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Loremaster
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Version 7

Chapter 20: Loremaster
A Loremaster, also known as a team leader or team captain, is an individual who receives a challenge from a Game 
Designer to assemble a team to play in his game. In addition to the SAS that he receives based on his class and level, each 
Loremaster has a special ability that may be used once per game day. In the unfortunate situation where the Loremaster 
dies, the player who assumes leadership of the team is not given this ability. An NPC can use this ability only by game 
design.

Loremaster Skills
Appendix B provides the details of the Loremaster skill in table form. 

Key: 
Range: Special = see text for details
Area: Special = see text for details

Innate Skills
(Default Preparation Time = 0 seconds)

Inspire 
Range: Special    Area: Special    Duration: 5 minutes or 1 Combat
Stacking: Special   Misc.: NA    Uses: 1 per game day
This ability requires no time to invoke, and can be used as an immediate counter; the Loremaster can invoke this 
ability regardless of his ability to move or speak. When this ability is used, all members of the Loremaster’s team who 
are within the area of eff ect will gain a +2 resistance versus LI eff ects; the area of eff ect for this ability includes any 
team member who is within 60 feet of the Loremaster or who can see or hear him from any range. Inspire will counter 
previously cast LI spells or abilities if the aff ected player’s new eff ective LI resistance is high enough. For example, a 
6th level character would only be aff ected by LI eff ects of 8th level or greater. Because this ability belongs to the Special 
stacking group, it can be used in conjunction with similar SAS such as Batt le Fever (Fighter 3) and Confi dence (Knight 7). 
See Chapter 11 for more details regarding stacking.
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Appendix A: Weapon Construction
It is extremely important for the weapons used in IFGS to conform to a uniform standard of safety. It is the duty of all 
participants in the IFGS to make sure that their weapons are safely and soundly constructed. This appendix provides 
basic information regarding the construction of safe hand-held melee, projectile missile, and thrown weapons.

Constructing a Hand-Held Melee Weapon
Because there are nearly as many safe ways to construct an IFGS hand-held melee weapon as there are participants, this 
rulebook does not include a step-by-step description of how to create one. Instead, it provides guidelines that apply to 
all construction methods and weapon types. For step-by-step instructions that have been created by IFGS members and 
approved by the Society Safety Officer, see the IFGS website at http://www.ifgs.org.

Weapon Standards
All hand-held melee weapons have a few basic components, and must meet some specifications in order to be approved 
by a Safety Officer for use in an IFGS event. The definitions and dimensions of the standard types of hand-held weapon 
are discussed in Chapter 3, and are summarized in the following table.

Weapon Lengths
Type Blade Length Handle Length Total Length

Long Sword 36” – 48” 24” or less 72” or less
Short Sword 18” – 36” 12” or less 48” or less

Hand Axe 6” – 12” 9” – 12” 18” – 24”
Battle Axe 6” – 12” 12” – 24” 36” or less
Great Axe 12” – 24” 24” – 48” 72” or less

Staff - - 24” – 84”
Spear / Polearm 12” – 24” 24” – 72” 84” or less

Other 48” or less 9” minimum 24” – 72”

Core
All IFGS hand-held melee weapons are constructed around a rigid core, which cannot be metal, PVC, or wood (with the 
exception of bamboo). Metal can pierce through foam and flesh, and may rust over time; PVC “whips”, breaks easily, 
and generally breaks with a sharp edge; wood, other than bamboo, tends to break and splinter.

The core must be strong enough to have minimal play, or “whip”, when the weapon is completed – when swung in a 
normal fashion, the weapon’s tip should not flex more than 2 inches out of line with the main shaft.

Ideal materials for a weapon core are fiberglass or graphite kite spars (look for .505 diameter rods), lengths of solid 
bamboo, and graphite golf club shafts with the club or head removed.

Padding
Padding is used to protect participants from the rigid core and other structural components of the weapon. Each weapon 
must have a minimum of ¾” wide, ½” thick, closed-cell foam on all potential striking surfaces. All non-striking surfaces 
must have a minimum of 3/8” thick, closed-cell foam (Figure A1). [insert figure like the one in version 6.8, but improved]. 
If you plan to taper the edge of the blade, you should consider increasing the width of the foam on each striking edge by 
approximately ¼”.

It is important that the appropriate type of foam is used for weapon construction. For a weapon such as a sword, spear, 
or staff, closed-cell foam is the appropriate choice; open-cell, or “pillow”, foam compacts too easily, causing the core to 
take most of a blow’s impact. Open-cell foam may be used for weapons such as maces, but must be at least 3 inches thick.

If a weapon will be used for thrusting, it must be constructed with a compressible thrusting tip. When this tip is 
compressed, it should provide enough cushioning between the weapon tip and the core that the core can’t be felt 
through the padding. This thrusting tip can be constructed of a variety of materials, including open-cell foam; this is the 
only appropriate use for open-cell foam on a sword or staff.
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Guard
A guard may be constructed on a weapon to protect the wielder’s hand from his opponents’ weapons. Any guard must 
have sufficient padding to protect both the wielder and his opponents, with foam on both the outside and inside; it must 
be free of sharp edges and constructed in such a way that it cannot trap or damage the wielder’s hand.

Handle
The handle and pommel of a weapon such as a sword or axe must have enough padding on the end to ensure that you 
can’t feel the core.

General Guidelines
The following guidelines apply to all types of hand-held melee weapons, and must be met for a weapon to be approved 
by a Safety Officer.

A weapon should not have too much heft or weight, because a massive weapon can cause injury in a •	
number of ways. Its mass can make it clumsy, which can lead hits to stray into illegal areas of an opponent’s 
body; it can also cause a strike to land with a hard impact. Although the weight of a weapon is subjective 
and will vary by individual, all weapons should remain as light as possible while adhering to all other 
standards.
Sharp edges cannot exist anywhere on a weapon, even on non-striking surfaces like the guard.•	
All striking surfaces of a weapon must have a non-abrasive cloth covering, except for those on •	
commercially-made latex or hybrid weapons.

Safety and Maintenance 
All IFGS foam-padded weapons must be inspected and approved by a designated Safety Officer prior to use in any 
official event. If you have any questions about weapon safety, contact your local chapter safety officer or visit http://
www.ifgs.org for additional information. The following suggestions will help to extend the life of your foam weapon:

Always rest your blade pommel-side down, not tip-side down •	
Never leave your weapon inside a hot car – the foam, duct tape, and adhesives will break down in the heat and •	
shorten the lifespan of your blade
Remember that a light tap causes just as much in-game damage as a hard hit, and will cause less damage to your •	
blade. A hard swing with “follow-through” can introduce forces on your blade that may crack or break it if your 
opponent swings the same way and your blades meet. 

Constructing a Projectile Missile Weapon
Characters who wish to use a bow, crossbow, or other propelled missile weapon in game must carry a physical 
representation on course; cardboard or foam representations are recommended. This physical representation, or bow 
rep, must be constructed in such a manner as to pass all safety checks and be made of materials that are safe for all 
participants in an IFGS game, player and non-player alike; a real bow or crossbow may not be carried into a game. The 
following section describes one of the simplest methods of constructing a safety-approved bow rep.

Tools and Materials
To create a bow rep, you’ll need access to the following tools and materials:

2 to 3 feet of closed-cell foam pipe insulation•	
4 to 5 feet of medium-weight cord•	
Scissors•	
Matches or lighter•	

Construction
Thread the cord through the section of pipe insulation1.	
Bend the pipe insulation into the desired arc/bow shape2.	
Knot the ends of the cord together to preserve the desired arc, and to act as a bow string3.	
Use scissors to trim off excess cord; if the cord is a synthetic material, use matches or a lighter to melt the 4.	
trimmed ends to prevent fraying
Rotate the tied cord through the insulation to position the knot inside the foam5.	
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Constructing a Thrown Weapon
In the IFGS, all thrown weapons are represented by small bean bags. In general, bean bags must be at least 2 inches 
square and no larger than 4 inches square. As described in Chapter 3 and the following table, each type of thrown 
weapon or thrown SAS effect is represented by a bean bag of a specific color.

Summary of Bean Bags
Bean Bag Color What it Represents 

Gray Throwing Dagger or Star
Brown Rock

Red Acid 
Black Oil 

Black w/Red Tie Flaming Oil 
White Holy/Unholy Water 
Green Seed of the Elements (Druid 6) 
Purple Physical Attack (Monk 3)

Tools and Materials
To create a bean bag, you’ll need access to the following tools and materials:

Fabric (in the appropriate color) to serve as a covering•	
Needle and thread and/or sewing machine•	
Strong thread (not 100% cotton, which won’t hold up well) in a color that matches your fabric•	

OR
Medium-size latex balloon (in the appropriate color) to serve as a covering•	
Empty paper towel or toilet tissue tube, funnel, or other hollow cylindrical object•	
Dry navy beans or bird seed to use as a filling•	

Construction
Bean bag construction is very simple, although there are a few things that must be kept in mind when selecting your 
materials and creating your bean bag.

Covering – The fabric covering for a bean bag should be made of a smooth material rather than a rough one; •	
rough fabric can cause scratches or cloth burns when it hits a target
Filling – A bean bag that is too heavy, or that is so full that it becomes dense, can cause damage when it hits •	
the target

There are two commonly-used methods of constructing IFGS bean bags: the first has a stitched fabric covering, and the 
second is a filled and tied latex balloon. Each has its benefits; fabric bean bags are durable, and balloon bean bags don’t 
require sewing. If latex balloons are used, special care should be taken to ensure that they are picked up after use; while 
most fabric bean bag coverings will eventually biodegrade, latex balloons will not. Both methods are described in the 
following sections.

Fabric-Covered Bean Bag
Cut a 3”x6” piece of your fabric (or two 3”x3” pieces)1.	
Fold your 3”x6” fabric in half, and pin it2.	
Stitch around the cut sides of the fabric, leaving ½ of the final edge open3.	
Turn the stitched bean bag inside out through the open edge4.	
Fill the bean bag approximately ¾ full of your filling material5.	
Sew the remaining opening tightly shut6.	
Mark the completed bean bag with your initials or other identifier, so you can recover it after use7.	

Latex Balloon Bean Bag
Carefully stretch the opening of a medium-sized latex balloon around an empty paper towel or toilet tissue tube, 1.	
funnel, or other object that will allow you to easily pour your filling into the balloon
Using the tube as a guide, fill the balloon with your filling material until the balloon reaches between 2 and 4 2.	
inches in diameter
Carefully knot the filled balloon3.	
Mark the completed bean bag with your initials or other identifier, so you can recover it after use.4.	
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Appendix B: Spell, Ability, & Skill 
Summary Tables

This appendix provides tables of all spells, abilities, & skills (SAS) by class & level. For a detailed description of each 
SAS, see the following chapters:

Cleric – Chapter 12•	
Druid – Chapter 13•	
Fighter – Chapter 14•	
Knight – Chapter 15•	
Magic User – Chapter 16•	
Monk – Chapter 17•	
Ranger – Chapter 18•	
Thief – Chapter 19•	
Loremaster – Chapter 20•	

Key: 
Range: Special = see text for details
Area: __ path = size of path is width x length x height
Area: Special = see text for details
Area: Var. = Variable, see text
Duration: Special = see text for details
Duration: Var. = Variable, see text
Stacking: NONE = ability cannot be stacked with any other effects
Stacking: Var. = Variable, see text
Misc.: KD10 = 10 second Knockdown
Misc.: KD5 = 5 second Knockdown
Misc.: LI = Level Influential
Misc.: Rev. = Reversible 
Misc.: Uses = this skill has a limited number of uses per day, but no cost
Cost: * = see text for details
Cost: LI = 1 spell or ability point for 2 levels of effectiveness, up to character’s level
Cost: Var. = Variable, see text
Uses: * = Total uses are shared between “like” skills
Uses: * = Total uses are shared between “like” skills
Uses: ½ Level = equal to half the level of the character, rounded up
Uses: Level = equal to the level of the character
Uses: Special = see details in text
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Cleric Spells
Name Range Area Duration Stacking

Category
Misc. Cost

Innate Skills
Detect Good/Evil Self 3’x10’x10’ path 30 seconds - - 0
Identify Undead 30 feet 1 Target Instantaneous - - 0
Turn Undead 30 feet 2 Targets 1 minute - - 0
Level 1
Enhance 30 feet 10 Targets 1 Combat Damage - 1
Haven 1 inch 1 Target 5 minutes/level LI LI, Material 

Component
LI

Heal 1 inch 1 Target Instantaneous - - Var.
Religion Lore Self 1 Religion Instantaneous - - 1*
Repulse Good/Neutral/Evil 1 inch 1 Target 5 minutes/level - LI, Material 

Component
LI

Reveal Magic Self 30 foot radius ½ 
circle, 10’ high

Instantaneous - - 1

Reveal Supernatural 
Creatures

Self 30 foot radius ½ 
circle, 10’ high

Instantaneous - - 1

Simon’s Spell 15 feet 1 Target 5 minutes - LI LI
Level 2
Additional Armor and 
Damage vs. Supernatural

Self Self 1 Combat Damage Material 
Component

Var.

Bump of Direction Plane 1 Target Instantaneous - - 2
Create Holy Water 1 inch 6 Vials Instantaneous - Material 

Component
2

Foresee Self 1 Question Instantaneous - - Var.
Freeze Disease 1 inch 1 Target 30 minutes - - 2
Freeze Poison 1 inch 1 Target 30 minutes - - 2
God’s/Goddess’s Boon 1 inch Var. Instantaneous - - 2
Know Religion 30 feet 1 Target Instantaneous - - 2*
Supernatural Wathit 30 feet 1 Target Instantaneous - - 2
Level 3
Blessed Bolt 50 feet 1 Target Instantaneous - - 3
Diagnose 1 inch 1 Target Instantaneous - - 3
Elemental Protection 1 inch 1 Target 5 minutes/level Damage Material 

Component
Var.

God’s/Goddess’s Favor Self Self 5 minutes/level LI, 
Damage

- 3

Know Aura 30 feet 1 Target Instantaneous - - 3
Physical Protection Self Special 5 minutes/level - Material 

Component
3

Remove Curse 1 inch 1 Curse Instantaneous - LI LI
Reveal Curse Self 30 foot radius ½ 

circle, 10’ high
Instantaneous - - 3

Reveal Glyph Self 30 foot radius ½ 
circle, 10’ high

Instantaneous - - 3

Sanctify 15 feet Var. 1 Combat - - 3
Scry Glyph 50 feet 1 Glyph Instantaneous - - 3



250

Name Range Area Duration Stacking
Category

Misc. Cost

Level 4
Ashes to Ashes 30 feet 1 Target Instantaneous - - 4
Bypass Glyph Self Self Special - LI 0
Control Undead 30 feet 5 foot radius 5 minutes/level - LI LI
Create Glyph 1 inch Special Game Day or 

until triggered
- Material 

Component
Var.

Exuberate 30 feet 10 Targets 1 Combat Damage - 4
Neutralize Disease 1 inch 1 Target Instantaneous - - 4
Neutralize Poison 1 inch 1 Target Instantaneous - - 4
Pain Strike 30 feet 1 Target 1 Combat Damage - Var.
Remove Glyph 1 inch 1 Glyph Instantaneous - LI LI
Level 5
Converse 10 feet 10 Targets 5 minutes/level - - 5
Cure Serious Wounds 1 inch 1 Target Instantaneous - - Var.
Dispel Magic 30 feet 1 Spell Instantaneous - LI LI
Spell Point Transfer 1 inch 2 Targets Instantaneous - - Var.
Wrath 50 feet 1 Target Game Day or 

until used
- - 5

Level 6
Animate Dead 1 inch 1 Target Special - LI 6
Disrupt 50 feet 5 foot radius Instantaneous - - 6
God’s/Goddess’s Hammer 50 feet 5 foot radius Instantaneous - KD5 6
Life Spark 1 inch 1 Target Instantaneous - - 6
Mute 30 feet 1 Target 5 minutes - LI LI
Speak with Dead 1 inch 1 Target Special - - Var.
Stasis 30 feet 1 Target 30 minutes - - 6
Level 7
Blessed Arrow 1 inch 1 Arrow Game Day or 

until used
Damage - 7

Cleanse 1 inch 1 Target Instantaneous - LI 7
Exhort 30 feet 10 Targets 1 Combat Damage - 7
God’s/Goddess’s Shadow Self Self 5 minutes/level LI, 

Damage
- 7

Hold Being 30 feet 1 Target 5 minutes - LI LI
Invoke 1 inch 1 Target 5 minutes/level Var. - 7
Life Enhancement 1 inch 1 Target Game Day Damage - 7
Ranged Heal 30 feet 1 Target Instantaneous - - Var.
Level 8
Commune Self Self 1 Question - - 8
Group Haven 1 inch 5 foot radius 5 minutes/level           - LI, Material 

Component
LI

Regenerate 1 inch 1 Target Game Day or 
until used

- - 8

Truth Force 5 feet 1 Target 5 minutes - LI LI
Level 9
Killing Attack vs. 
Supernatural Creature

50 feet 1 Target Instantaneous - - 9

Purify 1 inch 1 Target Instantaneous - LI 9
Regenerate Limb 1 inch 1 Target Special - - 9
Restore Permanent Life/
Spell Point

1 inch 1 Target Instantaneous - - 9

Level 10
Awe 30 feet 5 foot radius Var. - LI LI
Exalt 30 feet 10 Targets 1 Combat Damage - 10
Raise Dead 1 inch 1 Target Instantaneous - - 10
* = see text for details
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Druid Spells
Name Range Area Duration Stacking

Category
Misc. Cost

Innate Skills
Animal Pact Self Self Permanent - - 0
Heal Plant/Animal 1 inch 1 Target Instantaneous - - 0
Identify Plant/Animal 1 inch 1 Target Instantaneous - - 0
Identify Pure Water 1 inch 1 Target Instantaneous - - 0
Speak With Plant/Animal Self Self Unlimited - - 0
Level 1
Animal Tamer 30 feet 1 Target 10 minutes - - 1
Camp Fire 30 feet 1 foot radius 5 minutes/level - Rev. 1
Celtic Fist Touch 1 Weapon 1 Combat Damage - 1
Clinging Vine 15 feet 5 foot radius 5 minutes - LI LI
Faery Lights Self Special 30 minutes - Material 

Component
1

Heal 1 inch 1 Target Instantaneous - - Var.
Reveal Magic Self 30 foot radius ½ 

circle, 10’ high
Instantaneous - - 1

Spring Water 1 inch 5 Gallons Instantaneous - - 1
Level 2
Enthrall 15 feet 1 Target 5 minutes/level - LI LI
Flare 50 feet 1 Target 30 minutes or 

until thrown
- - Var.

Know Plant 30 feet 1 Target Instantaneous - - 2
Rhino Hide Self Self 1 Combat Damage Material 

Component
2

Warp 30 feet Special Instantaneous - Rev. 2
Level 3
Animal Mind 30 feet 1 Target 5 minutes - LI LI
Elemental Arrow 1 inch 1 Arrow Game Day or 

until used
Damage - 3

Elemental Damage 1 inch 1 Weapon 1 Combat Damage - Var.
Elemental Protection 1 inch 1 Target 5 minutes/level Damage Material 

Component
Var.

Insect Bane 1 inch 1 Target 5 minutes/level - - 3
Insect Strike 30 feet 1 Target 5 minutes - LI LI
Plant Attack 30 feet 1 Target 5 minutes - LI Var.
Preserve Plant 1 inch Special Game Day - - 3
Level 4
Elemental Strike 50 feet 1 Target Instantaneous - KD5 Var.
Gale 50 feet 5 foot radius Instantaneous - KD5 4
Neutralize Poison 1 inch 1 Target Instantaneous - - 4
Treeshift Self Self 5 minutes - Material 

Component
4

Level 5
Blood Heat 30 feet 1 Target 5 minutes Damage - 5
Dispel Magic 30 feet 1 Spell Instantaneous - LI LI
Earth Slap Self Self 5 minutes/level - KD5, Material 

Component
5

Elephant Hide Self Self 1 Combat Damage Material 
Component

5

Plant Seek Special Special Var. Var. - 5
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Name Range Area Duration Stacking
Category

Misc. Cost

Level 6
Cure Serious Wounds 1 inch 1 Target Instantaneous - - Var.
Earth Calming 30 feet 1 Target 5 minutes/level - - 6
Mist Bridge 1 inch 2’x30’ path 5 minutes - - 6
Rock to Mud 30 feet Special 5 minutes/level - - 6
Seeds of the Elements Special Special Game Day or 

until used
- KD 5, Material 

Component
6

Shadows of Concealment 1 inch 1 Target 5 minutes/level LI LI, Material 
Component

LI

Speak to Winds 100 feet Special 5 minutes - - 6
Level 7
Dust Storm 30 feet 5 foot radius 5 minutes - Rev. 7
Mist Servant 30 feet 1 Servant 5 minutes - - 7
Level 8
Aspect of the Beasts Self Self 5 minutes or 1 

Combat
Var. - 8

Dragon Hide Self Self 1 Combat Damage Material 
Component

8

Flower of Avalon Special Special Special - - 8
Lightbeam 50 feet 1 Target Instantaneous - - 8
Level 9
Aspect of the Elements Self Self 5 minutes or 1 

Combat
Var. Material 

Component
9

Elemental Fury 50 feet 10 foot radius Instantaneous - KD10 9
Level 10
Earth Healing Self Self Instantaneous - - 10
Summon Storm Self Self 5 minutes or 1 

Combat
Time - 10

Fighter Skills
Name Range Area Duration Stacking

Category
Misc. Uses

Level 1
Battle Fever: Additional 
Life Points

Self Self 5 minutes or 1 
Combat

Damage - ½ Level, 
minimum 
of 2*

Battlefield Lore Self 1 Battlefield Instantaneous - - ½ Level, 
minimum of 2

Fighter’s Recovery Self Self Game Day or 
until used

- - Special*

Gauge Non-Magical 
Weapons and Armor

Touch 1 Target Instantaneous - - No Limit

Gauge Opponent – Base 
Armor

30 feet 1 Target Instantaneous - - Level, 
minimum of 2

Level 2
Blade Sharp +1 Touch 1 Weapon 1 Combat Damage - Level*
Gauge Opponent – Base 
Damage

30 feet 1 Target Instantaneous - - Level

Repair Shields and Leather 
Armor

Touch 1 Item Instantaneous - - ½ Level, 
minimum 
of 2*
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Name Range Area Duration Stacking
Category

Misc. Uses

Level 3
Battle Fever: +2 vs. LI Self Self 5 minutes or 1 

Combat
Damage 
& LI

- ½ Level*

Gauge Magical Weapons 
and Armor

Touch 1 Target Instantaneous - - No Limit

Weapons Instructor 5 feet 1 Target Instantaneous - - Level
Level 4
Base Proficiency with Two 
Weapons

Self Self Permanent BASE - No Limit

Bind Weapon Melee 
Strike

1 Target 5 seconds - LI ½ Level

Gauge Opponent – Total 
Armor

30 feet 1 Target Instantaneous - - Level

Fighter’s Recovery in 
Combat

Self Self Instantaneous - - Special*

Repair Chain Mail Touch 1 Item Instantaneous - - ½ Level*
Level 5
Additional Point of Armor 
(Base)

Self Self Permanent BASE	 - No Limit

Battle Fever: Additional 
Limb Points

Self Self 5 minutes or 1 
Combat

Damage 
& LI

- ½ Level*

Blade Sharp +2 Touch 1 Weapon 1 Combat Damage - Level*
Disengage 5 feet 1 Target 15 seconds - LI ½ Level
Gauge Opponent – Total 
Damage

30 feet 1 Target Instantaneous - - Level

Level 6
Battle Focus Self 1 Skill Game Day or 

until used
LI - ½ Level

Disarm Melee 
Strike

1 Target Instantaneous - LI ½ Level

Level 7
Battle Fever: Magical 
Damage

Self Self 5 minutes or 1 
Combat

Damage 
& LI

- ½ Level*

Dodge Blow Self 1 Blow Instantaneous - - ½ Level
Repair Plate Touch 1 Item Instantaneous - - ½ Level*
Level 8
Blade Sharp +3 Touch 1 Weapon 1 Combat Damage - Level*
Fighter’s Blow Melee 

Strike
1 Limb Instantaneous - - ½ Level

Level 9
Battle Fever: Limited 
Knockdown Immunity

Self Self 5 minutes or 1 
Combat

Damage 
& LI

- ½ Level*

Weapon Shatter Melee 
Strike

1 Weapon Instantaneous - - ½ Level

Level 10
Extreme Blade Sharp Touch 1 Weapon 1 Combat Damage - Special*
Knock Out Blow Self 1 Target 5 minutes/level - LI ½ Level
* = see text for details
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Knight Abilities
Name Range Area Duration Stacking

Category
Misc. Cost

Innate Skills
Immunity to Non-Magical 
Disease

Self Self Permanent - - 0

+0 Magical Weapon Self 1 Weapon Permanent Special - 0
Level 1
Heal 1 inch 1 Target Instantaneous - - Var.
Heraldic Lore Self 1 Target Instantaneous - - 1*
Identify Supernatural 
Creature

30 feet 1 Target Instantaneous - - 1

Reveal Supernatural 
Creatures

Self 30 foot radius ½ 
circle, 10’ high

Instantaneous - - 1

Strength I Self Self 5 minutes or 1 
Combat

LI - 1

Level 2
Additional Damage Self Self 5 minutes or 1 

Combat
Damage - Var.

Chain Mail Self 1 Suit of Armor Permanent Special - 0
Supernatural Wathit 30 feet 1 Target Instantaneous - - 2
Level 3
+1 Magical Weapon Self 1 Weapon Permanent Special - 0
+1 vs. LI Effects Self Self Special LI - 3
Immunity to Fear Self Self 5 minutes or 1 

Combat
- - 3

Level 4
Additional Damage vs. 
Supernatural Creatures

Self Self 5 minutes or 1 
Combat

Damage - Var.

Immunity to Magical 
Disease

Self Self Permanent - - 0

Neutralize Non-Magical 
Disease

1 inch 1 Target Instantaneous - - 4

Strength II Self Self 5 minutes or 1 
Combat

LI - 2

Level 5
+2 Magical Weapon Self 1 Weapon Permanent Special - 0
Avenging Blow Melee 

Strike
1 Target Instantaneous Damage - Var.

Dispel Fear 30 feet 1 Target Instantaneous - - 5
Group Immunity to Fear 30 feet 10 Targets 1 Combat - - 5
Resist Pain Self 1 Limb 1 Combat Damage - 5
Level 6
+2 vs. LI Effects Self Self Special LI - 6
Neutralize Magical or 
Supernatural Disease

1 inch 1 Target Instantaneous - - 6

No Defense Blow Melee 
Strike

1 Target Instantaneous NONE - 6

Plate Mail Self 1 Suit of Armor Permanent Special - 0
Level 7
+3 Magical Weapon Self 1 Weapon Permanent Special - 0
Confidence 30 feet 10 Targets 1 Combat LI - 7
Resist Death Self Self 5 minutes or 1 

Combat
Damage - 7

Strength III Self Self 5 minutes or 1 
Combat

LI - 3
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Name Range Area Duration Stacking
Category

Misc. Cost

Level 8
Improved Immunity to 
Fear

Self Self Permanent - - 0

Killing Attack vs. 
Supernatural Creature

Melee 
Strike

1 Target Instantaneous - - 8

Nullify Life Point Drain 
from Supernatural 
Creature

1 inch 1 Target Instantaneous - - 8

Level 9
Immunity to Enthrall Self Self Permanent - - 0
Nullify Level Drain 1 inch 1 Target Instantaneous - - 9
Numbing Blow Melee 

Strike
1 Target 1 minute - LI LI

Level 10
Attuned Magical Weapon Self 1 Weapon Permanent Special - 0
Death Commitment Self Self Special - - 10
Strength IV Self Self 5 minutes or 1 

Combat
LI - 4

* = see text for details

Magic User Spells
Name Range Area Duration Stacking

Category
Misc. Cost

Innate Skills
Detect Magic Self 3’x10’x10’ path 30 seconds - - 0
Level 1
Branding 30 feet 1 Target Special - - 1
Crash Time 15 feet 5 foot radius 5 minutes/level - LI LI
Dead Eye 50 feet 1 Target Instantaneous - - Var.
Defense Self Self 1 Combat Damage Material 

Component
Var.

Electrify Self Special Game Day or 
until used

Damage Material 
Component

Var.

Enthrall 15 feet 1 Target 5 minutes/level - LI LI
Lock 1 inch 1 Target Game Day - Rev. Var.
Mend 1 inch 1 Target Instantaneous - - 1
Read Language Self Self 5 minutes/level - - 1
Reveal Magic Self 30 foot radius ½ 

circle, 10’ high
Instantaneous - - 1

Savvy 1 inch 1 Target Instantaneous - - 1
Speak Easy Self Self 5 minutes/level - - 1
Level 2
Awaken 30 feet 5 foot radius Instantaneous - - 2
Fog Brain 30 feet 1 Target Instantaneous - LI, Rev. LI
Know Aura 30 feet 1 Target Instantaneous - - 2
Mage’s Script Self 1 Target Special - - 2
Message 100 feet 1 Target Instantaneous - - 2
Spook 15 feet 1 Target 30 seconds - LI LI
Strong Arm 1 inch 1 Target 1 Combat Damage - Var.
Level 3
Bloodhound 50 feet 1 Target Instantaneous - - 3
Confusion 30 feet 1 Target 5 minutes - LI LI
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Name Range Area Duration Stacking
Category

Misc. Cost

Create Scroll Touch 1 Scroll Game Day or 
until used

- Material 
Component

Var.

Dropsy 30 feet 1 Target Special - - 3
LI Enhancement +1 Self 1 Spell Game Day or 

until used
LI - 3

Weakness 30 feet 1 Target 5 minutes/level - LI LI
Level 4
Dispel Magic 30 feet 1 Spell Instantaneous - LI LI
Fire/Ice/Lightning Strike 50 feet 1 Target Instantaneous - KD5 Var.
Phase Out Self Self 5 minutes - Material 

Component
4

Spell Defense Self Self 5 minutes/level Damage Material 
Component

4

Level 5
Fire Trap 1 inch Special Special - Material 

Component
5

Fire/Ice/Lightning Ball 50 feet 5 foot radius Instantaneous - KD5 Var.
Mental Signal Self Special Game Day or 

until used
- - 5

Missile Protection Self Self 1 Combat Damage Material 
Component

5

Tracer 1 inch 1 Target Game Day - - 5
Level 6
Acuity 1 inch 1 Target Instantaneous - - 6
Concentration Self Self 5 minutes/level Damage Material 

Component
6

Enhanced Savvy 1 inch 1 Target Instantaneous - - Var.
LI Enhancement +2 Self 1 Spell Game Day or 

until used
LI - 6

Spell Negation Self Self Game Day or 
until used

LI Material 
Component

6

Stun 50 feet 1 Target Instantaneous - KD10 6
Telekinesis 30 feet Special 5 minutes - - 6
Level 7
Autocast Self 1 Spell Game Day or 

until used
Time - 7

Double Effect Self 1 Spell Game Day or 
until used

Dimension - 7

Polymorph 30 feet 1 Target 5 minutes - LI, Material 
Component

LI

True Sight Self 10’x30’x10’ path 5 minutes - - 7
Level 8
Petrify 30 feet 1 Target 5 minutes - LI, Rev. LI
Phase 2 Out 1 inch Self + 1 Target Special - Material 

Component
8

Spell Absorption Self 1 Spell Game Day or 
until used

Damage Material 
Component

8

Level 9
Bolt 50 feet 1 Target Instantaneous - KD5 9
Wall of Fire/Ice/Lightning 1 inch 1”x30’x15’ of 

wall
5 minutes - Material 

Component
Var.

Level 10
Blast 50 feet 5 foot radius Instantaneous - KD5 10
Killing Attack 50 feet 1 Target Instantaneous - - 10
LI Extension Self 1 Spell Game Day or 

until used
Dimension - 10
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Monk Abilities
Name Range Area Duration Stacking

Category
Misc. Cost

Innate Skills
Sense Magic Item 1 inch 1 Target Instantaneous - - 0
Timing Self Self 1 hour - - 0
Level 1
Blocking Self Self 1 Combat Damage - Var.
Heal Self Self Self Instantaneous - - Var.
Legend Lore Self 1 Target Instantaneous - - 1*
Level 2
Diagnose Self Self Self Instantaneous - - 2
Escape Bonds Self Self Instantaneous - - 2
Leap Special Self Instantaneous - - 2
Savvy 1 inch 1 Target Instantaneous - - 2
Level 3
Additional Armor vs. Area 
Effect Attacks

Self Self Unlimited BASE - 0

Death Feint Self Self 5 minutes - - 3
Major Lore Self 1 Target Instantaneous - - 3
Physical Attack 10 feet 1 Target Instantaneous Damage Material 

Component
Var.

Sacrifice Throw 10 feet Self + 1 Target Instantaneous - KD5 3
Safe Fall Self Self Instantaneous - - 3
Level 4
Ki’ai 50 feet 1 Target Instantaneous - KD5 4
Kip Self Self Instantaneous - - 4
Neutralize Non-Magical 
Disease

Self Self Instantaneous - - 4

Neutralize Poison Self Self Instantaneous - - 4
Sense I Self Self Game Day or 

until used
Damage - 4

Level 5
Balance Self Self 5 minutes - - 5
Elemental Protection Self Self 5 minutes/level Damage Material 

Component
Var.

Missile Protection Self Self 1 Combat Damage Material 
Component

5

Move Without Tracks Self Self 5 minutes/level - - 5
Throw 10 feet 1 Target Instantaneous - KD5 5
Level 6
Acuity Self Self Instantaneous - - 6
Sense II Self Self Game Day or 

until used
- - 6

Specialization Self Self Permanent - - 0
[Killing Monk] Base 
Proficiency with Two 
Weapons

Self Self Permanent BASE - 0

[Killing Monk] Improved 
Physical Attack

Self Self Permanent BASE - 0

[Movement Monk] 
Improved Balance

Self Self Permanent - - 0

[Movement Monk] 
Improved Kip

Self Self Permanent - - 0

[Movement Monk] 
Improved Leap

Self Self Permanent - - 0

[Movement Monk] Sweep Self 5 foot radius Game Day or 
until used

- KD5 6
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Name Range Area Duration Stacking
Category

Misc. Cost

[Spirit Monk] Improved 
Bindings

1 inch 1 Target Instantaneous - Material 
Component, 
Uses

0

[Spirit Monk] Improved 
Heal Self

Self Self Instantaneous - - Var.

[Spirit Monk] Improved 
Sense I

Self Self Permanent - - 0

[Spirit Monk] Improved 
Sense II

Self Self Permanent - - 0

[Spirit Monk] Shiatsu I 1 inch 1 Target Instantaneous - Uses 0
Level 7
Speed Self Self 15 seconds - Material 

Component
7

Walk on Liquids Self Self 5 minutes - - 7
[Killing Monk] Brew 
Venom Poison

Touch 1 Weapon Next successful 
weapon strike

Damage - 7

[Killing Monk] Delay Self Self Special - - 7
[Movement Monk] Evade Self 1 Attack Instantaneous - - 7
[Movement Monk] 
Improved Speed

Self Self Permanent - - 0

[Spirit Monk] +1 vs. LI 
Effects

Self Self Permanent BASE - 0

[Spirit Monk] Death 
Memory

1 inch 1 Target Instantaneous - - 7

[Spirit Monk] Life Spark 1 inch 1 Target Instantaneous - - 7
[Spirit Monk] Truth Sense 30 feet 1 Target 10 minutes - LI LI
Level 8
Perceive Illusion Self 10’x30’x10’ 

path 
5 minutes/level - - 8

Truth Force 5 feet 1 Target 5 minutes - LI LI
[Killing Monk] Killing 
Attack

Melee 
Strike

1 Target Instantaneous - - 8

[Movement Monk] 
Additional Point of Armor 
(Base)

Self Self Permanent BASE - 0

[Spirit Monk] Life Support Self Self Instantaneous - - 8
[Spirit Monk] Personal 
Augury

Self 1 Question Instantaneous - - 8

Level 9
Free Strike Special 1 Target 2 seconds - LI LI
[Killing Monk] Nerve 
Strike

Melee 
Strike

1 Target Instantaneous Damage KD10 9

[Movement Monk] 
Improved Additional 
Armor vs. Area Effect 
Attacks

Self Self Permanent BASE - 0

[Spirit Monk] +2 vs. LI 
Effects

Self Self Permanent BASE - 0

[Spirit Monk] Shiatsu II 1 inch 1 Target 30 minutes - Uses 0
Level 10 
Death Commitment Self Self Special - - 10
[Killing Monk] Brew Red 
Death Poison

Touch 1 Weapon Next successful 
weapon strike

Damage - 10

[Movement Monk] 
Immunity to Knockdowns

Self Self 1 Combat - - 10

[Spirit Monk] Immunity to 
Poison

Self Self 5 minutes or 1 
Combat

- - 10

[Spirit Monk] Precognition Self Self Instantaneous - - 10
* = see text for details
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Ranger Abilities
Name Range Area Duration Stacking

Category
Misc. Cost

Innate Skills
Gauge Non-Magical Missile 
Weapon

Touch 1 Target Instantaneous - - 0

Sense Potion Type 1 inch 1 Target Instantaneous - - 0
Tracking Self Unlimited Unlimited - - 0
Level 1
Find Water Self Self 10 minutes - - 1
Gather Food Self Special Special - - 1
Healing Potion Touch 1 Potion Game Day or 

until used
- - Var.

Identify Potion 1 inch 1 Potion Instantaneous - - 1
Nature Lore Self Special Instantaneous - - 1*
Sense Poison 1 inch 1 Target Instantaneous - - 1
Speak with Animals Self Special 10 minutes - - 1
Level 2
Hone Arrows +1 Touch 5 Arrows Game Day or 

until used
Damage - 2

Make Arrows Self 5 Arrows Game Day or 
until used

- - 2

Penetrating Arrow Self 1 Arrow Instantaneous Damage - 2
Provide Shelter Special 5 foot radius 10 minutes/level - - 2
Level 3
Animal Tamer 30 feet 1 Target 10 minutes - - 3
Move Without Tracks Self Self 5 minutes/level - - 3
Perceive Illusionary Terrain Self 10’x30’x10’ 

path
10 minutes - - 3

Sense Traps Self 3’x10’x10’ path 10 minutes - - 3
Target Arrow Self 1 Arrow Instantaneous Dimension - 3
Level 4
Animal Pact Self Self Permanent - - 0
Gauge Magical Missile 
Weapon

Touch 1 Target Instantaneous - - 0

Hone Arrows +2 Touch 5 Arrows Game Day or 
until used

Damage - 4

Investigate Habitation 30 feet Special Instantaneous - - 0
Knockdown Arrow Self 1 Arrow Instantaneous Damage KD5 4
Neutralize Non-Magical 
Disease Potion

Touch 1 Potion Game Day or 
until used

- - 4

Neutralize Poison Potion Touch 1 Potion Game Day or 
until used

- - 4

Wathit 30 feet 1 Target Instantaneous - - Var.
Level 5
Arrow of Slaying Self 1 Arrow Instantaneous Damage - Var.
Enhanced Senses Self 30 foot radius 10 minutes - - 5
Long Arrow Self 1 Arrow Instantaneous Dimension - 5
Ranger’s Guardian Special 130 foot radius 2 hours - - 5
Level 6
Conceal Self Self Self 5 minutes/level LI LI, Material 

Component
LI

Ranger Herbs Touch 1 Herb or Root Game Day or 
until used

Var. - 6
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Name Range Area Duration Stacking
Category

Misc. Cost

Level 7
Githar’s Arrow Self 1 Arrow Instantaneous - LI LI
Group Concealment Special 5 foot radius 5 minutes/level LI LI, Material 

Component
7

Group Move Without 
Tracks

Special 10 foot radius 5 minutes/level - - 7

Hone Arrows +3 Touch 5 Arrows Game Day or 
until used

Damage - 7

Stun Arrow Self 1 Arrow Instantaneous - KD10 7
Track Lore 30 feet 1 Set of Tracks Instantaneous - - Var.
Tripline Special 3’x12’, 1 Target Game Day or 

until triggered
- KD5, Material 

Component
Var.

Level 8
Aspect of the Beasts Self Self 5 minutes or 1 

Combat
Var. - 8

Snare Special 3’x12’, 1 Target Game Day or 
until triggered

- LI, KD5, 
Material 
Component

LI

Level 9
Deadfall Special 3’x12’, 1 Target Game Day or 

until triggered
- LI, KD5, 

Material 
Component

Var.

Hunting Pursuit Self 1 Target Game Day or 
until terminated

- - 9

Level 10
Killing Arrow Self 1 Arrow Instantaneous - - 10
No Defense Arrow Self 1 Arrow Instantaneous NONE - 10
* = see text for details
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Thief Skills
Name Range Area Duration Stacking

Category
Misc. Uses

Level 1
Backstab Melee 

Strike
1 Target Instantaneous Damage - No Limit

Gauge Value of Non-
Magical Treasure

1 inch 1 Target Instantaneous - - No Limit

Pick Locks Touch 1 Target Special - Material 
Component

Level per lock, 
minimum of 2

Sense Poison 1 inch 1 Target Instantaneous - - No Limit
Thief’s Hearing 30 feet Self 5 minutes - - Level, minimum 

of 2*
Level 2
Base Proficiency with Two 
Weapons

Self Self Permanent BASE - No Limit

Gauge Value of Magic Item 1 inch 1 Target Instantaneous - - No Limit
Kill Dagger Touch 1 Target 15 minutes - LI, Material 

Component
½ Level, 
minimum of 2*

People Lore Self 1 Target Instantaneous - - ½ Level, 
minimum of 2

Sense Traps Self 3’x10’x10’ path 10 minutes - - Level
Sharpen Daggers +1 Touch 5 Thrown 

Weapons
Game Day or 
until used

Damage - ½ Level, 
minimum of 2*

Level 3
Define Trap – Mechanical Self 1 Target Instantaneous - - Level*
Escape Bonds Self Self Instantaneous - - ½ Level, 

minimum of 2
Fence Item Self 1 Item Instantaneous - - Level
Memory Self Self Instantaneous - - Level
Reduce Lock Type, -1 Touch 1 Target 5 minutes - - Level*
Set Needle Trap Special 1 Target Game Day or 

until triggered
- Material 

Component
½ Level*

Tracking Self Unlimited Unlimited - - No Limit
Level 4
Bypass Trap – Mechanical Self 1 Target Instantaneous - - Level*
Distrust Self 1 Spell Instantaneous LI - No Limit
Improved Thief’s Hearing 30 feet Special 5 minutes - - Level*
Intuit Code Self 1 Target Instantaneous - - ½ Level*
Intuit Trap Self 1 Target Instantaneous - - Level
Know Class 30 feet 1 Target Special - - ½ Level
Set Projectile Trap Special 3’x10’x10’, 1 

Target
Game Day or 
until triggered

- KD5, Material 
Component

½ Level

Thief’s Touch Self 1 Target Instantaneous - - Level
Truth Sense 30 feet 1 Target 10 minutes - LI ½ Level
Level 5
Climbing Self Self Special - - Level
Conceal Item Special 1 Item Game Day - LI, Material 

Component
½ Level

Conceal Self Self Self 5 minutes/level LI LI, Material 
Component

Level*

Disarm Trap – Mechanical 1 inch 1 Target Instantaneous - - Level*
Obscure Class Self Self 5 minutes/level - - ½ Level
Sharpen Daggers +2 Touch 5 Thrown 

Weapons
Game Day or 
until used

Damage - ½ Level*

Thief’s Edge Touch 1 Weapon Next successful 
weapon strike

Damage - Level
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Name Range Area Duration Stacking
Category

Misc. Uses

Level 6
+2 LI vs. Concealment 30 feet Self Permanent LI - No Limit
Bargain Self Self Instantaneous - - ½ Level
Bypass Glyph Self Self Special - LI Level
Conceal Item on Self Self 1 Item Game Day - LI, Material 

Component
Level

Conceal Other 1 inch 1 Target 5 minutes/level LI LI, Material 
Component

Level

Distrust for Others 30 feet 1 Target Instantaneous LI - Level
Level 7
Brew Venom Poison Touch 1 Weapon Next successful 

weapon strike
Damage - 2

Define Trap – Magical Self 1 Target Instantaneous - - Level*
Disguise Self Self 5 minutes/level - LI, Material 

Component
Level

Dodge Blow Self 1 Blow Instantaneous - - ½ Level
Forgery Touch 1 Document Permanent - LI Level
Neutralize Poison Potion Touch 1 Potion Game Day or 

until used
- - ½ Level*

Reduce Lock Type, -2 Touch 1 Target 5 minutes - - Level*
Level 8
+2 LI vs. Disguise Self Self Permanent LI - No Limit
+2 LI vs. Forgery Self Self Permanent LI - No Limit
Bypass Trap - Magical Self 1 Target Instantaneous - - Level*
Deception Self Self 5 minutes/level LI - ½ Level
Disguise Others 1 inch 1 Target 5 minutes/level - LI, Material 

Component
½ Level

Improved Conceal Self Self Self 5 minutes/level LI LI, Material 
Component

Level*

Sharpen Daggers +3 Touch 5 Thrown 
Weapons

Game Day or 
until used

Damage - ½ Level*

Level 9
Apply Kill Dagger to 
Needle Trap

Touch 1 Trap Game Day or 
until triggered

- - ½ Level*

Disarm Trap – Magical 1 inch 1 Target Instantaneous - - Level*
Level 10
Backstab with Knockdown Melee 

Strike
1 Target Instantaneous Damage KD5 ½ Level

Brew Red Death Poison Touch 1 Weapon Next successful 
weapon strike

Damage - 1

Improved Neutralize 
Poison Potion

Touch 1 Potion Game Day or 
until used

- - ½ Level*

* = see text for details

Loremaster Abilities
Name Range Area Duration Stacking

Category
Misc. Uses

Level 1
Inspire Special Special 5 minutes or 1 

Combat
Special - 1 per game day
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Appendix C: Spelled Pronunciation 
Key for Glyphs

The following key describes the spelled pronunciation method used for each of the glyphs in Chapter 10.

Stress Marks
[ bold type ] indicates the primary stressed syllable, as in news·pa·per [ nooz-pey-per ]  
and in·for·ma·tion [ in-fer-mey-shuh n ]

Consonants
[ b ] boy, baby, rob
[ d ] do, ladder, bed
[ f ] food, offer, safe
[ g ] get, bigger, dog
[ h ] happy, ahead
[ j ] jump, budget, age
[ k ] can, speaker, stick
[ l ] let, follow, still
[ m ] make, summer, time
[ n ] no, dinner, thin
[ ng ] singer, think, long
[ p ] put, apple, cup
[ r ] run, marry, far, store
[ s ] sit, city, passing, face
[ sh ] she, station, push
[ t ] top, better, cat
[ ch ] church, watching, nature, 

witch
[ th ] thirsty, nothing, math
[ th ] this, mother, breathe
[ v ] very, seven, love
[ w ] wear, away
[ hw ] where, somewhat
[ y ] yes, onion
[ z ] zoo, easy, buzz
[ zh ] measure, television, beige

Vowels
[ a ] apple, can, hat
[ ey ] aid, hate, day
[ ah ] arm, father, aha
[ air ] air, careful, wear
[ aw ] all, or, talk, lost, saw
[ e ] ever, head, get
[ ee ] eat, see, need
[ eer ] ear, hero, beer
[ er ] teacher, afterward, murderer
[ i ] it, big, finishes
[ ahy ] I, ice, hide, deny
[ o ] odd, hot, waffle
[ oh ] owe, road, below
[ oo ] ooze, food, soup, sue
[ oo ] good, book, put
[ or ] oar, or, porch
[ oi ] oil, choice, toy
[ ou ] out, loud, how
[ uh ] up, mother, mud
[ uh ] about, animal, problem, 

circus
[ ur ] early, bird, stirring
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Appendix D: Glossary
Activation..................................................... Method of use for some abilities, skills, and magic items
Alignment.................................................... The personal psychological or moral bearing of an individual or an item; helpful 

in determining how a character might react in various situations 
Archery Registry Representative (ARR).. An individual who is responsible for recording the results of Archery Testing, 

and providing written records of the results to all testers and the Chapter and 
Society Registries

Archery Safety Representative (ASR)...... An individual who is responsible for setting up and running an Archery Test; 
accuracy of set-up, timing, and safety fall under the purview of this position

Archery Testing........................................... A method that allows a player’s real-world archery skills to be reflected in the 
skills of his characters; each IFGS Chapter decides whether they wish to offer 
Archery Testing, and whether or not they wish to allow archery test scores to be 
used in games run by the chapter

Area of effect................................................ Size of the area that will be affected by a spell, ability, or skill
Armor............................................................ Leather armor, chain mail, and plate mail; represented by a 2”x2” square “armor 

patch” of cloth
Artifact.......................................................... An item of great magical power that is invented by a Game Writer to fulfill 

a specific purpose; an artifact may be any type of item that the Game Writer 
chooses and may have powers that violate the standard rules.

Autoactivated Item..................................... An item that does not require meditation time and is automatically invoked 
when its specified condition, such as a limb reaching 0 life points, occurs

Base............................................................... A value, such as hand-held melee damage, that is defined by a character’s class 
and level. A base value does not include any modifications from spells, abilities, 
skills, or magic items. With the exception of life points, a base can never be 
altered.

Bonding........................................................ When a magic item is recovered during a game, it will bond to the PC who 
uses it first. After an item has bonded to a PC, the magic item will function for 
another character only after the original PC dies or after the new owner has had 
the item in his possession for at least 4 hours of game time.

Carried effect............................................... A secondary effect, such as venom poison or Red Death, that is delivered to the 
target with a melee or missile attack; armor does not protect against a carried 
effect

Casting.......................................................... Method of use for a spell; also known as incantation
Character Applicable Points (CAP).......... Points that are earned by staffing or performing administrative tasks, and 

that can be used to increase a character’s experience point total, increase a 
character’s gold piece total, invoke the Fate Point Option (as described in 
Chapter 7), or for any number of other uses a Game Writer may place within his 
game

Combat......................................................... Three basic types of combat exist in the IFGS rules system: melee or hand-to-
hand combat, which includes fighting with swords, staves, and other hand-held 
weapons; propelled missile combat, which includes ranged fire from simulated 
bows and crossbows; and thrown missiles, which are bean bags representing 
various items and abilities. Combat begins when an action is taken by a PC or 
NPC with intent to cause damage or ill effects upon another PC or NPC.

Conjuration time......................................... The time required to actually perform some spells, abilities, and skills, which 
immediately follows the invocation time

Consent Rule................................................ Some spells, abilities, and skills require the consent of the target, as stated in 
their individual descriptions.

Critical hit..................................................... One of the possible types of hit with a propelled missile weapon; adds 2 points 
to the base archery damage of the character firing the arrow, and causes a 
0-second Knockdown if the arrow penetrates the target’s defense. Additionally, 
critical hits are not stopped by use of a shield.

Down time.................................................... A mandatory period of out-of-game time that exists in long-duration games; 
during this time in-game effects are suspended. Down time consists of at least 8 
hours during each 24-hour period.

Draft game.................................................... A game in which the teams are selected by player draft; at the draft, each 
Loremaster is asked, in a predetermined order, to choose one player at a time 
for his team
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Duration....................................................... The length of time that a spell, ability, or skill will remain in effect
Encumbrance............................................... The in-game factors, such as use of armor, which can influence the outcome of 

pursuit
Experience Points (XP)............................... One of the rewards you receive for participation in IFGS events, and a reflection 

of your experience in the IFGS; XP are required for a character to advance in 
levels.

Fate Point Option........................................ The use of Character Applicable Points to avoid death by invoking Fate
Five-Second Rule......................................... 5 seconds must pass between each use of a spell, ability, skill, or magic item
Game Aide (GA).......................................... A person who provides production support to the GP or GD; a GA can have a 

variety of roles in making the game happen, such as editing the game script, 
recruiting NPCs, organizing setup of the game course, and building props.

Game day..................................................... Typically extends from the start of the game until game end or planned down 
time, whichever comes first; however, a Game Writer can also designate that a 
new game day starts or ends at any time.

Game Designer (GD).................................. An individual who acts as both the Game Writer and Game Producer for the 
same game

Game Master (GM)..................................... The referee that accompanies a team of adventurers through the game and fields 
all player questions

Game Producer (GP)................................... The individual who is responsible for ensuring that the game site, staff, cast, 
props, players, and budget all come together successfully on game day

Game Writer (GW)...................................... A person who creates an adventure using the IFGS fantasy rules system in 
cooperation with a Chapter Sanctioning Committee

Glyph............................................................ A powerful magical trap that may be placed upon a rigid object to protect 
against theft, opening, or entry

Hand-held melee weapon.......................... Includes long swords, short swords, great axes, battle axes, hand axes, staves, 
spears, and other similar weapon types; constructed with foam padding over a 
lightweight core

Hostile act..................................................... An action that is taken by a PC or NPC with intent to cause damage or ill effects 
upon another PC or NPC (this includes magical attacks)

Immediate Counter..................................... A spell, ability, or skill that is designed to counteract another attack or spell 
effect; an Immediate Counter must be called out immediately following the 
attack or spell effect it is neutralizing

Immutables.................................................. Those aspects of a character that can never be permanently changed, under any 
circumstances by anyone for any reason

Invitational game........................................ A game in which the Loremasters may invite players to form their teams, rather 
than drafting a team from a pool of players

Invocation..................................................... Generic method of use for a spell, ability, or skill; encompasses casting, 
activation, and meditation

Invocation time............................................ The length of the verbal invocation, casting, meditation, or activation needed 
to successfully use a spell, ability, or skill (SAS). All 1st and 2nd level SAS have a 
5-second invocation time, all 3rd and 4th level SAS have a 10-second invocation 
time, and all SAS 5th level and greater have a 15-second invocation time, 
unless otherwise indicated in the description of the SAS or character class. The 
maximum invocation time for any SAS is 5 seconds longer than the times listed 
above.
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Knockdown (KD)........................................ Requires the target to come to an immediate stop and fall to the ground. The 
duration of a KD is usually 5 seconds, but varies for some attack forms. After 
the duration has expired, the target can get up at any time.

Level Drain................................................... A special ability that can be used by an NPC to effectively reduce a target 
character by one level; A character that is affected by a Level Drain is reduced in 
all respects including his LI resistance, LI capability, life points, spell or ability 
points, base damage, and available spells, abilities, and skills

Level Influential (LI)................................... A type of spell, ability, or skill that affects creatures equal to or below the level of 
effect

Life points..................................................... Represent the amount of damage a character can take before he will die; life 
points are determined by a character’s class and level

Limb sever.................................................... A blow that is done with the intent to sever a limb; can only be used on an 
immobilized target out of combat

Line course................................................... A game that consists of set encounters that the players engage in a 
predetermined order

Lock difficulty.............................................. Rating that describes the intended physical difficulty of picking the lock; 
difficulty ratings range from 1-7, with S used for special locks that do not fit the 
standard lock format

Lock type...................................................... Ranges from A to G, and is used to determine how a lock can be opened
Loremaster (LM)......................................... An individual who is challenged by a GP or GD to assemble and lead a team of 

adventurers into a game
Lycanthrope................................................. A creature that is not normally an animal but that can assume the form of an 

animal; often, a lycanthrope will only take damage from silver or magical 
weapons. The affliction is considered a magical disease or curse and can in 
some cases be transmitted. Lycanthropes are not necessarily evil. Synonym: 
werebeast.

Magic item.................................................... A ring, wand, medallion, amulet, scroll, weapon, or any other item or effect that 
is imbued with beneficial and/or detrimental magical properties; anything that 
allows a character to perform an SAS or effect not provided by his base class, or 
that improves or supplements the base class, is considered to be a magic item; 
this includes innate effects, blessings from deities, and special training, despite 
the fact that they might have no physical representations.

Magic Item Level Limit (MILL)................. To activate a magic item, a character may not be more than two levels lower 
than the base level of the spell, ability, or skill contained within the item

Magical damage.......................................... Damage caused by a magical weapon, spell, glyph, or other magical source
Marginal hit................................................. One of the possible types of hit with a propelled missile weapon; causes the 

marginal damage of the character firing the missile. A shield will protect the 
carrier from marginal hits if it is being interposed between the shield holder 
and the archer.

Material component.................................... A physical representation that is required for use of a spell, ability, or skill; 
material components include colored flags, fluorescent tape, duct tape, gold 
representations, and bean bags.

Meditation.................................................... Method of use for some abilities
Melee............................................................. Physical, hand-to-hand combat between two or more characters
Mundane...................................................... Non-magical
Mundane damage....................................... Damage caused by a non-magical weapon, trap, ability, skill, or other non-

magical source
No Defense damage.................................... Damage that is taken regardless of armor or magical protection
Non-Player Character (NPC)..................... An individual who is acting in one or more of the non-player roles in a game
Non-Sentient................................................ In the IFGS, this term is used to describe a plant, animal, or other creature of 

mundane animal intelligence or less
One-Point Rule............................................ Regardless of the amount of armor or magical protection, a character (except 

for a character in Concentration (Magic User 6)) always takes a minimum of 1 
point of damage from all hand-held melee attacks

One-Shot Item.............................................. A magic item that is permanently expended after one use
Open Registration game............................ A game in which all characters who want to play may do so, with no limit to the 

number of players that can participate
Opportunity fire.......................................... Use of a propelled missile weapon to aim at a fixed point while waiting for a 

target to appear
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PC Fairness Rule......................................... Rule that can be invoked by a PC who has been adversely affected by the action 
of another PC, either directly or indirectly; invoking this rule will completely 
negate the effects of the action, and will remove all memories of the action from 
the characters involved.

Player Character (PC)................................. An individual who is playing in a game, often as a member of a team
Propelled missile weapon.......................... Includes bows and crossbows; represented by a mock-up weapon that is never 

actually fired
Pursuit Rule................................................. A safe and playable way to simulate the pursuit of fleeing characters for use 

in game sites or situations where an open chase may not be viable, such as 
a public park, difficult terrain, extreme heat, limited physical capability, or a 
special event with children.

Range............................................................ The maximum allowable distance from a character to the target of his SAS or 
propelled missile fire, or to the center of a defined area of effect

Registry......................................................... The committee that is responsible for maintaining records of all earned 
experience and treasure; also, the national database that contains these records

Registry Representative (RR).................... An individual who prepares all game experience records for participants before 
the game starts, and ensures that they are completed at the end of the game

Role-playing................................................. Improvisational acting while trying to think, feel, move, and act like another 
person or creature

Room game.................................................. A game that takes place inside or around a single structure
Safety Officer (SO)....................................... The individual who ensures that a game runs as safely as possible and follows 

the IFGS guidelines for safety. The SO’s duties include checking all weapons 
before a game to ensure that they meet IFGS standards, responding to medical 
emergencies, and ensuring that combat sites are as safe as possible.

Sanctioned game......................................... A game that has been reviewed and approved by an official Sanctioning 
Committee to ensure that it is fair, safe, playable, and consistent with the IFGS 
rules and philosophy

Sanctioning Committee.............................. A group of IFGS members who are responsible for reviewing games to ensure 
that they are fair, safe, playable, and consistent with the IFGS rules and 
philosophy; any IFGS member may join his Chapter’s Sanctioning Committee

Scorekeeper (SK)......................................... An individual who assists the GM with keeping track of the players’ numbers, 
such as life points and spell points; the SK also serves as the GM’s extra eyes 
and ears

Sentient......................................................... Having a will or intelligence; capable of reason
Stacking........................................................ Limits on the number and type of effects a single character may have in effect at 

any given time
Subdue.......................................................... A blow that is used to render a character unconscious; can only be used on an 

immobilized target out of combat
Supernatural creature................................. A creature that is magical or that does not occur naturally; includes undead, 

lycanthropes, demons, devils, faeries, dragons, unicorns, and many others.
Throat slit..................................................... A blow that is done with the intent to dispatch a victim; can only be used on an 

immobilized target out of combat
Thrown missile weapon............................. Includes throwing daggers and stars, acid, flaming oil, holy and unholy water, 

rocks, and some spell and ability effects; represented by small bean bags of 
various colors

Time Stop..................................................... A temporary freeze of in-game action which may be called by the GM for any 
reason, or by any participant for safety reasons; when a time stop is called, all 
participants should immediately freeze and await instructions from the GM

Treasury Representative (TR).................... An individual who is responsible for collecting and recording game fees 
from each participant, and for ensuring that each participant has signed a 
participation waiver

Undead creature.......................................... A creature that was once living, is no longer living, and is animate; includes 
skeletons, zombies, ghosts, and liches

Watchdog (WD)........................................... An individual appointed by the Chapter Sanctioning Committee, who is 
responsible for ensuring that the game runs as sanctioned; the WD has the sole 
authority on game day to approve or reject any changes needed to ensure that 
the game’s ratings and flavor remain as sanctioned.

World course................................................ A game that allows the players to move around at will, with no predetermined 
order to the locations the players may visit
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Index
Blade Sharp +2  147
Blade Sharp +3  149
Blade Sharp, Extreme  151
Blast  186
Blessed Arrow  117
Blessed Bolt  109
Blocking  190
Blood Heat  132
Bloodhound  175
Bolt  185
Branding  170
Brew Red Death Poison  201
Brew Venom Poison  200, 238
Bump of Direction  107
Bypass Glyph  112, 237
Bypass Trap – Magical  240
Bypass Trap – Mechanical  233

C
Camp Fire  126
Carried Effects  51
Celtic Fist  126
Chain Mail  158
Cleanse  117
Cleric  102

Base attributes of  102
Description of  102
Life and spell points of  102
Spells of  249
Weapons and armor of  102

Climbing  235
Clinging Vine  127
Combat  40. See  Melee Combat, 

Propelled Missile Combat, 
and Thrown Missile Com-
bat; See  Melee Combat, 
Propelled Missile Combat, 
and Thrown Missile Com-
bat; See  Melee Combat, 
Propelled Missile Com-
bat, and Thrown Missile 
Combat

Armor in  42
Carried effects  51
Definition of  40
Immediate counters  51
Knockdowns  52
Physical contact in  41
Pursuit Rule  53

Commune  118
Conceal Item  235

on Self  238
Concealment  78
Concealment, Group  220
Concealment, Shadows of  135
Conceal Other  238
Conceal Self  218, 236
Concentration  181
Confidence  162
Confusion  175
Consent Rule  75
Control Undead  112
Converse  113
Costuming  22

Color of  22
Disguises  23
Restrictions on  23

Crash Time  170
Create Glyph  112
Create Holy Water  107
Create Scroll  176
Cure Serious Wounds  113, 134

D
Damiana  219
Dead Eye  170
Deadfall  223
Death  60

Fate Point Option, The  61
Resurrection  61

Death Commitment  165, 199
Death Feint  192
Death Memory  205
Deception  240
Defense  170
Define Trap – Magical  238
Define Trap – Mechanical  231
Delay  200
Detect Good/Evil  104
Detect Magic  169
Devil’s Weed  219
Diagnose  109
Diagnose Self  191
Disarm  148
Disarm Trap – Mechanical  236
Disease  57
Disengage  148
Disguise  239
Dispel Fear  160
Dispel Magic  114, 132, 177
Disputes  29
Disrupt  115
Distrust  233

for Others  238
Dodge Blow  149, 239
Double Effect  183
Down Time  20
Draft Game  10
Dragon Hide  137
Dream Park  5
Dropsy  177
Druid  124

Base attributes of  124
Description of  124
Life and spell points of  124
Spells of  251
Weapons and armor of  124

Duck Back  133
Dust Storm  136

E
Earth Calming  134
Earth Healing  140
Earth Slap  132
Electrify  171
Elemental Arrow  129
Elemental Damage  129
Elemental Fury  140
Elemental Protection  109, 129, 

195
Elemental Strike  131
Elephant Hide  133
Encumbrance  54
Enhance  105
Enhanced Savvy  181
Enhanced Senses  217
Enthrall  128, 172
Escape Bonds  191, 231
Evade  203
Exalt  121
Exhort  117
Experience Points  25

Earned by playing  26
Earned by staffing or NPCing  25

Extreme Blade Sharp  151
Exuberate  112

F
Faery Lights  127
Fate Point Option, The  61
Fence Item  231
Fighter  142

Base attributes of  142
Description of  142
Life points of  142
Skills of  252
Weapons and armor of  142

Fighter’s Blow  150
Fighter’s Recovery  144

in Combat  147
Find Water  213
Fire/Ice/Lightning Ball  179
Fire/Ice/Lightning Strike  177
Fire Trap  179
Five-Second Rule  76
Flare  128
Flower of Avalon  138
Fog Brain  174
Foresee  107
Forgery  239
Free Strike  198
Freeze Disease  108
Freeze Poison  108

G
Gale  131
Game Aide  14
Game Designer  12
Game Master  13
Game Producer  12
Games, types of  8

Draft game  10
Invitational game  10
Line course  8
Open registration game  10
Room game  8
Sanctioned  8
World course  8

Game Writer  12
Gather Food  213
Gauge Magical Missile Weapon  

216
Gauge Magical Weapons and 

Armor  145
Gauge Non-Magical Missile 

Weapon  212
Gauge Non-Magical Weapons and 

Armor  144
Gauge Opponent – Base Armor  

144
Gauge Opponent – Base Damage  

145
Gauge Opponent – Total Armor  

146
Gauge Opponent – Total Damage  

148
Gauge Value of Magic Item  229
Gauge Value of Non-Magical Trea-

sure  228
Gender of Participants  1
Githar’s Arrow  220
Glyphs  80

Actra  82
Aldaband  81
Arshat  84
Babre  84
Balam  81
Bragollach Gurth  83
Cryo  85
Desh  84

Symbols
+0 Magical Weapon  156, 254
+1 Magical Weapon  158
+1 vs. LI Effects  158, 204
+2 LI vs. Concealment  237
+2 LI vs. Disguise  240
+2 LI vs. Forgery  240
+2 Magical Weapon  160
+2 vs. LI Effects  161, 206
+3 Magical Weapon  162

A
Ability. See  Spells, Abilities, & 

Skills; See  Spells, Abili-
ties, & Skills; See  Spells, 
Abilities, & Skills

Acuity  181, 196
Additional Armor and Damage vs. 

Supernatural  107
Additional Armor vs. Area Effect 

Attacks  192
Improved  203

Additional Damage  158
Additional Damage vs. Supernatu-

ral Creatures  159
Additional Point of Armor  147, 

203
Alignment  18

Legal  18
Social  18

Animal Mind  129
Animal Pact  125, 216
Animal Tamer  126, 215
Animate Dead  115
Archery Testing  49
Armor

Shields  39
Arrow of Slaying  217
Ashes to Ashes  111
Aspect of the Beasts  137, 222
Aspect of the Elements  139
Athelas  219
Attuned Magical Weapon  165
Autocast  183
Avenging Blow  160
Awaken  174
Awe  121

B
Backstab  228
Balance  195

Improved  202
Bargain  237
Base Proficiency with Two Weap-

ons  146, 199, 229
Bases  59

Immutable  59
Battle Fever\

 +2 vs. LI  145
 Additional Life Points  143
 Additional Limb Points  147
 Limited Knockdown Immunity  

150
 Magical Damage  149

Battlefield Lore  144
Battle Focus  148
Battle Weed  133
Bindings  27

Improved  204
Bind Weapon  146
Blade Sharp +1  145
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Type 3  78
Immediate Counters  51
Immunity to Enthrall  164
Immunity to Fear  159

Group  160
Improved  163

Immunity to Knockdowns  203
Immunity to Magical Disease  159
Immunity to Non-Magical Disease  

156
Immunity to Poison  207
Immutables  59
Improved Additional Armor vs. 

Area Effect Attacks  203
Improved Balance  202
Improved Bindings  204
Improved Heal Self  204
Improved Immunity to Fear  163
Improved Kip  202
Improved Leap  202
Improved Physical Attack  199
Improved Sense I  204
Improved Sense II  204
Improved Speed  203
Improved Thief’s Hearing  233
Insect Bane  130
Insect Strike  130
Inspire  244
Intuit Code  234
Intuit Trap  234
Investigate Habitation  216
Invisibility  79
Invitational Game  10
Invoke  118

K
Ki’ai  194
Kill Dagger  229
Kill Dagger Poison  56
Killing Arrow  224
Killing Attack  186, 200
Killing Attack vs. Supernatural 

Creature  120, 163
Kip  194

Improved  202
Knight  154

Abilities of  254
Base Attributes of  154
Life and ability points of  154
Weapons and armor of  154

Knockdown Arrow  216
Knockdowns  52
Knock Out Blow  151
Know Aura  110, 174
Know Class  234
Know Plant  128
Know Religion  108

L
Leap  191

Improved  202
Legend Lore  190
Level  26

Playing down  26
Level Drain  58
LI Enhancement +1  177
LI Enhancement +2  182
LI Extension  186
Life Enhancement  118
Life Points  27

for each limb  27
Healing of  27
permanent changes to  58

to death  27
to unconsciousness  27

Life Spark  116, 205
Life Support  205
Lightbeam  139
Limb Sever  28
Line Course  8
Live Action Role-Playing  7
Lock  172
Lock Picks  63
Locks  62

Construction of  62
Difficulty of  64
IFGS Lock System  62
Lock picks  63
Methods of opening  66
Picking of  66
Type of  64

Long Arrow  217
Lore, Battlefield  144
Lore, Heraldic  157
Lore, Legend  190
Lore, Major  192
Loremaster  11

Abilities of  262
Lore, Nature  213
Lore, People  230
Lore, Religion  105

M
Mage’s Script  174
Magic  77

Concealment  78
Detecting and Revealing of  77
Dispelling of  77
Glyphs  80
Illusions  78
Invisibility  79
Magic items  87

Magic Items  87
Activation of  91
Approval of  94
Artifacts  90
Bonding of  90
Generators, batteries, & crystals  

88
Items based on spells, abilities, or 

skills  88
Items of healing  89
Limitations on  92
Magical weapons  88
Physical representations of  90
Potions  89
Protection items  88
Scrolls  89
Types of  88

Magic User  168
Base attributes of  168
Life and spell points of  168
Spells of  255
Weapons and armor of  168

Major Lore  192
Make Arrows  214
Melange  219
Melee Combat  43

Calculating damage for   44
Magical damage  45
Mechanics of   43
Weapons for   44
Weapon types  31

Memory  231
Mend  172
Mental Signal  180
Message  174

Missile Protection  180, 195
Mist Bridge  134
Mist Servant  136
Monk  188

Abilities of  257
Base attributes of  188
Killing Specialty abilities  199
Life and ability points of  189
Movement Specialty abilities  

202
Spirit Specialty abilities  204
Weapons and armor of  188

Moonbeam  139
Motherwort  133
Move Without Tracks  195, 215

Group  221
Mute  116

N
Nature Lore  213
Nerve Strike  201
Neutralize Disease  112
Neutralize Magical or Supernatural 

Disease  161
Neutralize Non-Magical Disease  

159, 194
Neutralize Non-Magical Disease 

Potion  217
Neutralize Poison  113, 131, 194
Neutralize Poison Potion  217, 239
Nightshade  219
No Defense Arrow  224
No Defense Blow  161
Non-Player Character  11
Nullify Level Drain  164
Nullify Life Point Drain from Su-

pernatural Creature  163
Numbing Blow  164

O
Obscure Class  236
One-Point Rule  42
Open Registration Game  10
Opportunity Fire  48

P
Pain Strike  113
PC Fairness Rule  29
Penetrating Arrow  214
People Lore  230
Perceive Illusion  198
Perceive Illusionary Terrain  215
Personal Augury  206
Petrify  184
Phase 2 Out  184
Phase Out  178
Physical Attack  193

Improved  199
Physical Contact  19
Physical Protection  110
Physical Representations  24
Pick Locks  228
Plant Attack  130
Plant Seek  133
Plate Mail  161
Player Character  11
Poison  56

Kill Dagger poison  56
Other poisons  57
Red Death poison  57
Toxin poison  56

Elthos  80
Hapla  83
Holfet  81
Kolnath  85
Lopla  83
Magius  85
Malagorth  83
Mitnal  86
Mord  86
Passalon  86
Pyro  85
Regia  81
Rigortus  83
Rimesh  81
Selfen  83
Shestru  83
Silwar  84
Sinta  84
Solit  82
Svarq  81
Syat  82
Trefre  81
Ungoloranth  84
Uvas  82
Westru  85
Wid  82
Wither  86
Xardrin  82
Yum Cimil  81
Yum Kaax  81
Zicth  82

God’s/Goddess’s Boon  108
God’s/Goddess’s Favor  109
God’s/Goddess’s Hammer  116
God’s/Goddess’s Shadow  117
Gold  24
Group Concealment  220
Group Haven  119
Group Immunity to Fear  160
Group Move Without Tracks  221

H
Haven  105

Group  119
Heal  105, 127, 157, 254
Healing Damage  27
Healing, Earth  140
Healing Potion  213
Heal Plant/Animal  125
Heal, Ranged  118
Heal Self  190

Improved  204
Hellebore  219
Heraldic Lore  157
Hold Being  117
Hone Arrows +1  214
Hone Arrows +2  216
Hone Arrows +3  221
Hunting Pursuit  223

I
Identify Plant/Animal  125
Identify Potion  213
Identify Pure Water  126
Identify Supernatural Creature  157
Identify Undead  104
IFGS, History of  4
IFGS, Organizational structure 

of  5
Illusions  78

Disbelief in  78
Type 1  78
Type 2  78
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Area of  69
Attributes of  68
Components of  74
Conjuration time of  74
Consent Rule  75
Cost or uses of  72
Damage caused by  74
Default invocation time of  69
Disrupted invocation of  74
Duration of  70
Five Second Rule  76
How to invoke  73
Knockdowns from  70
Level Infl uential  71
Level of  69
Material components of  71, 75
Miscellaneous attributes of  70
Range of  69
Reversible  72
Somatic component of  75
Stacking of  70
Use at night  74
Verbal component of  75

Sponge  133
Spook  175
Spring Water  127
Stacking  95

Additional features of  97
Base  95
Damage Group  96
Dimension Group  96
How to stack  98
LI Group  96
Special Group  96
Stacking Groups  95
Time Group  96

Starbeam  139
Stasis  116
Strength I  157
Strength II  159
Strength III  162
Strength IV  165
Strong Arm  175
Stun  182
Stun Arrow  221
Subdue  28
Summon Storm  140
Sunbeam  139
Supernatural Wathit  108, 158
Sweep  202

T
Target Arrow  215
Telekinesis  182
Thief  226

Base attributes of  226
Life points of  226
Skills of  261
Weapons and armor of  226

Thief’s Edge  236
Thief’s Hearing  228

Improved  233
Thief’s Touch  235
Throat Slit  28
Throw  196
Thrown Missile Combat  50

Blocking of  50
Damage of  50
Mechanics of  50
Number of thrown missiles  50
Range of  50
Types of thrown missiles  34

Time Stop  19
Timing  190

Venom poison  56
Polymorph  183
Precognition  207
Preserve Plant  130
Propelled Missile Combat  45

Aiming time for  46
Archery testing  49
Calculating damage for  46
Critical hit  47
Hit types  47
Marginal hit  47
Mechanics of   45
Missile fi re at night  48
Number of propelled missiles 

allowed  48
Opportunity fi re  48
Physical representations for  33, 

45, 246
Range of  46
Shields and  46
Time between shots  47

Protests  29
Provide Shelter  214
Purify  120
Pursuit Rule  53

Determining the outcome of 
pursuit  55

Encumbrance  54
Initiating pursuit  54
Restrictions of pursuit  54

R
Raise Dead  121
Ranged Heal  118
Ranger  210

Abilities of  259
Base attributes of  210
Life and ability points of  210
Weapons and armor of  210

Ranger Herbs  219
Ranger’s Guardian  218
Read Language  172
Red Death Poison  57
Reduce Lock Type, -1  232
Reduce Lock Type, -2  240
Regenerate  119
Regenerate Limb  120
Registry Representative  13
Religion Lore  105
Remove Curse  110
Remove Glyph  113
Repair Chain Mail  147
Repair Plate  149
Repair Shields and Leather Armor  

145
Repulse Good/Neutral/Evil  106
Resin  133
Resist Death  162
Resist Pain  160
Restore Permanent Life/Spell Point  

120
Resurrection  61
Reveal Curse  110
Reveal Glyph  111
Reveal Magic  106, 127, 173
Reveal Supernatural Creatures  

106, 157
Rhino Hide  128
Rock to Mud  134
Role-Playing  15

Characater history  17
Character alignment  18
Costuming  16
Reacting to combat  15

Reacting to magic  15
Staying in character  15

Roles for IFGS Participants  11
Game Aide  14
Game Designer  12
Game Master  13
Game Producer  12
Game Writer  12
Loremaster  11
Non-Player Character  11
Player Character  11
Registry Representative  13
Safety Offi cer  14
Scorekeeper  13
Treasury Representative  14
Watchdog  13

Room Game  8

S
Sacrifi ce Throw  193
Safe Fall  193
Safety  19

Disallowed items  19
Down time  20
Physical contact  19
Time Stop  19

Safety Offi cer  14
Sanctify  111
Sanctioned Game  8
Sanctioning Committee  8
Savvy  173, 191

Enhanced   181
Scorekeeper  13
Scry Glyph  111
Seeds of the Elements  134
Sense I  194

Improved  204
Sense II  196

Improved  204
Sense Magic Item  190
Sense Poison  213, 228
Sense Potion Type  212
Sense Traps  215, 230
Set Needle Trap  232
Set Projectile Trap  234
Shadows of Concealment  135
Sharpen Daggers +1  230
Sharpen Daggers +2  236
Shiatsu I  204
Shiatsu II  206
Shields  39
Simon’s Spell  106
Skill. See  Spells, Abilities, & 

Skills; See  Spells, Abili-
ties, & Skills; See  Spells, 
Abilities, & Skills

Snare  223
Speak Easy  173
Speak to Winds  135
Speak with Animals  213
Speak with Dead  116
Speak With Plant/Animal  126
Specialization  196
Speed  197

Improved  203
Spell. See  Spells, Abilities, & 

Skills; See  Spells, Abili-
ties, & Skills; See  Spells, 
Abilities, & Skills

Spell Absorption  185
Spell Defense  179
Spell Negation  182
Spell Point Transfer  114
Spells, Abilities, & Skills  68

Toxin Poison  56
Tracer  180
Tracking  212, 232
Track Lore  221
Treasure  23

Limits on  94
Treasury Representative  14
Treeshift  131
Tripline  221
True Sight  184
Truth Force  119, 198
Truth Sense  205, 235
Turn Undead  104

V
Venom Poison  56
Vervain  133

W
Walk on Liquids  197
Wall of Fire/Ice/Lightning  185
Warp  128
Watchdog  13
Wathit  217

Supernatural  108, 158
Weakness  177
Weapons  30. See  Melee Combat, 

Propelled Missile Combat, 
& Thrown Missile Combat; 
See  Melee Combat, Pro-
pelled Missile Combat, & 
Thrown Missile Combat; 
See  Melee Combat, Pro-
pelled Missile Combat, & 
Thrown Missile Combat

Acid  35
Battle axe  32
Bows & crossbows  33
Construction of  245, 263, 264
Dagger  32
Flaming oil  35
Great axe  32
Hand axe  31
Hand-held melee  31
Holy or unholy water  35
Long sword  31
Oil  35
Propelled missile  33
Rock  35
Safe use of  30
Short sword  31
Spear and pole arm  32
Staff  32
Throwing dagger or star  35
Thrown Missile  34
Usage of  44

Weapon Shatter  150
Weapons Instructor  146
World Course  8
Wrath  114
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