
Chapter 5:  Skills 
Skills are special abilities Characters possess that apply primarily to Combat or how Statistics 

are determined, although some are just useful talents. Skills in 16 Bit Heroes aren’t things like 

Basket Weaving, Rope Tricks, and Beer Crafting; instead, they are things like what weapons a 

character knows how to use fully, or if they know how to apply accuracy instead of power to an 

attack. 

Most of a Character’s skills will be gained from their Class and Race. Further skills can be 

learned, although it is difficult and usually takes a few levels to pull off. 

Learning New Skills 
A character can learn new skills in two ways. The first is by foregoing successfully learned 

spells or techniques; the second is by gaining levels higher than level 25. Either way, the 

character gains Skill Points that may eventually be cashed in for new skills. 

Trading Spells and Techniques for Skill Points 
Certain Skills allow a character to learn new special abilities (such as Spells or Techniques) 

when he or she gains a level. If the character successfully gains a spell or technique at level up, 

he or she may trade that new Spell or Technique for 2 Skill Points. 

This method of gaining Skill Points is the only way lower level characters can gain additional 

Skills unless the character has the Dilettante class. It does require sacrificing other earned 

abilities, however; it is up to the Player to decide if that sacrifice is worth it. 

Skill Points After Level 25 
Starting at level 25, and every level thereafter, characters all gain 1 Skill Point per level. Spells 

and Techniques learned can still be traded for Skill Points, as described above. These Skill 

Points do not need to be spent all at once, nor do they need to be spent at all. Characters can 

save them up for as long as they like, gaining three skills during one level up if it pleases the 

Player to do so. 

Skill Categories 
Skills are divided up in several ways. The most important division is between Simple and 

Advanced Skills. Simple Skills are the kind that a Character gets from his Class or Race, and 

are the only kind of skill a character can gain before level 20. Advanced skills are mostly 

composed of improved versions of Simple Skills, but also have new and interesting abilities. 

Within those two divisions, Skills are divided into categories for organization purposes, although 

the categories are irrelevant to game play or character creation/advancement. The categories 

are: 

 Weapon Groups – These skills indicate what weapons your character is skilled with. In 

16 Bit Heroes, any character can wield any weapon, but you can only use the magical 



properties of magic weapons within a Weapon Group you are skilled in, and your use of 

weapons you aren’t skilled with is less effective. 

 Protective Gear – These skills determine the sorts of protective gear (armor, shields, and 

so on) your character is familiar with. Like the Weapon Groups, anyone can strap on a 

Shield, but a character must have the Shield skill to gain full benefit from a Shield. 

 Stat Modifier – These Skills change the way you determine your character’s Stats. 

 Mystical and Technique Skills – These skills provide access to special actions like 

casting spells or performing special attacks or defensive techniques. 

 Special Ability – These skills provide your character with additional abilities or enhance 

existing ones. 

Tiered Skills 
Some skills are available at more than one level; there are multiple levels of Skill with magic, for 

instance. These Skills are called Tiered Skills. Each Tier is treated as a separate skill when 

designing a Character Class, Race, or Personality, or when you gain them through character 

improvement. 

There are two different major groups of Tiered Skill: Weapon Group Tiered Skills and Magic or 

Technique Tiered skills. Each is tiered for different reasons. Weapon Group Tiered Skills allow 

access to advanced special abilities in certain weapon groups. Magic and Technique Tiered 

Skills allow characters to gain new spells or techniques at an accelerated rate when the 

character has a higher Tier of the skill.  

Armor is a separate Tiered Skill, with each successive Tier allowing for the effective use of 

better and better armor. Another Tiered Skill – Natural Weapon – provides successively better 

natural weapons for a character, and eventually allows for the use of special Accessories that 

augment a character’s Natural Weapons. 

Skill Lists 
 Here are the lists of the Skills in 16 Bit Heroes. There are two lists – Simple and Advanced 

Skills. Each list is organized alphabetically by category, with a short summary attached to the 

end of each entry. Each entry also has a page number for quick reference. Full Skill descriptions 

follow the lists. In the tables below, Tiered skills are indicated with an asterisk (*) next to the skill 

name; see the individual Skill’s description to see how the Tiers affect the Skill. 

Simple Skills 
Simple Skills cost 5 Skill Points each. Simple Skills have no prerequisites, although Tiered Skills 

must be taken in order (that is, a character cannot gain Tier 3 of Armor without gaining Tiers 1 

and 2 first.) 

Skill Category Description Page 
Number 

Defensive Magic Mystical/Technique Learn spells that heal, provide 
Elemental Affinities, and 
improve defenses 

8 



Skill Category Description Page 
Number 

Offensive Magic Mystical/Technique Learn spells that cause harmful 
effects. It sounds less 
impressive than the other 
magic types when I put it that 
way, doesn’t it? 

8 

Oracle Magic Mystical/Technique Learn subtle spells of the mind, 
time, and the forces of the 
universe.  

8 

Summon Magic Mystical/Technique Learn to summon and control 
monsters 

8 

Technique Mystical/Technique Learn techniques to use in 
battle using bare hands, 
weapons, defensive 
maneuvers, and movement. 

9 

Utility Magic Mystical/Technique Learn spells that boost Abilities 
and provide useful effects. 

9 

Armor* Protective Gear Make the most of armors, from 
leather and chainmail to full 
plate armor. 

9 

Shield Protective Gear Make the most of a Shield, be it 
a buckler or a tower shield. 

9 

Agile Special Ability Take the better of two rolls 
when making an Improvement 
Check for AG. 

9 

Alchemy Special Ability Make potions that restore MP 
and remove certain status 
conditions. 

10 

Combat Reflexes Special Ability Gain a bonus to Initiative 
checks. 

10 

Dual Weapon Special Ability Effectively use a weapon in 
each hand. 

10 

Herbalism Special Ability Make herbal poultices that 
restore HP and remove certain 
Status Conditions. 

10 

Intelligent Special Ability Take the better of two rolls 
when making an Improvement 
Check for IN 

10 

Kenning Special Ability Sense magical auras and 
determine their strength and 
see in the dark to a small 
degree. 

11 

Lucky Special Ability Take the better of two rolls 
when making an Improvement 
Check for LU. 

11 



Skill Category Description Page 
Number 

Natural Weapon* Special Ability The character has claws, 
horns, a bite… something 
innate that can be used as a 
weapon. 

11 

Poison Resistance Special Ability Take half damage from the 
Poison Status Effect. 

11 

Strong Special Ability Take the better of two rolls 
when making an Improvement 
Check for ST. 

11 

Vital Special Ability Take the better of two rolls 
when making an Improvement 
Check for VI. 

12 

Willful Special Ability Take the better of two rolls 
when making an Improvement 
Check for WI. 

12 

Agile Attack Stat Modifier Use AG to determine ATT 
instead of your ST. 

12 

Clever Defense Stat Modifier Use IN to determine DEF 
instead of your AG. 

12 

Enduring Defense Stat Modifier Use VI to determine DEF 
instead of AG 

12 

Fortunate Defense Stat Modifier Use LU to determine DEF 
instead of your AG 

12 

Lucky Strike Stat Modifier Use LU to determine ATT 
instead of your ST 

12 

Magical Stat Modifier Gain a bonus to MP. 12 

Mystic Endurance Stat Modifier Use your VI to determine 
MDEF instead of your WI 

12 

Quick Stat Modifier Add 1 to your Move. 12 

Tough Stat Modifier Gain a bonus to HP. 13 

Axe Weapon Group Effectively use axes, maces, 
and heavy clubs. 

13 

Boomerang* Weapon group Effectively use a boomerang or 
other exotic thrown weapon in 
combat. 

13 

Bow Weapon Group Effectively use bows and 
crossbows – really any weapon 
that uses a drawn chord of 
some kind to propel a missile. 
Theoretically, this even 
includes a ballista. 

13 

Simple Weapon Group Effectively use daggers, clubs, 
broken bottles, and other 
simple weapons. 

13 

Spear Weapon Group Effectively use long hafted 
weapons, including those that 
have pointy bits at the end. 

13 



Skill Category Description Page 
Number 

Staff Weapon Group Effectively use mystical staves, 
rods, wands, orbs, and tomes. 

13 

Sword Weapon Group Effectively use a Sword – from 
a short sword to a two-handed 
monster blade, from a gladius 
to a sabre. 

14 

Thrown Weapon Group Effectively use weapons that 
are thrown or flung at a target, 
from throwing knives to sling 
stones. 

14 

Whip* Weapon Group Effectively use any of a variety 
of very long flexible weapons. 

14 

  



Advanced Skills 
Advanced Skills cost 10 Skill Points each. In addition, a character cannot gain any Advanced 

Skills until he or she reaches level 25 or higher. Finally, many Advanced Skills have 

prerequisites; that is, a character cannot learn Heroic Alchemy unless he or she has the 

Alchemy Skill. The required prerequisites are listed on the table below, and repeated in each 

skill’s description. 

Skill Category Prerequisite Description Page 
Number 

Heroic 
Defensive 
Magic 

Mystical/Technique Defensive 
Magic (Tier 3) 

Utilize more powerful 
Defensive Spells. 

14 

Heroic 
Offensive Magic 

Mystical/Technique Offensive 
Magic (Tier 3) 

Utilize more powerful 
Offensive Spells. 

14 

Heroic Oracle 
Magic 

Mystical/Technique Oracle Magic 
(Tier 3) 

Utilize more powerful 
Oracle Spells. 

14 

Heroic Summon 
Magic 

Mystical/Technique Summon Magic 
(Tier 3) 

Summon more 
powerful creatures. 

15 

Heroic 
Technique 

Mystical/Technique Technique 
(Tier 3) 

Utilize more powerful 
Techniques.  

15 

Improvised 
Magic 

Mystical/Technique Any Heroic 
Magic Skill 

Use the Spell 
Creation System 
(SCS) at any time to 
make new spells on 
the fly. 

15 

Additional 
Accessory* 

Special Ability Tier 1: Level 30 
Tier 2: Level 40 
Tier 3: Level 50 

Use additional 
Accessory Equipment. 

15 

Armor Mastery Special Ability Armor (Tier 3) Gain a special bonus 
when wearing a 
particular type of 
armor. Multiple Skills. 

15 

Heroic Agility Special Ability Agile Automatically gain 5 
AG when gaining a 
level. 

15 

Heroic Alchemy Special Ability Alchemy Create better potions 15 

Heroic 
Herbalism 

Special Ability Herbalism Create better 
poultices 

15 

Heroic 
Intelligence 

Special Ability Intelligent Automatically gain 5 
IN when gaining a 
level. 

15 

Heroic Luck Special Ability Lucky Automatically gain 5 
LU when gaining a 
level. 

15 

Heroic Reflexes Special Ability Combat 
Reflexes 

Gain a bonus to 
Initiative Checks that 
is dependent on level. 

15 



Skill Category Prerequisite Description Page 
Number 

Heroic Strength Special Ability Strong Automatically gain 5 
ST when gaining a 
level. 

16 

Heroic Vitality Special Ability Vital or Tough Automatically gain 5 
VI when gaining a 
level. 

16 

Heroic Will Special Ability Willful Automatically gain 5 
WI when gaining a 
level. 

16 

Shield Mastery Special Ability Shield Gain a special bonus 
when using a Shield. 

16 

Weapon Group 
Mastery 

Special Ability The Weapon 
Group the 
mastery is 
taken for 

Gain a special bonus 
when using weapons 
within a particular 
Weapon Group. 
Multiple Skills. 

16 

Accurate 
Critical 

 Stat Modifier Agile or Agile 
Attack 

Use AG instead of LU 
when determining 
CM. 

16 

Clever Attack Stat Modifier Intelligent Use IN when 
determining ATT 
instead of ST. 

16 

Clever Critical Stat Modifier Intelligent Use IN instead of LU 
when determining 
CM. 

16 

Determined 
Attack 

Stat Modifier Willful Use WI when 
determining ATT 
instead of ST. 

16 

Determined 
Critical 

Stat Modifier Willful Use WI instead of LU 
when determining 
CM. 

16 

Heroic  Magic Stat Modifier Magical Automatically gain 10 
MP when gaining a 
level. 

16 

Heroic Critical Stat Modifier None Maximum CM is 
increased. 

17 

Heroic Defense Stat Modifier None Gain a bonus to DEF 
that is dependent on 
level. 

17 

Heroic Health Stat Modifier Tough Automatically gain 10 
HP when gaining a 
level. 

17 

Heroic Mystic 
Defense 

Stat Modifier None Gain a bonus to 
MDEF that is 
dependent on level. 

17 



Skill Category Prerequisite Description Page 
Number 

Heroic Speed Stat Modifier Quick Increase MOVE by 1; 
this skill may be taken 
multiple times. 

17 

Oddly 
Appropriate 
Critical 

Stat Modifier None Derive CM from Level 
instead of LU. 

17 

Power Critical Stat Modifier Strong Use ST instead of LU 
when determining 
CM. 

17 

 

Simple Skill Descriptions 
The complete descriptions of the Simple Skills follow. Each is described using the same format, 

which should be pretty self evident. You may notice that this particular section of the text is 

divided into two columns… don’t let it trouble you. 

Defensive Magic 
Mystical/Technique 

The Defensive Magic Skill allows you to learn 

magic of the Defensive (“White Magic”) school. 

Each Tier of Defensive Magic allows one 

Improvement Test to learn a new Defensive 

Spell each time the character gains a level; see 

page ### for more details on Improvement Tests 

and Spells. 

If a Class or Race has this Skill by default, a 

character of that class or race begins the game 

with one Defensive Spell per Tier the Class or 

Race possesses. These starting spells must 

have an ID of 20 or less. 

 

Offensive Magic 
Mystical/Technique 

The Offensive Magic Skill allows you to learn 

magic of the Offensive (“Black Magic”) school. 

Each Tier of Offensive Magic allows one 

Improvement Test to learn a new Offensive 

Spell each time the character gains a level; see 

page ### for more details on Improvement Tests 

and Spells. 

If a Class or Race has this Skill by default, a 

character of that class or race begins the game 

with one Offensive Spell per Tier the Class or 

Race possesses. These starting spells must 

have an ID of 20 or less. 

Oracle Magic 
Mystical/Technique 

The Oracle Magic Skill allows you to learn magic 

of the Oracle school. Each Tier of Oracle Magic 

allows one Improvement Test to learn a new 

Oracle Spell each time the character gains a 

level; see page ### for more details on 

Improvement Tests and Spells. 

If a Class or Race has this Skill by default, a 

character of that class or race begins the game 

with one Oracle Spell per Tier the Class or Race 

possesses. These starting spells must have an 

ID of 20 or less. 

 

Summon Magic 
Mystical/Technique 

The Summon Magic Skill allows you to learn 

magic of the Summon school. Each Tier of 

Summon Magic allows one Improvement Test to 

learn a new Summon Spell each time the 



character gains a level; see page ### for more 

details on Improvement Tests and Spells. 

If a Class or Race has this Skill by default, a 

character of that class or race begins the game 

with one Summon Spell per Tier the Class or 

Race possesses. These starting spells must 

have an ID of 20 or less. 

 

Technique 
Mystical/Technique 

The Technique Skill allows you to learn special 

combative abilities that allow special 

maneuvering, defensive buffs, and other such 

things. Each Tier of Technique allows one 

Improvement Test to learn a new Technique 

each time the character gains a level; see page 

### for more details on Improvement Tests and 

Techniques. 

If a Class or Race has this Skill by default, a 

character of that class or race begins the game 

with one Technique per Tier the Class or Race 

possesses. These starting Techniques must 

have an ID of 20 or less. 

 

Utility Magic 
Mystical/Technique 

The Utility Magic Skill allows you to learn magic 

of the Utility (“Gray Magic”) school. Each Tier of 

Utility Magic allows one Improvement Test to 

learn a new Utility Spell each time the character 

gains a level; see page ### for more details on 

Improvement Tests and Spells. 

If a Class or Race has this Skill by default, a 

character of that class or race begins the game 

with one Utility Spell per Tier the Class or Race 

possesses. These starting spells must have an 

ID of 20 or less. 

 

Armor*  
Protective Gear 

The Armor skill allows characters to wear 

heavier, more complicated armors effectively. By 

default, all characters can wear Cloth armor. 

Characters with this skill can wear heavier 

armors depending on what tier his or her Armor 

skill is, as indicated below. 

Tier 1: The character can make effective use of 

Leather and Hide Armors 

Tier 2: The character can make effective use of 

chain and scale armor. 

Tier 3: The character can make effective use of 

Plate and other heavy armors. 

A character without the proper tier of the Armor 

Skill can still wear any sort of armor he or she 

likes, but only benefits from the Base Armor plus 

any Quality Enhancements; Material, Magical, 

and Socket Enhancements provide no benefit to 

the character. For more details on Armor 

Enhancements, see Chapter #, page ###. 

Shield 
Protective Gear 

A character needs this skill to gain full benefit 

from shields. A character that does not have this 

skill can still wear a shield, but cannot cast 

spells or use techniques while doing so. In 

addition, only the Base Shield’s protection plus 

any Quality Enhancements are applied to the 

character’s DEF. Other Enhancements (Magical, 

Material, and Socket) provide no benefit to the 

character; for more information on Shield 

Enhancements, see Chapter #, page ###. 

 

Agile 
Special Ability 

When making an Improvement Check where the 

AG Ability could be increased, roll an additional 

check for AG. You may use the second check to 

determine AG improvement if it is better than 



your regular Improvement Check roll. If you are 

using an alternative improvement system that 

does not use Improvement Checks, then the 

character gains +1 additional AG any time he or 

she gains any other permanent bonus to AG 

instead. 

 

Alchemy 
Special Ability 

The character knows how to make a number of 

restorative draughts using strange or obscure 

ingredients ranging from a dandelion’s roar to 

the frog’s breath. 

Whenever the party rests in a Town
1
, a 

character with this skill can set up a lab and 

produce one potion, plus one per five levels he 

or she possesses; it can safely be assumed that 

the character has been collecting appropriate 

ingredients for the potions he or she makes 

along the way. The character can produce 

potions that have a gp value equal to or less 

than 10x his or her level, to a maximum value of 

250 gp at level 25; see page ### for a list of 

potions. 

 

Combat Reflexes 
Special Ability 

When making an Initiative Check at the start of 

combat, the character gains a +5 bonus to the 

roll. 

 

Dual Weapon 
Special Ability 

A character with this skill can equip a weapon in 

each hand. Although this does not allow the 

character to make any additional attacks, the 

benefits of any Magical or Socket 

Enhancements from both weapons apply to any 

                                                
1
 See Chapter #, page ### 

attacks made with either weapon; see Chapter 

#, page ### for more information concerning 

Weapon Enhancements. 

In addition, some Techniques require the 

character to have this skill and have a weapon 

equipped in each hand. This skill cannot be 

applied to weapons that have the Two Handed 

quality. 

 

Herbalism 
Special Ability 

The character knows how to make herbal 

poultices using the natural flora of the world, 

combining things like St. John’s Wart and Morel 

Mushrooms to make Healing Herbs. 

Whenever the party rests in a Town
14

, a 

character with this skill can cook up one 

poultice, plus one per five levels he or she 

possesses; it can be safely assumed that the 

character has been collecting the ingredients for 

the poultices he or she makes along the way. 

The character can produce poultices that have a 

gp value equal to or less than 10x his or her 

level, to a maximum value of 250 gp at level 25. 

See page ### for a list of poultices. 

 

Intelligent 
Special Ability 

When making an Improvement Check where the 

IN Ability could be increased, roll an additional 

check for IN. You may use the second check to 

determine IN improvement if it is better than 

your regular Improvement Check roll. If you are 

using an alternative improvement system that 

does not use Improvement Checks, then the 

character gains +1 additional IN any time he or 

she gains any other permanent bonus to IN 

instead 

 



Kenning 
Special Ability 

The character can detect things that are 

magical. This may come as a smell, an itch in 

the back of his or her throat, a “vibe” or whatever 

you like. 

When in combat, the character automatically 

knows which (if any) opponents can use magic, 

and how much magic that opponent has (more 

MP than the character, about the same MP, less 

MP, or all out). In addition, the character can 

usually detect the presence of invisible 

creatures, although he or she cannot actually 

“see” them. 

Finally, the character can determine if an 

opponent has an Elemental Affinity, and what 

Element the opponent has an affinity for, but not 

the Aspect of the affinity (vulnerable, resistant, 

or absorb) or its value. 

 

Lucky 
Special Ability 

When making an Improvement Check where the 

LU Ability could be increased, roll an additional 

check for LU. You may use the second check to 

determine LU improvement if it is better than 

your regular Improvement Check roll. If you are 

using an alternative improvement system that 

does not use Improvement Checks, then the 

character gains +1 additional LU any time he or 

she gains any other permanent bonus to LU 

instead. 

Natural Weapon*  
Special Ability 

The character either has a “real” natural weapon 

(like claws, a horn, an effective bite, etc.), or he 

or she has trained in unarmed combat to the 

point that his or her hands, feet, knees, and so 

on count as deadly weapons. The overall quality 

of the Natural Weapons depends on the Tier of 

the skill: 

Tier 1: The ATT of the character’s Natural 

Weapon is equal to 2x his or her level. 

Tier 2: The ATT of the character’s Natural 

Weapon is equal to 3x his or her level. 

Tier 3: The ATT of the character’s Natural 

Weapon is equal to 4x his or her level, and the 

character can use Accessories that provide 

special benefits to Natural Weapons. 

If this Skill is a class ability, or it was purchased 

using Skill Points, it almost certainly represents 

training in unarmed combat; if it is a Racial Skill, 

on the other hand, it probably represents claws, 

a bite, and so on. The actual nature of the 

Natural Weapon, however, is largely 

inconsequential, and can be left up to the player 

to describe. 

 

Poison Resistance 
Special Ability 

If the character is afflicted with the Poison Status 

Effect (see page ###), he or she takes ½ normal 

damage from that Status Effect. In addition, he 

or she gains a +5 bonus to LU checks made to 

end the Poison Status Effect. 

 

Strong 
Special Ability 

When making an Improvement Check where the 

ST Ability could be increased, roll an additional 

check for ST. You may use the second check to 

determine ST improvement if it is better than 

your regular Improvement Check roll. If you are 

using an alternative improvement system that 

does not use Improvement Checks, then the 

character gains +1 additional ST any time he or 

she gains any other permanent bonus to ST 

instead. 

 



Vital 
Special Ability 

When making an Improvement Check where the 

VI Ability could be increased, roll an additional 

check for VI. You may use the second check to 

determine VI improvement if it is better than your 

regular Improvement Check roll. If you are using 

an alternative improvement system that does not 

use Improvement Checks, then the character 

gains +1 additional VI any time he or she gains 

any other permanent bonus to VI instead. 

 

Willful 
Special Ability 

When making an Improvement Check where the 

WI Ability could be increased, roll an additional 

check for WI. You may use the second check to 

determine WI improvement if it is better than 

your regular Improvement Check roll. If you are 

using an alternative improvement system that 

does not use Improvement Checks, then the 

character gains +1 additional WI any time he or 

she gains any other permanent bonus to WI 

instead. 

 

Agile Attack 
Stat Modifier 

When determining the character’s ATT Statistic, 

use the AG Ability instead of the ST Ability 

unless the character is using a weapon with the 

Two Handed quality. 

 

Clever Defense 
Stat Modifier 

When determining the character’s DEF Statistic, 

use the IN Ability instead of the AG Ability. 

 

Enduring Defense 
Stat Modifier 

When determining the character’s DEF Statistic, 

use the VI Ability instead of the AG Ability. 

 

Fortunate Defense 
Stat Modifier 

When determining the character’s DEF Statistic, 

use the LU Ability instead of the AG Ability. 

 

Lucky Strike 
Stat Modifier 

When determining the character’s ATT Statistic, 

use the LU Ability instead of the ST Ability. 

 

Magical 
Stat Modifier 

When determining the character’s MP, use the 

following formula instead of the normal one: 2x 

WI + 2x IN. Whenever the character’s WI or IN 

Abilities increase, the character’s MP increases 

by 2 for every point gained to either ability. 

 

Mystic Endurance 
Stat Modifier 

When determining the character’s MDEF 

Statistic, use the VI Ability instead of the WI 

Ability. 

 

Quick 
Stat Modifier 

Add 1 to your MOVE stat. If your game group is 

not using a battlemap, this skill is pointless; if 

Quick was gained as a Racial or Class skill, 

replace it with a different appropriate skill from 



the Simple Skill list (probably Agile or Combat 

Reflexes). 

 

Tough 
Stat Modifier 

When determining the character’s HP, use the 

following formula instead of the normal one: 3x 

VI + WI. Whenever the character’s VI is 

increased, he or she gains 3 HP for each 1 his 

or her VI increased. Whenever the character’s 

WI increases, he or she gains the normal 1 HP 

per point of improvement. 

 

Axe 
Weapon Group 

The character is trained in the effective use of 

long hafted, unbalanced weapons – hatchets, 

axes, maces, hammers, and so on. A character 

without this Skill can still use weapons in the 

Axe group, but gains no benefits from Weapon 

Enhancements if he or she does so (see page 

###). 

 

Boomerang*  
Weapon group 

The character is trained in the effective use of 

exotic thrown weapons such as the boomerang, 

chakram, and shuriken. A character without this 

skill can use such weapons, but gains no benefit 

from Weapon Enhancements if he or she does 

so (see page ###). 

In addition, characters without this skill must 

draw and ready each weapon they throw 

separately (costing 2 squares of movement for 

each item the character throws). Characters with 

this skill must draw and ready their first shot 

normally, but are assumed to draw and ready 

their next shot as a part of their attack. 

Each weapon in the Boomerang Group has a 

special characteristic. Only characters with Tier 

2 of this skill gain access to that special 

characteristic. See the individual weapon 

descriptions for more details (starting on page 

###). 

 

Bow 
Weapon Group 

The character is trained in the effective use of 

ranged weapons that use a drawn string or 

similar mechanism to propel a projectile. This 

includes everything from longbows to crossbows 

to slingshots. Characters without this skill can 

still use such weapons, but do not benefit from 

any Weapon Enhancements if they do so (see 

page ###). 

 

Simple 
Weapon Group 

The character is trained in the effective use of 

the most basic of weaponry – daggers, knives, 

clubs, and so on. Characters without this skill 

can still use these weapons, but do not benefit 

from any Weapon Enhancements if they do so 

(see page ###). 

 

Spear 
Weapon Group 

The character is trained in the effective use of 

balanced, long-hafted weapons, including 

spears, pikes, quarterstaff, and so on. A 

character without this skill can use such 

weapons, but gains no benefit from Weapon 

Enhancements if he or she does so (see page 

###). 

 

Staff 
Weapon Group 



The character can tap into the mystical 

properties of magic staves, wand, rods, tomes, 

and orbs and use them effectively. A character 

that does not have this skill cannot use any of 

the mystical abilities of such items, and is likely 

to break them if he or she tries to use them to 

bash people. See page ### for more information 

about Mystical Implement Weapons. 

 

Sword 
Weapon Group 

The character is trained in the effective use of all 

manner of Sword, from the lowly short sword, to 

the noble katana, to the burly two-handed 

monster. Characters without this skill can still 

use such weapons, but do not benefit from any 

Weapon Enhancements if they do so (see page 

###). 

 

Thrown 
Weapon Group 

The character is trained in the use of weapons 

that are thrown or flung at an opponent, 

including throwing knives and slings. This skill 

specifically excludes weapons in the Boomerang 

Weapon Group (see page 13). Characters 

without this skill can still use these weapons, but 

do not benefit from any Weapon Enhancements 

if they do so (see page ##).  

In addition, characters without this skill must 

draw and ready each weapon they throw 

separately (costing 2 squares of movement for 

each item the character throws). Characters with 

this skill must draw and ready their first shot 

normally, but are assumed to draw and ready 

their next shot as a part of their attack. 

 

Whip*  
Weapon Group 

The character is trained in the effective use of a 

variety of long, flexible weapons, including 

whips, chains, sectional staves, and so on. A 

character without this skill can use such 

weapons, but gains no benefit from Weapon 

Enhancements if he or she does so (see page 

###). 

Each weapon in the Whip Group has a special 

quality. Only characters with Tier 2 of this skill 

gain access to that special quality. See the 

individual weapon descriptions for more details 

(starting on page ###). 

Advanced Skill Descriptions 
The complete descriptions of the Advanced Skills follow. Each is described using the same 

format as the Simple Skills, with the addition of any Prerequisites in red immediately after the 

Category. In order to learn the skill, the character first must completely fulfill the prerequisites.

Heroic Defensive Magic 
Mystical/Technique 

Defensive Magic (Tier 3) 

Utilize more powerful Defensive Spells. 

 

Heroic Offensive Magic 
Mystical/Technique 

Offensive Magic (Tier 3) 

Utilize more powerful Offensive Spells. 

 

Heroic Oracle Magic 
Mystical/Technique 

Oracle Magic (Tier 3) 

Utilize more powerful Oracle Spells. 

 



Heroic Summon Magic 
Mystical/Technique 

Summon Magic (Tier 3) 

Summon more powerful creatures. 

 

Heroic Technique 
Mystical/Technique 

Technique (Tier 3) 

Utilize more powerful Techniques.  

 

Improvised Magic 
Mystical/Technique 

Any three Heroic Magic skills 

Use the Spell Creation System at any time to 

make new spells on the fly. 

 

Additional Accessory*  
Special Ability 

Tier 1: Level 30 

Tier 2: Level 40 

Tier 3: Level 50 

Use additional Accessory Equipment. 

 

Armor Mastery 
Special Ability 

Armor (Tier 3) 

Gain a special bonus when wearing a particular 

type of armor. Multiple Skills. 

 

Heroic Agility 
Special Ability 

Agile 

Automatically gain 5 AG when gaining a level. 

 

Heroic Alchemy 
Special Ability 

Alchemy 

Create better potions 

 

Heroic Herbalism 
Special Ability 

Herbalism 

Create better poultices 

 

Heroic Intelligence 
Special Ability 

Intelligent 

Automatically gain 5 IN when gaining a level. 

 

Heroic Luck 
Special Ability 

Lucky 

Automatically gain 5 LU when gaining a level. 

 

Heroic Reflexes 
Special Ability 

Combat Reflexes 

Gain a bonus to Initiative Checks that is 

dependent on level. 



 

Heroic Strength 
Special Ability 

Strong 

Automatically gain 5 ST when gaining a level. 

 

Heroic Vitality 
Special Ability 

Vital or Tough 

Automatically gain 5 VI when gaining a level. 

 

Heroic Will 
Special Ability 

Willful 

Automatically gain 5 WI when gaining a level. 

 

Shield Mastery 
Special Ability 

Shield 

Gain a special bonus when using a Shield. 

 

Weapon Group Mastery 
Special Ability 

The Weapon Group the mastery is taken for 

Gain a special bonus when using weapons 

within a particular Weapon Group. Multiple 

Skills. 

 

Accurate Critical 
 Stat Modifier 

Agile or Agile Attack 

Use AG instead of LU when determining CM. 

 

Clever Attack 
Stat Modifier 

Intelligent 

Use IN when determining ATT instead of ST. 

 

Clever Critical 
Stat Modifier 

Intelligent 

Use IN instead of LU when determining CM. 

 

Determined Attack 
Stat Modifier 

Willful 

Use WI when determining ATT instead of ST. 

 

Determined Critical 
Stat Modifier 

Willful 

Use WI instead of LU when determining CM. 

 

Heroic Magic 
Stat Modifier 

Magical 

Automatically gain 10 MP when gaining a level. 

 



Heroic Critical 
Stat Modifier 

Maximum CM is increased. 

 

Heroic Defense 
Stat Modifier 

Gain a bonus to DEF that is dependent on level. 

 

Heroic Health 
Stat Modifier 

Tough 

Automatically gain 10 HP when gaining a level. 

 

Heroic Mystic Defense 
Stat Modifier 

Gain a bonus to MDEF that is dependent on 

level. 

 

Heroic Speed 
Stat Modifier 

Quick 

Increase MOVE by 1; this skill may be taken 

multiple times. 

 

Oddly Appropriate Critical 
Stat Modifier 

Derive CM from Level instead of LU. 

 

Power Critical 
Stat Modifier 

Strong 

Use ST instead of LU when determining CM. 
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