Charonti PC Creation (Basic Role Playing): 2-3-16
Welcome to a restart of the Jakandor-Charonti campaign.   The campaign takes place on an isolated island-continent called Jakandor.  PCs start as members of an ancient and sorcerous people who call themselves the Charonti.  The word Charonti means both "duty" and "justice," and defines for these people what it means to be human.  The Charonti are decedents of ancient and cultured people who barely survived an apocalyptic plague, and are struggling to reclaim their island home and their past glory.  Game play will be centered on PCs who are willing to explore their ancestor's ancient ruins to find lost treasures and knowledge while dealing with the vast threats to their society.  PCs will also have a chance to advance in society and steer the direction of their culture.

Charonti Society and Campaign Background:
Charonti History:  

The Charonti are the First People. Originally a very pious people, they grew in wisdom and knowledge, developing a vast civilization.  Their magics and technology allowed them to carry their people far from their shores into distant realms where they found the "shadowpeople".  The Charonti brought civilization to these other people and races, and grew even greater is wisdom and knowledge.  About 5,000 years ago the Wasting Plague appeared.  The Wasting Plague was a devastating magical disease which virtually destroyed civilization in a matter of days.  To this day, the Charonti don't know where the Plague came from.  The Charonti world crumbled and they were cast into darkness.  Some wizards and their decedents who survived became petty rulers known as Magelords.  However, one princess of the royal house survived and kept a very small enclave alive.  150 years ago under Nefti, the decedent of the royal house, the Charonti were reunified with the Congregation.  The Colleges of Magic were established along with the great library of the Dodecon.  Duty to their people is first priority, followed by justice and a search for knowledge.  

Charonti World:  

The Charonti People:  The Charonti are small people averaging 5'4"-5'6".  They have black or dark brown hair and black or dark brown eyes.  Women either wear their hair long or are bald, and most men are bald.  Their skin is dark brown and their features are middle-eastern.

Culture:  The Charonti culture most closely resembles Ancient Egypt.  The people (men & women) dress in sarongs or skirts and people live in pyramid style buildings.  

The Just Society:  The Charonti Crown is fully dedicated-in fact, magically bound-to the creation of a just society.  The Charonti know that as they rebuild their nation they will gain great power, and it is their duty to be both good and wise. The most important ideals to the Charonti are duty to society and acting in a just manner.  Other Charonti ideals include the following: dedication to one's place in society; the practice of formal etiquette that reflects ancestral piety and a respect for the wisdom of one's elders; and the animation of the dead as a means of preserving hereditary wisdom and learning, as well as freeing the living from manual labor.  

The Caste System:  The Charonti believe that a person is best suited to one calling in life and should pursue that calling without distraction. There are 3 castes in society: the scholars, the guildsmen, and the outcasts.  Scholars are the servants of the crown and the prestigious caste, but have virtually no wealth and are bound to service.  The Guildsmen are the commoners who have the right to obtain wealth but little influence or power.  The Outcasts are Charonti who live in outland settlements and may or may not recognize the Crown, and are often considered savages.

The Undead:  The undead, or Charonath, are an important part of society and greatly outnumber the living population (about 5-1).  Charonath perform virtually all manual labor, which free the population to devote themselves to intellectual tasks.  More importantly, the Charonti view the undead as their ancestors and family members who aid them, allowing all citizens to continue serving their family or community after his life is ended.  The Charonti do not fear or loathe the Charonath, they respect them.

Civil Centers:  The Charonti have restored parts of 4 of their ancient cities: Alchatay (Capital- pop. 10,000, ((2,000 Scholars and  8,000 Guildsmen)), 20,000 Charonath, ((8,000 property of the Crown, 12,000 owned by citizens)), Amaruk the City of Gates, (pop. 12,000, ((1,300 Scholars and  10,700 Guildsmen)), 60,000 Charonath, ((18,000 property of the Crown, 42,000 owned by citizens)), Nefeneser the Guarded City, (pop. 4,000, ((600 Scholars and  3,400 Guildsmen)), 12,000 Charonath,(6,000 property of the Crown, 6,000 owned by citizens)), and Orchaleum the City of Crafts (pop. 12,000, ((1,000 Scholars and  11,000 Guildsmen)), 64,000 Charonath,((20,000 property of the Crown, 44,000 owned by citizens)).  Anything beyond these sealed and safe quarters are known as the Outlands.  The Civil Centers are all linked to each other via magical Gates that form one virtual city.  Most citizens spend their entire lives in the Civil Centers.  There are also some "settled" territory outside the Civil Centers which is farmland along river valleys.  This land is worked by Charonath and a few brave, independent minded citizen families, but even these lands are connected by gates to the Civil Centers.  The Outlands are wild and dangerous, and the home of monsters, the Knorr, and other unknown perils.

Government:  The Charonti are a nation at war with the chaos outside the walls and with the Knorr who are bent on destroying their heritage.  The government is dedicated to restoring the former glory of the empire and creating a just society.  The government is made up of following: the Crown (the Queen, who is head of state), the Court (30 philosophers who decide the issues of morals along with the Queen), the Council (12 advisors to the Queen who set the priorities of the restoration), the Vizier (runs the day to day management of the Crown), the Jurists (the Judges run the system of justice), the High Guardian (the highest ranking officer of the corps of Guardians who protect society), and the Governors (who run the individual cities).

The Scouts:  The Scouts are a branch of the Scholar Caste who specifically enter into the Outlands to search for Charonti artifacts, historical data, and keep tabs on the Knorr and Outcasts, expanding their people's knowledge.  They are considered very brave, and have one of the most dangerous duties in society.  Few people but the Scouts dare venture outside the walls of the Civil Centers.  The Scouts employ guilds of all types to help them in their duty.  Scouts are even permitted to contact and occasionally trade with Outcasts, as long as it is within the best interest of the Charonti.

The Wasting Plague:  This magical disease destroyed the entire Charonti culture in a matter of days.  Since it first struck 5,000 years ago, it has reappeared on multiple occasions.  It is the primary reason the Charonti have not regained their former glory sooner.  It is known that pockets of the Plague still exist in ancient Charonti ruins.

Magic & Technology:  The Charonti have lost the vast majority of their magical knowledge since the Wasting Plague first struck 5,000 years ago.  The Addakainen is the "pool of magic and knowledge" which holds the Dodecon.  The spells in the Dodecon (the vast Charonti Library) represent all the magical knowledge that has been salvaged and saved, or rediscovered throughout the years.  The Charonti know it is but a fraction of the knowledge of their ancestors. Wizardry is considered the second highest calling in Charonti society, second only to philosophy.  At least 25% of the population is mages and magic pervades the entire society.  Magic is so prevalent that most people are trained and able to cast some sorcery.

Education:  There are many schools in Charonti society and every scholar and guildsman has access to a free education.  Only Outsiders are denied, for they are not true citizens of society.  All children are taught to read and write, and all are taught a craft, skill or profession.  In addition, all citizens are versed in philosophy.  Charonti culture promotes education as the path to a strong and just society.  Important schools include:  the Children's School (up to age 14), Open School (determines the path the young person will take), Guild Schools (crafts and artisans), School of the Guardians (military academy), Colleges of Wizardry (specialist's school), and the College of Thought (school of philosophy).  

Religion:  The Charonti were once a pious people who devoutly practiced a religion centered around a deity they called Thanhotep ("cycle of beginning and endings"), a god of death and rebirth. Since the destruction of their society, the Charonti have turned away from divine powers and turned inward focusing on Moral Philosophy.  Most Charonti believe it is best to leave the supernatural powers alone. 

Charonti believe that if they die outside of the community, their corpses will be consumed by scavengers, unable to aid their descendants and their souls will come under the power of some deity.  Charonti who die within the community are either raised (if their family can afford it) or animated to serve their family and community.  Their souls are ritually reincarnated back into the community by the powers of the Philosophers.   

The Knorr:  What finally galvanized the warring magelords to reunite under the Crown of the line of Hramnethese and to adopt the vision of the reconstruction and the just society was an invasion by a bloody race of primitive savages. The Knorr landed on the eastern shores of Jakandor 150 years ago, and shortly after their arrival began to pillage the ruins of the elder Charonti.  These beastmen cultivate the art of killing above all.  

Current PC Background:

You have all just recently completed your apprenticeships and graduated.  While most of you have seen each other before, you are not familiar with one another.  Each of you has already been specifically chosen by the Viziers to aid the Scouts, who are a branch of the Scholar Caste, to advance Charonti knowledge through exploration of the Outlands.  If you are a Scholar it is part of your duty and may advance your career and studies, and if you are a Guildsman this is a unique chance to gain wealth and knowledge. 
You are all introduced to one another by At-eser, a Philosopher.  At-eser is your superior, and will be directing your missions for the Crown.  

In addition to the PCs there is another member of your group, Isa-sur.  He is the link for most of your characters to each other, and all of you have known him for at least 5 years.  Is-sur is a 21 year old Scribe who belongs to a guild family of Scribes, but has recently been assigned to become a Scholar for the Scouts.  He is friendly and outgoing, and also has a strong drive for adventure.  

Having recently finished your studies you have been assigned your permanent duties in society.  
Character Creation:
Mechanics:  We will be using Basic Role Playing System (BRP) rules (mostly RQ3 rules) along with the Big Gold Book, and lots of GMO.  
Character Race: 

Player Characters must be human in Charonti Society.

Attributes:  Rolling Attributes:  First)  Player will roll 4d6 and take the best 3 for five Attributes Strength, Constitution, Dexterity, and Appearance, and Power, PCs may put them in any order they wish.  
Second) Players also roll 3d6 and take the best 2 (and then add 6) for Intelligence and Size, again choosing the order.  Third)  Players may then move up to 3 points between the characteristics (maximum of 21 and minimum of 3(min 7 for Size and 8 for Intelligence)).  All other Stats are calculated. 
Calculated Stats:  


Hit Points:  Hit Points are the average of your Constitution + Size (round up).  PCs need to calculate Hit Locations. 

Damage Modifier:  Damage Modifiers are based on the combination of Strength + Size. 
Strike Ranks:  Strike Ranks are a combination of Dexterity Strike Ranks + Size Strike Ranks + Weapon Strike Ranks.  
Skill Categories & Modifiers:   The Skill Categories along with their modifiers are: 
Agility/Parry (DEX-Primary, STR-Secondary, SIZ-Negative), 
Communication (INT-Primary, POW & APP-Secondary), 
Knowledge (INT-Primary), 
Magic (INT & POW-Primary, DEX-Secondary), 
Manipulation/Combat (INT & DEX-Primary, STR-Secondary), 
Perception (INT-Primary, POW & CON-Secondary), and 
Stealth (DEX-Primary, POW & SIZ Negative).  
Primary Stats modify skill percentage (add/subtract)t 1% for a skill for each point an Attribute is above or below a base of 10.  Secondary Stats modify skill percentage (add/subtract)t 1% for a skill for every two points an Attribute is above/below a base of 10.  Negative Attributes are the inverse of Primary Stats, subtracting % for each point above 10. 
Fatigue Points:  PC Basic Fatigue Points are equal to Str + Con.  Current Fatigue = Basic Fatigue minus Encumbrance.  PCs lose 1 Fatigue point each melee round of combat and 2 points each round of sprinting or back breaking work.  For every point of Current  Fatigue below 0, the PC loses 1% to all rolls.  If a PC’s Fatigue goes to negative (Str + Con) they become incapacitated/unconscious.  Each round a PC does nothing but rest, they can recover 1d3 -1 Fatigue Points. 

Magic Points:  PCs Magic Points are equal to their Power.  PCs recover Magic Points at 1/hour. 
Luck Points (GMO):  Each PCs begins each game with Luck Points, based on their Power.  Luck Points are renewed at the beginning of every game.  Luck Point can be spent on:  1) Rerolling a dice roll (skill, damage, etc).  2) Forcing an opponent to reroll a dice roll, IF it directly affects the PC.  Luck Points:  POW (6 or less): 1 point, POW (7-12): 2 points, POW (13-18): 3 points, each +6 POW: +1 point. 
Skills:  The following are a list of skills under each category along with their base%:  Agility: Boat (5%), Climb (40%), Dodge (5%), Jump (25%), Ride (5%), Swim (15%), Throw (25%), Weapon Parry (varies), Communication: Fast Talk (5%), Orate (5%), Sing (5%), Speak Own Language (30%), Speak other Language (0%), Knowledge: Animal Lore (5%), Craft (Type) (10%), Evaluate (5%), First Aid (10%), Human Lore (5%), Martial Arts (0%), Mineral Lore (5%), Plant Lore (5%), Read/Write Language (0%), Ship Handling (0%), World Lore (5%), Manipulation: Conceal (5%), Devise (5%), Sleight (5%), Play Instrument (0%), Weapon Attacks (varies) Perception: Listen (25%), Scan (25%), Search (25%), Track (5%), Stealth: Hide (10%), Sneak (10%), Sorcery: Base (0%), Ceremony (0%), Enchant (0%), Summon (0%), Duration (0%), Intensity (0%), Multispell (0%), Range (0%), 
Professions:  PCs must choose a Profession. PCs may have up to five years in an Apprenticeship of a Profession, so multiply Skills x5. The campaign generally assumes PCs will be Scholars and Guildsman.  If a PC chooses to be an Outcaste, they may (with GM permission only) have another profession, such as Barbarian warrior or Apprentice Shaman, etc. PCs begin at age 16 plus the number of years trained in their Profession, so most PCs will be 21 years old. Thanhotepic Initiates also pick another Profession along with Initiate, while Jurists and Philosophers also take Initiate. 

It is assumed that PCs will be Apprentice Sorcerers, Jurists, Philosophers, Guardians, or Initiates of Thanhoptepic.  While PCs can certainly take years in other professions, specializing in them may put the PC at a long term disadvantage.  
If you wish to play an Outcaste, I will send you the Professions independently.  They include: Primitive Assistant Shaman, Primitive Fisher, and Primitive Hunter.  Outcastes all follow ancestor worship and shamanism, and use Spirit Magic.  Also, Outcastes must have taken the Charonti Citizen’s Oath (See below).

NOTE:  PCs gain the benefits of years in Primary Profession(s) AND the benefits (and Restrictions) of either Initiate (Thanhotep, Jurist, Philosopher, & Guardians) or Apprentice Sorcerer.  SEE Cults Document #2. 
Apprentice Sorcerer (Artificer, Finder, Galvanist, Porter, Render, Sandman, Shadowmage, Warden, Dilettante): Sacrifice a point of Power to form link with master,  Skills:  Throw x1, Orate x2 or Play any Instrument x2,  Speak other Language x1 (), Craft Specific Substance x1, Any Lore x3 or any Ritual Sorcery Skill x3, Read/Write Charonti x3, Read/Write other language (Ancient Charonti) x1, Devise x2, Fist Attack x1, 1H weapon Parry or Shield Parry or Dodge x1, Magic (Sorcery): Intensity x2, Any other Sorcery Skills x4 (divided as desire ), Spells x9 (divided as desired), 3 Spells (2 from your college and one from any college, but must be in order, and the first two must be at least 30%),  Equipment: Writing equipment, 1-10 pennies in coin and 20 pennies in misc goods, notebook, linen and wool clothing, knife, sack, Notes: Artificers: Begin with +10% on all Craft (substance), Finder: Begin with +10% World Lore, Galvanist: Gain  +10% with Lightening Spells and may absorb up to their (location) hit point in electrical damage, Porter:  Where most people take 12 hours to set up a Home Gate in one hour and have +10% on Teleport Spells, Render: Begin with +10% Craft (dead) and +10% on Animate (Dead) Spells, and can repair Charonath with repair rolls, Sandman: Gain +10% on all Phantom (Sense) Spells, Shadowmage: Gain +10% on all Summoning Spells, Warden: Gain +10% on all Resistance Spells (including Magic Circle), Dilettante:  May only choose level one spells, but from any college, NOTE:  Sorcerers/Apprentice Sorcerers may not become Initiates.  

Crafter:  Skills:  Throw x2, Fast Talk x2, Speak Charonti x1, Read/Write own language x1, Craft x5, Secondary Craft  x3, Evaluate x4, Human Lore x2, Conceal x1, Devise x5, Scan x1, Search x2, Fist Attack x2, Dagger Attack x1, 2H Spear Attack x1 and Parry x1, Magic (Sorcery): One Sorcery spell, Intensity x1 or Ceremony x1 or World Lore x1, Enchant x1 or Summon x1, and Spells x2 (divided as desired),  Equipment: Hand tools, 100 pennies in goods and 20 pennies in coin, linen and wool clothing, spear, knife, sack, Notes: None, 
Companion (Entertainer):  Skills: Throw x2, Fast Talk x2, Orate x4, Sing x3, Speak own Language x1, Read/Write own language x1, Speak other Language x1, Human Lore x4. Conceal x3, Sleight x4, Devise x1, Play any Instrument x5, Fist Attack x2, Dagger Attack x1, 1H Weapon Attack x1, 1H weapon Parry or Dodge x1,  Magic (Sorcery): 1 Sorcery Spell, Intensity x1 or Ceremony x1 or World Lore x1, Summon x1 or Enchant x1 and Spells x3, Equipment: Good Instrument, Linen and wool clothing, gaudy clothing, knife, cultural weapon, sack , 50 pennies in coin, 70 pennies in goods, sleeping blanket, costume (if appropriate),  Notes: None, 
Chirurgeon (Healer): Skills: Throw x1, Orate x1, Speak Own Language x1, Speak other Language x1, Read/Write own language x1, First Aid x5, Animal Lore x3, Craft (dead): x3, Human Lore x4, Mineral Lore x3, Plant Lore x3, Devise x3, Search x2, Fist Attack x1, Dagger Attack x1, 1H weapon x1 and Parry or Dodge x1, , Magic (Sorcery): 1 Sorcery Spell, Intensity x1 or Ceremony x1 or World Lore x1, Summon x1 or Enchant x1 and Spells x3, Equipment: Kit (lotions, ointments, salves, herbs, soaps, razor, tweezers, bandages), linen and wool clothing, knife, sack, fire maker and tinder, Cultural Weapons, 20 pennies in coins, and 100 pennies in trade goods, Notes: Can repair Charonanth, add +1 damage vs. undead, 
Guildsman (Merchant):  Skills: Throw x2, Fast Talk x4, Orate x2, Speak own language x3, Speak other language x2, Read/Write own language x1,  Evaluate x5, First Aid x1, Human Lore x4, Read/Write own language x2, Devise x 2, Search x1, Fist Attack x2, Dagger Attack x1, 1H weapon Attack x1 and Parry x1,, Magic (Sorcery): 1 Sorcery Spell, Intensity x1 or Ceremony x1 or World Lore x1, Summon x1 or Enchant x1 and Spells x3, Equipment: Writing equipment, fine clothing, linen and wool clothing, Soft leather armor (2 pts protection), cultural weapon, knife, sack, fire maker and tinderbox, 1500 pennies I goods, 500 pennies in coins, small enameled box of beautiful crafting, Notes:  Guildsman may automatically borrow large amounts of money,
Jurist, Philosopher & Thanhotepic (Noble):  Skills: Throw x2, Fast Talk x3, Orate x3, Speak own language x3, Speak other language x2, Evaluate x2, First Aid x5 (Philosophers only), Read/Write own language x1, Human Lore x5, World Lore x5,  Search and Scan x5 (Jurists only),  Fist Attack x2, Dagger attack x1, 1H Weapon Attack x3 and shield Parry x2 or 2H weapon attack x3 and Parry x2, Magic: (Jurists & Philosophers): 1 Sorcery Spell (most Philosophers take Glow), Thanhoptepic: 2 Spirit Magic Spells (Most take Healing & Disruption),  Intensity x1 or Ceremony x1 or World Lore x1, Summon x1 or Enchant x1 and Spells x3, Equipment: Cuirbouilli  Armor (3  pt protection), Helm (3 pt protection), cultural weapon, noble clothing linen and wool clothing, knife, sacks, cultural symbols and artifacts of authority, Note: Jurists and Philosophers also gain Experience for being Initiates, See below and Cults, Note: Thanhotepic may not take Sorcery, and Jurists & Philosophers may not take Spirit Magic.
Scribe: Skills: Throw x1, Fast Talk x1, Orate x1, Speak own language x3, Speak other language (Ancient Charonti) x1, any one craft  x2, Evaluate x3, Animal or Mineral or Plant Lore x2, Human Lore x3, World Lore x3, Read/Write own language x3, Read/write other language (Ancient Charonti) x1, Devise x3, Search x2, Fist attack x1, Dagger attack x1, Dodge x1, Magic (Sorcery): 1 Sorcery Spell, Intensity x1 or Ceremony x1 or World Lore x1, Summon x1 or Enchant x1 and Spells x3, Equipment: Wool cloak (1 pt protection), linen and wool clothing, writing implements and materials (with small wooden carrying case), three bundles of reports and notes worth 100 pennies, blank parchment and tablets worth 50 pennies, a copper wristlet inscribed with the calendar, old letter on introduction from a Scholar, bronze dagger, 330 pennies in coin, Notes: None,
Guardian (Soldier):  Skills:  Throw x2, First aid x3, Human lore x3, Conceal x1, Devise x1, Listen x2, Scan x2, Hide x1, Fist attack x2, Dagger attack x2, 1H weapon attack x4, Shield Parry x4, Missile weapon x4 or 2H weapon attack x2 and Parry x2, Magic (Sorcery): 1 Sorcery Spell, Intensity x1 or Ceremony x1 or World Lore x1, Summon x1 or Enchant x1 and Spells x3, Equipment: Helm (3 pt protection), Cuirbouilli armor (3 pt protection), dagger, linen and wool clothing, cultural weapons, knife, sack, pack , water skin, sleeping roll, fire maker and tinder, 20 pennies in coins per year of service, war booty worth 100 pennies, 1-3 scars, Notes: Most people can only coordinate one Charonath per point of Intelligence, but Guardians can coordinate unlimited numbers. Guardians may also gain Experience for being Initiates, See below and Cults,
Rogue:  Skills:  Climb x3, Jump x1, Throw x2, Fast Talk x2, Evaluate x3, Human Lore x2, Conceal x3, Sleight x3, Devise x2, Hide x3, Sneak x2, Fist Attack x2, Dagger Attack x1, Short Sword x2 and Parry x2 or Dodge x2 or Rapier attack x2 and Main Gauche Parry x2 or Dodge x2, Magic (Sorcery): 1 Sorcery Spell, Intensity x1 or Ceremony x1 or World Lore x1, Summon x1 or Enchant x1 and Spells x3, Equipment: Lock picks, jimmy, other appropriate tools, linen and wool clothing, knife, appropriate light 1H weapon, mask, 20 meters of rope with grapple, hooded lantern, 30 pennies in pawnable items or coin, secret thieves mark, Notes: None, 
Initiate (Thanhotepic, Jurists, Philosophers & Guardians) (Also See Cults Document #2):  Sacrifice a point of Power to form link with deity,  Skills:  Orate x2,  Read/Write Charonti x1, Ceremony x1 or Enchant x1 or Summon x1, Magic (Divine): 1 point of POW increase every 3 years (which may be spent on Divine Magic) (Spirit): Gain one point every 5 years (Thanhotepic only),  Equipment: Writing equipment, 1-10 pennies in coin, Notes:  See Cults, Also, Thanhotepic followers cannot learn Sorcery. NOTE:  Initiate skills are in addition to other Professions. 
Cultural Weapons/Armor:  Hatchet, Dagger, Knife, Heavy Mace, Light mace, Wooden Club, Heavy Mace, Quarter Staff, Kukri, Javelin, Short Spear, Long Spear, Scimitar (Kopesh),  Armor: Buckler, Target Shield, Soft leather (1 pt), Stiff Leather (2 pts), Cuirbouilli (3 pts)  Notes: Most weapons are stone/wood.  
Social Castes: 
        PCs must begin the game as members of one of the 3 Charonti Castes: Scholar, Guildsman, or Outcast.  Each cast has benefits and hindrances.  
Scholars as servants to the Crown, they are the most prestigious caste and hold the most power.  However, Scholars are forbidden to accumulate material wealth; all wealth belongs to the Crown and the people.  Scholars live in communal dormitories and are taken care of by the Crown.   
Guildsman caste is composed of artisans, families and may obtain material wealth, though that wealth may not exceed the wealth of other members of their family.  Guildsmen roll (1-10) to find out how many family members they have and then develop their family.  Guildsman must determine what guild their family is a member of.  
Outcasts are the squalid Charonti who survive beyond the walls of the settled quarters and the influence of the Crown, in the areas know as the Outlands.  Outcasts are forbidden within the walls of the Civil Centers until they swear fealty to the Crown.  Other Charonti are forbidden to even trade with Outcasts except in rare circumstances.  Because Outcasts are beyond the reach of Charonti law, they have a great amount of freedom.  However, the freedom is paid for by a lack of security and inability to advance in Charonti society.

GM RECOMMENDATION:  Guildsman Caste is the best all around Caste!

Caste Benefits and Disadvantages:
Scholars: 

BENEFITS: Scholars are completely taken care of by the Crown.  Their room and board is paid for.  Their training is also covered by the Crown, through a permanent Mentor.  They are healed by Philosophers and Jurists, and will even be raised from the dead if so recommended by their superior.  Scholar sponsored expeditions are always extremely well equipped, for the Crown treats its charges with great care.  As the highest Caste they are treated with great respect by the rest of society and can often make requests of Guildsmen, if it in the best interest of the Crown.  

DISADVANTAGES:  While room and board are provided, it is under Spartan conditions.  Scholars live in dormitories and eat only plain, though nutritious food.  Scholars are forbidden to acquire wealth.  Any wealth or proper0000t.0y they gain belongs to the Crown.  When Scholars participate in an expedition, they earn equal shares, and then proceed to give their shares to the Crown.  

Guildsmen: 

BENEFITS:  Guildsmen are the majority of the population.  They are the private people who are more or less free to live their lives as they will.  Guildsmen may acquire as much wealth as they can earn (with an exception).  This is their greatest benefit.

DISADVANTAGES:  According to Charonti law and custom, a Guildsman may not have more wealth than his family.  Guildsmen roll 1-10 to determine how many members are in their family.  When they earn wealth, Guildsmen must equally share their wealth with each family member.  However, whenever family members earn wealth, they in turn must share with the PC.  Guildsmen are trained by their Guild. While they are free people, they must follow all Charonti laws and customs. 

Outcastes:  

BENEFITS:  Outcasts are absolutely free.  They live outside of Charonti law and do not have to obey Charonti customs.  They may do as they will (as long as they aren't caught and can survive).

DISADVANTAGES:  They are distrusted by all proper Charonti, and most other Outcasts.  They have no support system.  They must survive anyway they can.  It is unlikely that anyone would ever help them.  They are forbidden to enter Civil Centers (except in rare circumstances and under close guard), and it is even forbidden for other Charonti to trade with them. 

GM NOTE:  While PCs may play Outcasts, it would be difficult, and will generally prevent you from any chance at resurrection.

CHARONTI SOCIAL STANDING
The Charonti caste system does create a hierarchy of privileges and establishes a ranking of prestige.  Below is the list in order of social standing from the most prestigious to the least.

1.  Philosopher

2.  Jurist 
3.  Any Scholar Sorcerer

4.  Scribe Scholar

5.  Guardian Scholar

6.  Any Guild Wizard

7.  Guildsman

8.  Chirurgeon

9.  Companion

10.  Thanhotepic 
11.  Cultist/Pantheist

12.  Former Outcast

Charonti Names: 
Charonti build their names over time using multiple syllables.  With more experience the name grows.  The following is a list of the most commonly used syllables in Charonti names:

a=he


ad=ocean

adda=pool

ahm=scribe

al=nation

am=tablet

an=peace

ar=man

at=wind


ban=brave

bra=brother

buc=giver

cha=new

con=storehouse

daal=child

dode=education

dor=fire


ek=great

eser=scholar

en=home

es=maker

fer=mother

gath=large

gox=father

ha=daughter

ho=cycle

hram=far-seeing

i=she

ain=cunning

ihn=proud

il=aspire


im=dark

is=young

ja=disciple

kah=just


kai=knowledge

kan=hammer

khan=guildsman

le=lineage

lia=luminous

men=trader

mir=water

mose=old

na=without

nath=dead,death

nef=wise

nem=wizard

nen=magic, magical

neth=living,life

nez=run

on=son


or=flower

pal=reason

pil=outcast

qad=desire

ra=little

ron=people

sha=builder

sur=teacher

tay=heart, center

tep=end


than=begin

ti=gentle


ton=creator

u=sky


uh=fat

uk=sprawl

um=shelter

vu=thief


wa=philosopher

xer=warrior

zo=stone

Priests:

        Scholar Priests are expected to embody stoic Charonti ideals as well as a commitment to wisdom above all things.  Those with more worldly aspirations will bridle at the constraints of a scholar’s life and usually leave the caste to pursue a life among the Guildsmen.

        View of other Scholars:  Scholar Priests generally look upon other scholars somewhat critically.  They think that all Scholars, as the custodians of Charonti Society, should be held to rigorous moral  political machinations and too easily tempted by worldly ambition and do not devote themselves strongly enough to their laboratories and libraries.  They see Scribes as dutiful and devoted to the public interest, but sometimes inappropriately enamored of prestige and career.  They tend to romanticize the Guardians as ideal Charonti who dutifully serve the public interest without apparent complaint or unseemly ambition.

        View of Guildsmen:  The attitude of Scholar Priests toward the Guildsman caste is benign good will.  They think it is proper and just that each person is diligently pursuing the task to which he is best suited.  They believe that not every person is necessarily motivated by the loftiest ideals, and that material comfort is a ignoble goal that the desire for worldly power that sometimes infects members of the Scholar caste.

        View of Outcasts:  Scholar Priests make various judgments about outcasts, depending on many things.  Philosophers consider Outcasts to b unfortunate souls who will one day have the good fortune of living under the queen’s protection.  Jurists concern themselves with Outcasts not at all, since they are not citizens.  The attitude of Priests ranges from thinking of Outcasts as potential followers (if they can be induced to come into the Civil Centers) to considering them a subhuman form of life that has no hope of salvation.

Sorcerers:

        Scholar Wizards are expected to dedicate themselves to recovering the lost magic and technology of the ancient Charonti and to devote themselves to new magical research.  While the Scholar Wizards maintain an outward display of material modesty and live in Spartan quarters like the other Scholars, the Colleges of Wizardry are well funded and replete with the comforts of the magical arts.  The resources required for study and research are available to those who have proven themselves.      

        The most intelligent wizards are appointed to the queen’s council.  Since their founding by the Magelords of old, the colleges have remained tightly knit and often secretive organizations with their own intricate political agendas.  Wizards, rightly or wrongly, often see themselves as the force that drives Charonti society.

        View of other Scholars:  Scholar Wizards often see members of other schools as rival and are wary of their hidden agendas.  They respect priests but defer to them only as duty requires, tending to see them as having their heads in the clouds.  They view the Scribes as minor functionaries who have the ability to make life either much easier or incredibly frustrating for them.  They tend to look at the Guardians with either pity or the contempt reserved for illiterates engage in manual labor.

        View of Guildsmen:  Wizards of the Scholar caste tend to be rather indifferent to the Charonti Guildsmen.  They may have little day-to-day interaction with Guildsmen, and as such tend to think of the “the people” in a benign, abstract sort of way.  Scholar Wizards who come from Guild families may fell either pride or contempt for the Guildsman caste, often depending upon the support or encouragement they received from their families.

        View of Outcasts:  Scholar Wizards tend not to think about Outcasts at all, except for the would-be magelords, whom they see as looters of valuable magic from the ruins.

Guardians:

        The Guardians are the protectors of Charonti society.  The must be physically strong, courageous, and trained in war.  However, their aggressions must only be directed toward the enemies of the Charonti.  They must know when to attack and when to avoid conflict.  For this reason, they must be trained to discriminated, and to discern the truth in ambiguous circumstances so that the may use their force judiciously.  They must, like Philosophers, love wisdom and truth.  They must have the wisdom to use force appropriately.  It is upon them that the most grave and unpleasant of tasks fall; the task of taking lives so that the nation may live.

        View of other Scholars:  The Guardians are passionately devoted to the queen.  They believe that the queen embodies the ideals of the just society and that her detractors, or even those who mildly disagree with her, are just a nuisance.  They respect the Philosophers, but think that undisciplined speculation can lead a person away from common sense.  They see the Wizards as grasping and a potential threat to the future of the Charonti nation.  They trust in the wisdom of the queen, however, to keep the Wizards in check.  They never forget that the Colleges of

Wizardry were founded by Wizards who once sought to rule Jakandor themselves.  They view Scribes as annoying fastidious and slow to respond in a crisis, but necessary and dutiful to the Crown.

        View of Guildsmen:  The Guardians believe that the queen loves the Guildsmen and that protecting these people is one of the most important jobs a Guardian can have.  They tend to respect the Guildsmen more than other Scholars do because of the Guildsmen honest devotion to their work.  At a certain level the Guardians see themselves also as simple tradesmen-albeit simple tradesmen with a grave responsibility.

        View of Outcasts:  The Guardians look upon Outcasts as the lost and the mad who must, when necessary, be put down for the safety of the Charonti nation.  

Guildsmen:

        Most Guildsmen only direct experiences with the government will be through the Jurists and the Scribes.  Thus, the Scribes feel they are truly the representation of the queen in the lives of the Charonti people.  They are pragmatist who translate the queen’s will into action that defines the nature of daily life in the Charonti nation.

        View of other Scholars:  Scribes profoundly respect philosophers, because they see themselves as the vehicles through which the philosophers’ vision of the just society is implemented.  They consider wizards to be somewhat self-important technicians who little understand the practical implications of what they do and suffer from the common vanity of the intelligent, thing that they know how others should go about their work.  Scribes are respectful, if somewhat leery, of Guardians, whom they see as rough but dedicated professionals who attend to the dangerous and distasteful tasks of nation building.

        View of Guildsmen:  Ideally, Scribes view themselves as servants of the Charonti people and behave accordingly.  Naturally, there is a tendency in many to see the Guildsmen as somewhat common.  Some Scribes succumb to the feeling of pride regarding their own devotion to the state, and view the Guildsmen as greedy or stupid.

        View of Outcasts:  Most Scribes see Outcasts as uncivilized unfortunates who are a potential danger to the enterprises of the Crown.

Outcastes:

        These characters are the unlucky and the eccentric individualists who for one reason or another have not gravitated to the queen’s realm.  A rogue’s motive for remaining in the Outlands may spring from the opportunities for personal wealth and power available to a bandit leader, or may simply be grounded in an attachment to friends and family.  Some Outcasts are simply evil and have no hope of gaining citizenship.

        Most Outlanders are Rogues and Warriors, for the simple reason that stealth, resourcefulness, and combat skills are necessary to survive the hazards of those regions.  Outcasts may form into raiding bands, or simply band together to create a farming village.  A few Outcast communities exist that blame magic use for the collapse of the once great Charonti empire.  They avoid most magic and consider any spell caster a plague-bearer.

        View of the Civil Charonti:  Outcasts see the queen’s domain as either a place of respite where they hope one day to live, or as the home of the one consistent armed force that can present an obstacle would-be bandit leader.  Thus the foolish or the arrogant dare to prey upon adventuring parties of the queen.  It is not unknown for avaricious merchants from the cities to trade illegally with Outcast villages while ostensibly conducting investigation of ruins.  The merchants can prove to be either excellent trading partners or easy prey for banditry, since the merchants cannot complain to the Crown if they have been attacked whole consorting with outlaws instead of exploring the ruins.

        View of other Outcasts:  As varied as the Outcasts themselves.  Other Outlanders make up the friends, neighbors, predators and prey of the Outcasts.

Outcaste Priests:  

While most Outcast priests are cultists of Thanhotepic, a small number of Pantheists also live in the Outlands.  Some serve a religious leaders of small communities, and may even develop a network of followers that extends to a number of small settlements.  Other priests, particularly Pantheists, may dwell in isolation.  Some Outcast Priests will ally with other priests or make enemies of those they consider heretics . Occasion ally the queen will send a mission into the wilderness to disperse at group or cultist community that may be endangering the safety of the Charonti nation by wantonly attracting the attention of supernatural powers.

        View of the Civil Charonti:  Outcast priests generally see the citizens of the queen as misguided souls who in their pride and folly have rejected the proper faith.  Their feelings for the Civil Charonti may vary between pity and contempt.  Some consider the queen a forces of evil who must be destroyed, while others see her as the head of a nation of sheep that will one day be brought back into the fold.

        View of other Outcasts:  The priests of the Outlands consider other Outcasts as either potential converts or potential threats.  Even though not every faith has a missionary nature, most Outcast priests practice their profession in hope that others will be drawn to them b the wisdom of their belief.

Charonti Oaths:
Citizens’ Oath (For Outcastes):


I, (Name), do solemnly swear to uphold the laws, customs, and traditions of the Charonti State and Crown, and do swear my fealty and honor to, and will pursue justice for the Charonti Nation. 

Jurist’s Oath:  


I, (Name), do solemnly swear to uphold and enforce the laws, customs, and traditions of the Charonti State and Crown, and do swear my fealty and honor to, and will pursue justice for the Charonti Nation.

Queen’s Oath:

I, (Name), do solemnly swear to uphold, honor,  and enforce the laws, customs, and traditions of the Charonti State and Crown, and do swear my fealty and honor to, and will pursue justice for the Charonti Nation.  I also swear to place the interests of the Charonti people and nation before my own and guide them toward the ideal and just society.  
Example Characters (NPCs):
Isa-Sur:  Formerly Guildsman-now Scholar Scribe,  21 years-old, with 5 years of experience
Str:   
10

Move:   3

Con:  
11

Hit Points:  11

Size:  
12

Fatigue:  16.5  (21 - 4.5)

Int:    
16

Encub:  4.5

Pow: 
14

Magic Points:  14

Dex:  
10

App:  
13



Hit Locations:

Melee:

Missile:

Armor/Hit Points:

R Leg


1-4

1-3

1/4

L Leg


5-8

4-6

1/4

Abd


9-11

7-10

1/4

Chest


12

11-15

1/5
R Arm


13-15

16-17

1/3

L Arm


16-18

18-19

1/3

Head


19-29

20

1/4

Weapons:
SR:
Attack (+6%):
Damage: 
Parry (-2%): 
Pts. 
Enc:

Quarter Staff:
6
10%

1d8

10%

8
1.5

Dagger: 

8
20%

1d4 +2

15%

6

Fist: 

8
30%

1d3 

-

-




Skills:   Agility (-2%): Dodge: 10%, Throw: 30%, Com (+10%): Fast Talk: 10%, Orate: 10%, Speak Charonti: 45%, Speak Ancient Charonti: 5%,  Knowledge (+6%): Craft (Scrolls): 20%, Evaluate: 5%, Human Lore: 20%, Plant Lore: 15%, Read/Write Charonti: 15%, Read/Write Ancient Charonti: 5%, World Lore: 20%,   Manip (+6%): Devise: 20%, Perc (+9%): Search: 15%, Stealth (-6%): ,

Equipment:  Wool cloak (1 pt protection), linen and wool clothing, writing implements and materials (with small wooden carrying case), three bundles of reports and notes worth 100 pennies, blank parchment and tablets worth 50 pennies, a copper wristlet inscribed with the calendar, old letter on introduction from a Scholar, bronze dagger, 330 pennies in coin,

Magic (+10%):  Ceremony: 5%, Intensity: 5%, Enchant: 5%, 

Sorcery (+10%):  Sense (Magic): 20%, 

Notes:  None

At-Eser:  Philosopher (Acolyte), the PCs immediate superior, 26 years-old, with 10 years of experience
Str:   
10

Move:   3

Con:  
12

Hit Points:  12

Size:  
10

Fatigue:    32  (32-5)


Int:    
14

Encub:  5

Pow: 
15

Magic Points:  15

Dex:  
14

App:  
12



Hit Locations:

Melee:

Missile:

Armor/Hit Points:

R Leg


1-4

1-3

3/4

L Leg


5-8

4-6

3/4

Abd


9-11

7-10

3/4

Chest


12

11-15

3/5
R Arm


13-15

16-17

3/3

L Arm


16-18

18-19

3/3

Head


19-29

20

3/4

Weapons:
SR:
Attack (+8%):
Damage: 
Parry (+4%): 
Pts. 
Enc:

Khopesh:
6
40%

1d6 +2

10%

10


Buckler Shield:
6
5%

1d4

25%

8


Kukri: 

8
20%

1d4 +3

15%

6

Fist: 

8
45%

1d3 

-

-




Skills:   Agility (+4%): Dodge: 10%, Throw: 45%, Com (+7%): Fast Talk: 35%, Orate: 55%, Speak Charonti: 60%, Speak Outlander: 20%,  Knowledge (+4%): Evaluate: 25%, First Aid: 55%, Human Lore: 55%, Read/Write Charonti: 20%, Read/Write Ancient Charonti: 5%, World Lore: 55%,  Manip (+8%): Devise: 20%, Perc (+7%): Search: 15%, Stealth (-1%): ,

Equipment:  Cuirbouilli  Armor (3  pt protection), Helm (3 pt protection), cultural weapon, noble clothing linen and wool clothing, knife, sacks, cultural symbols and artifacts of authority, Writing equipment, 1-10 pennies in coin,

Magic (+11%):  Ceremony: 10%, Intensity: 10%, Enchant: 10%, 

Sorcery (+11%):  Glow: 35%, 

Divine Magic (100%): True Speak (2), Analyze Magic (1), 

Innate Spell Resistance:  1 point of Spell Resistance vs. Divine/Spirit Magic (not against Jurists/Philosophers).  

Notes:  Innate Spell Resistance:  A philosopher may permanently sacrifice 1 point of power to gain 1 point of spell resistance (as per sorcery) to all spells from supernatural origin (Divine and Spirit magic) Permanently.  This works against all such magics, even beneficial ones (though both Philosopher and Jurist Magics will work on them).

