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0-point races, III: 10, 14;  

goblin, III: 10; 
halfling, III: 14. 

15-point races, III: 11, 16;  
hobgoblin, III: 11;  
orc, III: 11;  
wildman, III: 16. 

20-point races, III: 5-10, 16;  
corpseeater, III: 5;  
dark one, III: 6;  
dwarf, III: 6; 
faun, III: 8;  
gnome, III:  9;  
half-elf, III: 7; 
half-orc, III: 10;  
high elf, III: 7;  
leprechaun, III: 9;  
mountain elf, III: 7; 
nymph, III: 9;  
sea elf, III: 7;  
shadow elf, III: 7;  
troll, III: 16;  
wood elf, III: 8. 

25-point races, III: 7, 9;  
gargoyle, III: 9; 
pixie, III: 9;  
winged elf, III: 7. 

30-point races, III: 15;  
dragonblooded, III: 15;  
lizard man, III: 15. 

40-point races, III: 5, 14;  
cat-folk, III: 5; 
minotaur, III: 14;  
ogre, III: 14. 

75-point races, III: 5, 12-13; 
air-infused, III: 13;  
celestial, III: 12; 
coleopteran, III: 5;  
earth-infused, III: 13;  
elder-spawn, III: 12;  
fireinfused, III: 13;  
infernal, III: 12; 
water-infused, III: 13. 

 
A 
 
Acid spider, II: 21. 
Acrobatics skill, II: 7-8, 12, 19. 

Acting skill, II: 10-11. 
Acute Taste and Smell, II: 9. 
Acute Vision, II: 9. 
Advantages, I: 14-15, III: 20, 39-42; 

Bard-Song Talent, III: 20;  
Bardic Magery, III: 20;  
Energy Reserve,III 39;  
Mortal Foe, III: 40;  
Two-Weapon Fighting, III: 41-42. 

Adventurer, I: 3. 
Air-infused, III: 13. 
Alchemy, III: 18. 
Alchemy skill, II: 3, 9, 14, 19. 
Alignment, I: 6-7, 15. 
Analyze Magic, II: 14. 
Animal Handling skill, II: 10, 12. 
Appearance, II: 15. 
Appearance, Hideous, III: 5, 14-15. 
Armor, I: 27-28, 30; II: 12; III: 8, 14; 

ogre, III: 14;  
magical, I: 30; 
sleeping in, II: 5. 
tiny, III: 8. 

Armoury skill, II: 3, 14, 19;  
Body Armor, II: 14;  
Missile Weapons, II: 19. 

Artifacts, II:29. 
as-Sharak, II: 21. 
Athletics, II: 7. 
 
B 
 
Backstabbing, ranged, III: 35. 
Balancing encounters, II: 27. 
Balancing parties, II: 30. 
Banestorm, III: 5. 
Barbarian, I: 4-5, 18. 
Barbarian choice races, III: 5-6, 8-12, 
14-16;  

coleopteran, III: 5; 
corpse-eater, III: 5;  
dwarf, III: 6;  
faun, III: 8;  
gargoyle, III: 9;  
goblin, III: 10;  
halforc,III: 10;  
hobgoblin, III: 11;  
orc, III: 11; 
infernal, III: 12;  
minotaur, III: 14; 
ogre, III: 14;  
half-ogre, III: 15;  
dragonblooded, III: 15;  
lizard man, III: 15; 
wildman, III: 16. 

Barbarians, III: 19-20, 38;  
lenses,III: 19-20. 

Bard, I: 5-6, 18. 
Bard choice races, III: 7-9;  

high elf, III: 7;  
faun, III: 8;  
nymph, III: 9. 

Bardic Magery, III: 20. 
Bard-Song, I: 21; III: 20. 
Bardic skills, III: 18. 
Bards, III: 20-22, 38;  

lenses, III: 20-22. 
Batchala, II: 23. 
Better Power Items, III: 6. 
Boating skill, II: 5. 
Body Sense skill, II: 9. 
Born Biter, III: 15. 
Born War Leader advantage, I: 14. 
Boss fights, II: 28. 
Breaking Blow skill, II: 8. 
Brotherhood of Ghouls, III: 6. 
 
C 
 
Call of the Wild, III: 16. 
Camouflage skill, II: 5, 11. 
Campaign power level, III: 4. 
Camping, II: 5. 
Captivate skill, II: 10. 
Carousing skill, II: 4, 17. 
Cartography skill, II: 6, 15. 
Cat-folk, III: 5. 
Celestial Nimbus, III: 12. 
Celestial, III: 12. 
Changing professions, III: 42. 
Charisma, II: 4, 10, 15. 
Cheap gear, II: 3-4. 
Chemicals, I 28. 
Chi Mastery, 21-22. 
Chi skills, III: 18, 31;  

with weapons ,III: 31. 
Choice professions, III: 5. 
Cleric, I: 6-7, 18-19. 

spells, I: 6-7, 19. 
Cleric choice races, III: 6, 9, 12; 

dark one, III: 6;  
dwarf, III: 6; 
gnome, III: 9;  
celestial, III: 12; 
elder-spawn, III: 12. 

Clerics, III: 22-24, 38;  
evil, III: 23-24; 
evil spells, III: 24;  
lenses, III: 22-24. 

Clerical Investment, II: 3, 15. 
Climbing skill, II: 7-8. 
Coleopteran, III: 5. 
Combat, II: 10-12;  

inspirational leadership, II: 11;  
support skills, II: 11-12;  
taunting, II: 12. 

Communicating, II: 7. 
Concoctions, I: 28. 
Connoisseur skill, II: 14. 
Continual Light, II: 6. 
Corpse-eater, III: 5-6. 
Cost factor, DF: 126. 
Counterfeiting skill, II: 4. 
Countermagic, I: 20. 



Create spells, I: 20. 
Criminal record, II: 4. 
Crushroom, II: 22. 
Cultural Adaptability, II: 10. 
Cure Disease, II: 4, 12. 
Current Affairs skill, II: 4, 15, 17. 
Curses, II: 9, 18. 
 
D 
 
Dancing skill, II: 4. 
Danger Sense, II: 10. 
Dark One, III: 6. 
Darkness, II: 6. 
Delver, I: 3. 
Detect Lies skill, II: 10. 
Detect Magic, II: 9. 
Diagnosis skill, II: 13. 
Disadvantages, I: 15-16. 
Disguise (Animals) skill, II: 10. 
Diplomacy skill, II: 10. 
Dire wolf, II: 22. 
Disarming traps, II: 9. 
Disguise skill, II: 10. 
Divine Gifts, III: 12. 
Dodge, II: 12, 19. 
Doomchild, II: 22. 
Doors, II; 6-7, 18-19. 
Dragon-blooded, III: 15. 
Dragonhide, I: 27. 
Dread Touch, III: 41. 
Drench, III: 13. 
Druid, I: 7, 18-20, 28;  

gear, I: 28; 
spells, I: 7, 19-20. 

Druid choice races, III: 6-9, 13; 
Dark one, III: 6;  
high elf, III: 7;  
faun, III: 8; 
gnome,III: 9;  
earth-infused, III: 13. 

Druids, III: 18, 24-25, 38;  
lenses,III: 24-25. 

Druidic Arts, I: 22 
Dungeon crawl, I: 3. 
Dungeon, I: 3; II: 16-17, 19-20, 27; 

balancing ,II: 27;  
encounters, II: 20;  
special features, II: 19;  
types of, II: 16-17. 

Dwarf, III: 6. 
Dwarven gear, I: 25-27; III: 6; 

armor,I: 26-27;  
rations, I: 25;  
shields,I: 27. 

 
E 
 
Earth-infused, III: 13. 
Economics, I: 23 
Eidetic Memory, II: 10. 

Elder Gift Talent, III: 6, 12. 
Elder things, III: 6, 12. 
Elder-spawn, III: 12. 
Elemental races, III: 13. 
Elven gear, I: 25-27; III: 6; 

rations,I: 25;  
weapons, I:26. 

Elves, III: 6-8;  
best-tasting, III: 8. 

Encounters, II: 20, 27;  
balancing, II: 27;  
types of, II: 20. 

Energy Reserve, III: 39. 
Enlarge spell, I: 20. 
Equipment, see Gear. 
Erupting slime, II: 23. 
Escape skill, II:8. 
Esoteric Medicine skill, II: 11, 13. 
Esoteric Medicine specialties, III: 18. 
Evil, III: 23-24, 27, 41;  

clerics, III: 23-24;  
evil spells, III: 24;  
Unholy Might, III: 41;  
unholy warriors, III: 27. 

Exorcism skill, II: 9. 
Expenses, training, III: 43. 
 
F 
 
Faerie folk, III: 8-9;  

gear, III: 8. 
Falling damage, II: 19. 
Fantasy, III: 5. 
Fast-Talk skill, II: 10, 14. 
Fatigue loss, II: 5. 
Faun, III: 8 
Filch skill, II: 4. 
Finding traps, II: 8. 
Fire-infused, III: 13. 
First Aid skill, II: 11, 13. 
Fishing skill, II: 5. 
Flaming Fingers, III: 13. 
Flaming Hair, III: 13. 
Flaming skull, II: 23. 
Flesh-eating ape, II: 23. 
Forbidden templates, III: 5. 
Foraging, II: 5. 
Forced Entry skill, II: 8, 13. 
Forest Guardian Talent, III: 7. 
Forgery skill, II: 14. 
Foul bat, II: 23. 
Frost snake, II: 24. 
 
G 
 
Gambling skill, II: 4. 
Game balance, II: 27. 
Gargoyle, III: 9. 
Gear, I: 23-30, II: 3-4, 6; III: 8, 14, 21, 
23; 

acquiring, II:  3-4;  

basic, I: 23-24;  
Boffer arrows, III: 23;  
bow-harp, III: 21;  
chemicals, I: 28;  
esoteric, I: 26;  
giants, I: 27-28;  
light sources, II: 6; 
magical, I: 29-30;  
ogre,III: 14;  
poisons, I: 28-29;  
special order, I: 25-26. 
tiny, III: 8. 

Gesture skill, II: 7, 10. 
Getting caught, II: 4. 
Giant rat, II: 24. 
Giant Weapons, III: 10, 14.Glow, II: 6. 
Gnomes, III: 8, 10;  

tiny gear, III: 8. 
Goblin-kin, III: 10-11. 
Goblins, III: 10. 
Golem-armor swordsman, II: 24. 
 
H 
 
Hack-n-slash, I: 3. 
Half-elves, III: 7. 
Half-ogres, III: 15. 
Half-orcs, III: 10. 
Half-spirits, III: 12-13. 
Halfling Marksmanship Talent, III: 14. 
Halflings, III: 14; 

tiny gear, III: 8. 
Hazardous Materials skill, II: 9, 13, 19;  

Magical, II: 9, 13. 
Hazards, II: 8, 18. 
Healing, II: 11, 13. 
Heraldry skill, II: 9, 14. 
Herb Lore, III: 18. 
Hero, I: 3. 
Heroic Archer advantage, I: 14. 
Hidden Lore skill, II: 9-10, 14, 17. 
High Manual Dexterity, II: 9, 13, 19. 
Higher Purpose, II: 10. 
Hiking skill, II: 5. 
Hobgoblin, III: 11. 
Holdout skill, II: 12. 
Holiness, II: 9, 14-15. 
Holy Might, I: 22. 
Holy warrior, I: 7-8, 18. 
Holy warrior choice races, III: 6, 12;  

dwarf, III: 6;  
celestial, III: 12. 

Holy warriors, III: 25-28, 38, 41; 
evil, III: 27;  
Unholy Might, III: 41; 
lenses, III: 25-28. 

Horde zombie, II: 24. 
Hypnotism skill, II: 10. 
 
I 
 



Improving characters, III: 18. 
Incompetence disadvantage, I: 16. 
Infernal Gifts, III: 13. 
Infernal, III: 12. 
Infravision, II: 20. 
Infused, III: 13. 
Interrogation skill, II: 13. 
Intimidation skill, II: 12. 
Invisibility spell, I: 20. 
 
J 
 
Jumping skill, II: 7-8, 19. 
 
K 
 
Knight, I: 8-9, 18. 
Knight choice races, III: 5-6, 9-12, 14-
16;  

coleopteran, III: 5;  
corpseeater,III: 5;  
dwarf, III: 6;  
gargoyle, III: 9; 
goblin, III: 10;  
half-orc, III: 10;  
hobgoblin, III: 11;  
orc, III: 11;  
infernal,III: 12;  
minotaur, III: 14;  
half-ogre, III: 15; 
dragon-blooded, III: 15;  
lizard man, III: 15;  
wildman, III: 16. 

Knights, III: 28-29, 39;  
lenses, III: 28-29. 

Knot-Tying skill, II: 12. 
 
L 
 
Leadership skill, II: 11. 
Lenses, III: 17-37;  

interpreting, III: 18. 
Leprechaun Charms, III: 9. 
Leprechauns, III: 9;  

tiny gear, III: 8. 
Leveling, III: 38-39, 42-43. 
Lifting skill, II: 8. 
Lifting ST, II: 8. 
Light Jet, II: 6. 
Light, II: 6. 
Lip Reading skill, II: 7. 
Lizard men, III: 15. 
Lockpicking skill, II: 8, 13, 18. 
Locks, II: 18. 
Loot, II: 13-15, 28-29;  

getting a good price, II: 14;  
how much?, II: 29;  
splitting, II: 14. 

 
M 
 

Mage Sight, II: 9. 
Magic items, I: 30. 
Mapping, II: 6, 17-18. 
Marching order, II: 6. 
Marginal professions, III: 5. 
Martial artist, I: 9-10, 18. 
Martial artist choice races, III: 5, 8, 13;  

cat-folk, III: 5;  
wood elf, III: 8; 
air-infused, III: 13;  
fire-infused, III: 13; 
water-infused, III: 13. 

Martial artists, III: 29-31, 39;  
lenses, III: 29-31. 

Meals, II: 5. 
Meditation skill, II: 15. 
Merchant skill, II: 14-15. 
Merchants’ Guild, II: 4. 
Meteoric gear, I: 27. 
Mimicry skill, II: 7, 10. 
Mind Blast, III: 40. 
Mindwarper, II: 25. 
Minotaurs, III: 14. 
Money, II: 3-5, 14;  

extra, I: 4. 
Monsters, II: 9-10, 13, 18, 21-27;  

balancing, II: 18, 27;  
exploiting weaknesses, II: 10;  
samples, II: 21-26;  
valuable pieces of, II: 13;  
weaknesses, II: 20. 

Monster races, III: 11. 
Mortal Foe, III: 40. 
Munchkin, I: 3, 14. 
Musical Composition skill, II: 4, 15. 
Musical Influence skill, II: 10. 
Musical instruments, I: 24. 
Musical Instrument skill, II: 4, 11. 
 
N 
 
Naturalist skill, II: 5, 9, 13, 17. 
Navigation skill, II: 5. 
Negotiation, II: 10. 
New advantages, I: 14. 
Neutralize Poison, II: 13. 
Niche protection, III: 17. 
Night-Adapted Vision, III: 16. 
Ninja, III: 31, 35. 
Nymphs, III: 9. 
 
 
O 
 
Observation skill, II: 5-7. 
Obstacles, II: 7-8, 18-19. 
Occultism skill, II: 9. 
Ogres, III: 14-15. 
Orcs, III: 11. 
Orichalcum gear, I: 27. 
Outdoors, I: 4, 7, 10. 

 
P 
 
Panhandling skill, II: 4. 
Parkour, II: 7. 
Parley, II: 10. 
Party order, II: 6. 
Penalties, II: 6-7. 
Perception, II: 5. 
Performance skill, II: 4. 
Perks, III: 6, 9-10, 12-14, 16;  

Better Power Items, III: 6;  
Brotherhood of Ghouls, III: 6;  
Call of the Wild, III: 16;  
Celestial Nimbus, III: 12; 
Divine Gifts, III: 12;  
Drench, III: 13; 
Dwarven Gear, III:  6;  
Elven Gear, III: 6;  
Flaming Fingers, III: 13; 
Flaming Hair, III: 13;  
Giant Weapons, III: 10, 14;  
Infernal Gifts, III: 13; 
Leprechaun Charms, III: 9;  
Pixie Shot, III: 9;  
Puff of Air, III: 13; 
Stone Fist, III: 13;  
Stony, III: 9. 

Persuade skill, II: 10. 
Peshkali, II: 25. 
Pharmacy skill, II: 13. 
Physiology skill, II: 10, 13. 
Pickaxe Penchant Talent, III: 6. 
Picking locks, II: 8, 13. 
Pickpocket skill, II: 4. 
Pixie Shot, III: 9. 
Pixies, III: 9;  

tiny gear, III: 8. 
Poetry skill, II: 4, 15. 
Points, budgeting and, III: 4-5, 17-18. 
Points for money, I: 23. 
Poisons, I: 28-29. 
Potions, I: 29. 
Poisons skill, II: 3, 9, 12-13, 19. 
Posting watch, II: 5. 
Power Blow skill, II: 8. 
Power Investiture, II: 9, 14-15, 28. 
Power items, I: 28. 
Power level, III: 4. 
Power-ups, III: 38-39, 42-43. 
Powers, I: 20-22; III: 40-41; 

countermagic, I: 20. 
Psionics, III: 40-41; 
Unholy Might, III: 41. 

Prisoners, II: 12. 
Professions, changing, III: 42. 
Propaganda skill, II: 4, 15. 
Prospecting skill, II: 14, 17. 
Psionics, III: 40-41. 
Psychology skill, II: 10, 12; 

monsters and, II: 10. 
Public Speaking skill, II: 4. 



Puff of Air, III: 13. 
Punch, Sean, II: 2. 
Purchasing gear, II: 3-4. 
 
Q 
 
Quests, II: 4, 17;  

rumors of, II: 17. 
 
R 
 
Races, III: 4-16;  

from other books, III: 5; 
with negative reaction modifiers, 

III: 5-7, 9-12, 14-16. 
Religious Ritual skill, II: 12, 14-15. 
Religious Ritual specialties, III: 18. 
Remove Curse, II: 9. 
Reptilians, III: 15. 
Research skill, II: 4, 17. 
Riding skill, II: 5. 
Rogues in battle, II: 11. 
Roles, III: 17. 
 
S 
 
Saving the PCs, II: 15. 
Savoir-Faire skill, II: 4. 
Scout, I: 10-11, 18. 
Scout choice races, III: 5, 7-7, 13-16;  

cat-folk, III: 5;  
half-elf, III: 7; 
mountain elf, III: 7;  
sea elf, III: 7; 
shadow elf, III: 7;  
winged elf, III: 7; 
wood elf, III: 8;  
faun, III: 8; 
air-infused, III: 13; 
fire-infused, III: 13; 
water-infused, III: 13;  
halfling, III: 14; 
lizard man, III: 15;  
troll, III: 16; 
wildman, III: 16. 

Scouts, III: 31-32, 39;  
lenses, III: 31-32. 

Scouting, II: 7. 
Scrounging skill, II: 3, 15. 
Seamanship skill, II: 5. 
Sean Punch, II: 2. 
Search skill, II: 13, 29. 
Secret doors, II: 6-7, 19. 
Serendipity, II: 3. 
Sex Appeal skill, II: 10. 
Shadowing skill, II: 7. 
Shields, I: 27. 
Siege beast, II: 25. 
Signaling, II: 7. 
Signature Gear advantage, I: 23. 
Singing skill, II: 4, 11-12. 

Skiing skill, II: 5, 8. 
Skill,  

Acrobatics, II: 7, 8, 12, 19;  
Acting, II: 10-11;  
Alchemy, II: 3, 9, 14, 19;  
Animal Handling, II: 10, 12;  
Armoury, II: 3, 14, 19;  
Boating, II: 5;  
Body Sense, II: 9;  
Breaking Blow, II: 8;  
Camouflage, II: 5, 11;  
Captivate, II: 10;  
Carousing, II: 4, 17;  
Cartography, I: 6, 15;  
Climbing, II: 7-8;  
Connoisseur, II: 14;  
Counterfeiting, II: 4;  
Current Affairs, II: 4, 15, 17;  
Dancing, II: 4;  
Detect Lies, II: 10;  
Diagnosis, II: 13;  
Diplomacy, II: 10;   
Disguise, II: 10;  
Disguise (Animals), II: 10; 
Escape, II: 8;  
Esoteric Medicine, II: 11, 13;  
Exorcism, II: 9;  
Fast-Talk, II: 10, 14;  
Filch, II: 4;  
First Aid, II: 11, 13;  
Fishing, II: 5;  
Forced Entry, II: 8, 13;  
Forgery, II: 14;  
Gambling, II: 4;  
Gesture, II: 7, 10;  
Hazardous Materials, II: 9, 13, 19;  
Heraldry, II: 9, 14;  
Hidden Lore, II: 9-10, 14, 17;  
Hiking, II:  5;  
Holdout, II: 12;  
Hypnotism, 10; 
Interrogation, 13;  
Intimidation, 12;  
Jumping, 7-8, 19;  
Knot-Tying, 12;  
Leadership, II: 11;  
Lifting, II: 8;  
Lip Reading, II: 7;  
Lockpicking, II: 8, 13;  
Meditation, II: 15;  
Merchant, II: 14-15;  
Mimicry, II: 7, 10;  
Musical Composition, II: 4, 15;  
Musical Influence, II: 10;  
Musical Instrument, II: 4, 11;  
Naturalist, II: 5, 9, 13, 17;  
Navigation, II: 5;  
Observation, II: 5-7;  
Occultism, II: 9;  
Panhandling, II: 4;  
Performance, II: 4;  
Persuade, II: 10;  

Pharmacy, II: 13;  
Physiology, II: 10, 13;  
Pickpocket, II: 4;  
Poetry, II: 4, 15;  
Poisons, II: 3, 9, 12-13, 19;  
Power Blow, II: 8; 
Propaganda, II: 4, 15; 
Prospecting, II: 14, 17; 
Psychology (Monster), II: 10;  
Psychology, II: 12; 
Public Speaking, II: 4; 
Religious Ritual, II: 12, 14-15;  
Research, II: 4, 17; 
Riding, II: 5;  
Savoir-Faire, II: 4;  
Scrounging, II: 3, 15; 
Seamanship, II: 5;  
Search, II: 13, 29;  
Sex Appeal, II: 10; 
Shadowing, II: 7;  
Singing, II: 4, 11-12;  
Skiing, II: 5, 8; 
Sleight of Hand, II: 4; 
Smuggling, II: 4;  
Speed-Reading, II: 14;  
Stealth, II: 7, 11, 20;  
Strategy, II: 11; 
Streetwise, II: 4, 15, 17; 
Suggest, II: 10;  
Surgery, II: 13; 
Survival, II: 4-5, 13;  
Sway Emotions, II: 10; 
Swimming, II: 8;  
Tactics, II: 11;  
Thaumatology, II: 9, 11, 13-14, 19;  
Theology, II: 4, 9, 15, 17;  
Throwing, II: 8; 
Tracking, II: 5, 7;  
Traps, II: 5-8, 12-13, 19-20;  
Urban Survival, II: 4, 17; 
Ventriloquism, II: 10; 
Veterinary, II: 13;  
Weather Sense, I: 5;  
Writing, I: 4, 15; 
Herb Lore, II: 3;  
Merchant, II: 4. 

Skills, I: 16-18; III: 18, 31; 
bardic, III: 18;  
chi and weapons, III: 31;  
chi, III: 18;  
combining templates and lenses, III: 18. 
everyman, I:16;  
wildcard, I:18. 

Sleeping in armor, II: 5. 
Sleight of Hand skill, II: 4. 
Smuggling skill, II: 4. 
Social Chameleon, II: 10. 
Social Stigmas, II: 4; III: 6-7, 10-12, 14-16;  

Criminal Records, II: 4; 
Half-Breed, III: 7; 
Infernal, III: 12; 
Monster, III: 6, 14-16;  
Savage, III: 10, 15-16. 



Speed-Reading skill, II: 14. 
Spell-Archery, III: 41. 
Spells, I: 19-20, 30;  

changed, I:20;  
cleric, I: 6-7, 19;  
druid, I: 7, 19-20;  
magic items and, I: 30;  
template starting spells, I: 6-7, 13;  
wizard, I: 13, 20. 

Sponsors, II: 4. 
Starting money, I: 23. 
Stealth skill, II: 7, 11, 20. 
Stone Fist, III: 13. 
Stone golem, II: 26. 
Stony, III: 9. 
Strategy skill, II: 11. 
Streetwise skill, II: 4, 15, 17. 
Strength, team effort, II: 11. 
Suggest skill, II: 10. 
Sunlight, II: 6. 
Surgery skill, II: 13. 
Survival skill, II: 4-5, 13. 
Swashbuckler, I: 11-12, 18. 
Sway Emotions skill, II: 10. 
Swimming skill, II: 8. 
Swashbuckler choice races, III: 5, 9, 
12-13;  

cat-folk, III: 5;  
coleopteran, III: 5;  
corpse-eater, III: 5;  
leprechaun, III: 9;  
infernal, III: 12;  
air-infused, III: 13; 
fire-infused, III: 13;  
water-infused, III: 13. 

Swashbucklers, III: 33-34, 39; 
lenses, III: 33-34. 

 
T 
 
Tactics skill, II: 11. 
Talents, III: 6-7, 10, 12, 14;  

Elder Gift, III: 6, 12;  
Forest Guardian, III: 7; 
Halfling Marksmanship, III: 14; 
Pickaxe Penchant, III: 6;  
Widget- Worker, III: 10. 

Taunting, II: 12. 
Teamwork, II: 11. 
Template spells, I: 6-7, 13. 
Templates, I: 4-13, 18; III: 4-5; 

choice, III: 5; 
forbidden, III: 5;  
marginal, III: 5; 
overlapping, III: 4-5;  
racial, III: 4. 

Thaumatology skill, II: 9, 11, 13-14, 19. 
Theology skill, II: 4, 9, 15, 17. 
Theology specialties, III: 18. 
Thief, I: 12-13, 18. 
Thief choice races, III: 5-14, 16;  

catfolk , III: 5;  

dark one, III: 6;  
mountain elf, III: 7;  
shadow elf, III: 7;  
winged elf,III:7;  
wood elf, III: 8;  
leprechaun, III: 9; 
pixie, III: 9;  
gnome, III: 9;  
goblin, III: 10; 
half-orc, III: 10;  
orc, III: 11;  
elderspawn, III: 12;  
air-infused, III: 13; 
earth-infused, III: 13;  
halfling, III: 14; 
roll, III: 16. 

Thieves, III: 34-36, 39;  
lenses, III: 34-36. 

Thieves’ armor, I: 27. 
Throwing skill, II: 8. 
Time for travel, II: 5. 
Town adventures, II: 30. 
Toxifier, II: 26. 
Tracking skill, II: 5, 7. 
Trademark moves, II: 27. 
Training, III: 43. 
Traps skill, II: 5-8, 12-13, 19-20. 
Traps, II: 8-9, 18-20;  

samples,II: 20. 
Travel, II: 5, 9. 
Trickery, II: 10. 
Trigger, II: 26. 
Trolls, III: 16. 
True Faith (Turning), II: 10. 
Two-Weapon Fighting, III: 41-42. 
 
U 
 
Unholy Might, III: 41. 
Unholy warriors, III: 27 
Unique items, II: 29. 
Urban Survival skill, II: 4, 17. 
 
V 
 
Ventriloquism skill, II: 10. 
Veterinary skill, II: 13. 
 
W 
 
Watches, II: 5. 
Water-infused, III: 13. 
Weaknesses, II: 10, 20. 
Wealth, I: 23, II: 14-15. 
Weapon Bond advantage, I: 14. 
Weapons, I: 26-27, 30; III: 8; 

magical, I: 30; 
tiny, III: 8. 

Weather Sense skill, II: 5. 
Widget-Worker Talent, III: 10. 
Wildcard skills, I: 18. 

Wilderness, II: 20, 29. 
Wildman, III: 16. 
Wings, III: 7. 
Wizard, I: 13-14, 18, 20;  

spells, I: 13, 20. 
Wizard choice races, III: 6-9, 12; 

dark one, III: 6; 
half-elf, III: 7; 
mountain elf, III: 7;  
sea elf, III: 7; 
shadow elf, III: 7;  
winged elf, III: 7; 
wood elf, III: 8;  
leprechaun, III: 9; 
pixie, III: 9;  
gnome, III: 9;  
elderspawn, III: 12. 

Wizards, III: 36-37, 39;  
lenses, III: 36-37. 

Writing skill, II: 4, 15. 
 
 

 

 


