchant/Appraisal

+20 currency

+1 – Dirt poor (-45 currency)

-1 – Prospered (+45 currency)

-1 – Excellent craftsman (+1 DEX)

-1 – Great salesman (+2 Merchant/Appraisal, +2 Merchant/Negotiation)

-1 – Mage enchants your materials (+20 currency, +2S Any Magic/Amplification)

-1 – Heavy workload (+15 currency, +2 Construction/Any)

-2 – Best craftsman in town (+60 currency, min 4 LRN, +1 LRN, +2 Construction/Any)

-3 – Jack of all trades (+15 currency, +1 Construction/All, +1S Construction/All)

Merchant 3

Prerequisite: Merchant 2 or at least 50 currency

You thrived on trade, moving around from city to city buying and selling wares.

min 4 CHA, min 2 LUC, +1 CHA

+1 Merchant/Negotiation, +1 Merchant/Any, +1 Vehicle/Carriage

+35 currency

+2 – Caught smuggling contraband (-50 currency, -1 CHA, max 5 LUC)

+1 – Suffered at hands of thieves (-45 currency, +2S Athletics/Stealth)

+1 – Business was poor (-30 currency, max 5 LUC)

0 – Gambling addiction (-25 currency, +2 Deception/Gambling)

-1 – Prospered (+60 currency, min 3 LUC)

-1 – Shrewd dealer (+10 currency, +1 Merchant/Appraisal, +2 Merchant/Negotiation)

-1 – Carried many magical artifacts (+1 AEG, +1S Magic/Any)

-1 – Made use of black market (+20 currency, +2 Merchant/Scrounge)

-2 – Dealt with robbers (+2 Melee/Any, +1 Marksman/Any, +2 Security/Locksmith)

-2 – Filthy rich! (+100 currency, min 4 LUC, +1 intuition)

Noble 3
Prerequisite: Noble 2

You remained in high culture with your family and took a leadership role in your community.

min 6 CHA, -1 AGI, +1 WIL, +1 AEG

+2 Conversation/Leadership, +2 Conversation/Any, +1 Conversation/Any

+150 currency

+2 – Spendthrift (-50 currency, -1 WIL)

+1 – Expensive dependents (-60 currency) 

0 – Spent time in the library (+3S Any, +2S Any)

-1 – Had an expensive magician as a servant (-25 currency, +1S Any Magic/All)

-1 – Successful business venture (+60 currency)

-1 – Politician (+25 currency, +1 Conversation/Leadership, +2 Deception/Fast Talk)

-1 – Took up archery (+3 Marksman/Bow, +2S Marksman/Bow)

-2 – Handsome tenure (+150 currency, min 2 LUC)

-3 – The people loved you! (+50 currency, +1 CHA, +3 Conversation/Leadership)

Infantry 3
Prerequisite: not Old Kingdom

You were recruited into the military to provide more manpower for the war effort.  Infantry were not revered or well-paid, and usually had a short term of service.  If you lived in a “civilized” country, infantry never fought directly against knights.

min 3 STR, min 3 RES, +1 STR, +1 RES, -1 WIL, -1 CHA

pick 2: +2 Melee/Sword, +2 Melee/Spear, +2 Melee/Shield, +1 Melee/Unarmed

+10 currency

+2 – Didn’t fare too well in battle (-5 currency, -1 STR, -1 RES)

-1 – Spent a lot of time on the front lines (+2 Melee/Any, +1 Melee/Any)

-1 – Distinguished service (+15 currency, min 4 STR, min 4 RES, +1 CHA)

-1 – Picked up a bit of magic (+1 Magic/Any, +1S Magic/Any)

-2 – Officer’s favorite (+25 currency, min 3 CHA, +1 REF, +1 CHA, +1 Conversation/Leadership)

-2 – Loved to fight (+1 CON, +1 WIL)

Knight 3
Prerequisite: Squire 2 or Infantry 3

You were in the elite fighting unit of your country’s military, the mounted warriors that inspire such fear on the battlefield!

min 4 STR, min 3 END, min 4 RES, min 2 REF, +1 STR, +1 RES, -1 INT

+2 Animals/Riding, +2 Melee/Shield, +1 Conversation/Leadership

choose one: +3 Melee/Axe, +3 Melee/Flail, +3 Melee/Sword

if in Old Kingdom: +1 Charter Magic/Any

+25 currency

+2 – Severe wound puts you out of service (-2 RES, may not take Knight 3 again)

+1 – Ran many messages (+1 Animals/Riding, -2 Melee/Any, -1 Melee/Any)

-1 – Had an excellent squire (+1 Animals/Riding, +2 Melee/Any, +1 Melee/Any)

-1 – Rode point in battle formation (+1 Animals/Riding, +1 RES)

-2 – Made frequent use of magic (+2 Magic/Any, +1 Magic/Any, +1 MAN)

-2 – Won a glorious victory! (+25 currency, +1 CHA, +2 Melee/Any, +1 Melee/Any)

-3 – Mightiest warrior on the battlefield! (+1 STR, +1 END, +1 RES, +2 Melee/Any)

Archer 3
Prerequisite: Squire 2 or Infantry 3

You were in the unit of the military that specialized in ranged attacks and provided support fire to the infantry and/or knights.

min 2 STR, min 2 RES, min 4 DEX, +1 DEX

+2 Marksman/Bow, +1 Melee/Dodge

if in Old Kingdom: +1 Marksman/Crossbow

+20 currency

+2 – Captured! (lose all currency, must immediately take Criminal 3 as part of this pass)

+1 – Your unit got lost (-1 DEX, -1 Marksman/Bow, +2 Survival/Navigation)

+1 – Always ran out of arrows (-1 DEX, -1 Marksman/Bow, +1 Marksman/Thrown)

0 – Your unit trained mounted archers (+1 Animals/Riding)

0 – Many crossbows in your regiment (-1 Marksman/Bow, +1 Marksman/Crossbow)

-1 – Enemies countered with magic (+1 AEG, +1S Magic/Any)

-1 – Your position overrun (+1 RES, +1 Melee/Dodge, +1 Melee/Any)

-1 – Always positioned too far back (+1 STR, +1 Marksman/Bow)

-1 – Good training facilities (+1 DEX, +1 Marksman/Any)

-1 – Archers in high demand (+20 currency, +2 Marksman/Bow)

-1 – Picked up a bit of magic (+1 Magic/Any, +1 Magic/Any, +1S Magic/Any)

-2 – Won a glorious victory! (+40 currency, +1 CHA, +2 Marksman/Any)

-2 – Commander’s favorite (+30 currency, min 3 CHA, +1 REF, +1 CHA, +1 Conversation/Leadership)

Wizard 3
Prerequisite: Squire 2 or Mage’s Apprentice 2

You spent the majority of your time hunched over arcane books in your study, learning the ancient art of magic.  Your rare abilities earn you many friends and many enemies.

min 3 INT, min 3 WIL, min 4 CON, min 5 MAN, min 2 AEG

-1 STR, -1 END, -1 RES, +1 INT, +1 CON, -1 CHA, +1 MAN, +1 AEG

+2 Magic/Any, +2 Magic/Any, +1 Magic/Any, +1 Magic/Any, +1S Magic/All

+1 – Raided by anti-mages (-2 Magic/Any, -1 Magic/Any, +1 Melee/Any, +2S Anti-Magic/Any, +1S Anti-Magic/Any)

+1 – Caught practicing Free Magic (+2 Free Magic/Any, +1S Free Magic/All, must take Criminal 3 path next as part of this pass) – Old Kingdom only

0 – Made some interesting discoveries during your studies (+2S Any, +1S Any)

-1 – Anti-magic worried you (+1S Anti-Magic/All)

-1 – Shared a wing with the psionics (+1 ZEA, +2S Psionics/Any)

-1 – Tested your strength against other mages (min 3 AEG, +1 AEG)

-2 – Specialized (+5 Magic/Any, -1 Magic/Any other)

-2 – Got a lot of casting practice (+1 MAN, +2 Magic/Any)

-3 – Dabbled in necromancy (+1 DEX, +1 Necromancy/Deathwalk, +1 Necromancy/Whistle, +1 Necromancy/Any, +1S Necromancy/All) – not Old Kingdom

-3 – A friend specialized in constructs (start game with a 1st-tier permanent construct, choose one: +3S Charter Magic/Evocation or +3S Free Magic/Conjuration)

-4 – Studied intensely (min 4 LRN, +1 Any Magic/All, +2 Magic/Any +1S Magic/All)

-5 – Specialized in constructs (min 5 LRN, start game with 2nd-tier permanent construct, choose one: +5 Charter Magic/Evocation or +5 Free Magic/Conjuration)

Healer 3
Prerequisite: Mage’s Apprentice 2 or Doctor’s Pupil 2

You made your living curing the sick and wounded, nursing them back to health.

min 5 INT, min 3 CON, min 3 LRN, -1 RES, +1 INT, +1 CON

+1 Any Magic/Integration, +1S Any Magic/Integration

+1 Medicine/Bandaging, +1 Medicine/Diagnosis, +1 Medicine/Herbs

+30 currency

+1 – Heavy competition (-15 currency, -1 Medicine/Any)

+1 – No herbs grew locally (-20 currency, -1 Medicine/Herbs, +1S Medicine/Herbs)

0 – Discovered a new disease (min 4 LRN, +1 Medicine/Diagnosis)

-1 – Prospered (+70 currency)

-1 – Herb gardens flourished (+20 currency, +2 Medicine/Herbs)

-1 – Relied increasingly on magical means (+2 Any Magic/Integration)

-1 – Area infested by venomous snakes (+2S Medicine/Poison, +1 Medicine/Any)

-2 – Studied chemistry (+3 Medicine/Chemistry, +1 Medicine/Herbs)

-2 – Excellent surgeon (+3 Medicine/Surgery, +1 Medicine/Bandaging)

-3 – Studied thoroughly (+1 LRN, +1 Medicine/All)

Bard 3
You traveled around, visiting various cities and playing songs in the pubs for a few coins.

min 4 CHA, -1 INT, +1 CHA

+2 Music/Singing, +1 Music/Any

-10 currency

+2 – Very hard times (-45 currency, max 6 CHA, -1 Music/Any, +2 Merchant/Begging)

+1 – Unreceptive audiences (-20 currency, max 6 CHA)

-1 – Your music was popular (+20 currency)

-1 – Owned an instrument (+1 Music/Any, item: unenchanted instrument of choice)

-2 – Composed your own songs (+1 INT, +2 Music/Composition)

-2 – A necromancer liked your voice (+2 Necromancy/Whistle) – not Old Kingdom

-3 – Did a little of everything (+1 Music/All)

-4 – Played everything you could get your hands on! (+2 Music/All)

Renegade 3
You left home and lived on your own for a while.

min 2 STR, min 3 END, min 3 RES, min 2 WIL, min 2 AEG, min 2 LUC

+2 Merchant/Begging, +1 Merchant/Scrounge, +1 to any 3 skills you already have

-30 currency

0 – Drifted (-30 currency)

-1 – Lived by gambling (+30 currency, +3 Deception/Gambling)

-1 – Lived in the woods (+1 Survival/All, +1 Survival/Any)

-1 – Spent time with animals (+1 Animals/All, +1 Animals/Any)

-2 – Lived by your wits (+1 Perception/All, +1 Perception/Any)

-3 – Fell in with some psionics (+1 Psionics/All, +1 Psionics/Any)

-3 – Discovered a knack for geomancy (+1 Geomancy/All, +1 Geomancy/Any)

-3 – Fell in love with the stars (+1 Astrology/All, +1 Astrology/Any)

-4 – Found an anti-magic stone (max 4 MAN, +1 Anti-Magic/All, +1 Anti-Magic/Any, item: AM-5 stone)

Criminal 3
You lived lawlessly, surviving off the “misfortune” of others, taking what you needed.

min 3 DEX, min 3 AGI, min 3 REF, min 2 CHA, min 3 LUC

-1 RES, +1 DEX, +1 AGI, -1 LRN

+2 Athletics/Stealth, +2 Security/Any

0 – Met with little success (-20 currency)

-1 – Got caught a few times (-20 currency, +4 Security/Escape Artist)

-1 – Forced to beg for bread (+3 Merchant/Begging)

-1 – Gambled on the side (+15 currency, +2 Deception/Gambling)

-1 – Successful pickpocket (+15 currency, +2 Security/Pickpocket)

-2 – Some victims fought back (+1 STR, +2 Melee/Any)

-2 – Quite successful (+50 currency)

-3 – Pulled off some pretty ambitious capers (+45 currency, +1 Deception/All)

Stage 1: Childhood
· Farmer 1

· Fisherman 1

· Craftsman 1

· Merchant 1

· Noble 1

· Military 1

Stage 2: Adolescence

· Farmer 2

· Fisherman 2

· Craftsman 2

· Merchant 2

· Noble 2

· Squire 2

· Mage’s Apprentice 2

· Doctor’s Pupil 2

· Renegade 2

Stage 3: Adulthood
· Farmer 3

· Fisherman 3

· Craftsman 3

· Merchant 3

· Noble 3

· Infantry 3

· Knight 3

· Archer 3

· Wizard 3

· Healer 3

· Bard 3

· Renegade 3

· Criminal 3

Signs of the Zodiac
	1 – Aries the Ram (sun enters March 31)
	2 – Taurus the Bull (April 20)

	3 – Gemini the Twins (May 21)
	4 – Cancer the Crab (June 22)

	5 – Leo the Lion (July 23)
	6 – Virgo the Virgin (August 23)

	7 – Libra the Balance (September 23)
	8 – Scorpio the Scorpion (October 24)

	9 – Sagittarius the Archer (November 22)
	10 – Capricorn the Goat (December 22)

	11 – Aquarius the Water Bearer (January 20)
	12 – Pisces the Fishes (February 19)


