
Allomantic Charges (pg.273)

1 1 gram or pinch of metal flakes; contents of a Mistborn vial (per metal); a 
bead of atium

2 Several grams of metal flakes; a nail, earring, ring, copper clip

3 1/2 ounce of metal flakes; contents of a Misting vial; a boxing

4 1 ounce of metal flakes; a metal nuggest or paddock

5 Several ounces of metal flakes; a handful of metal dust or a small bar of 
metal

Metalminds (pg.282)
25 Small / A few grams (e.g. a metal nugget, nail, or ring)

100 Average / An ounce (e.g. a bracelet, set of rings, bracer, or necklace)

200 Large / Several pounds (e.g. a two-handed weapon, wagon wheel, or a coal 
stove)

500 Huge / Hundreds of pounds (e.g. a copper spire, wrought iron door, or a 
metal pillar)

Using Charges (pg.283)
1 to increase a dice pool, or to enhance a personal attribute

5 at a time to automatically add a Nudge to a roll, in addition to any Nudges gained from 
natural 6’s

10 at a time to increase the Outcome of his or her action by 1, or to achieve a similarly 
impressive effect

Burn Rate & Flaring (pg.274)
Metal Burn Rate Flare Rate
Aluminum Instant -

Atium 30sec -

Bendalloy 5min 30sec

Brass 20min 2min

Bronze 30min 3min

Cadmium 30min 3min

Chromium Instant -

Copper 40min 4min

Duralumin Instant -

Electrum 10min 1min

Gold 10min 1min

Iron 20min 2min

Lerasium Instant -

Malatium 1min 6sec

Nicrosil Instant -

Pewter 5min 30sec

Steel 20min 2min

Tin 1hr 6min

Zinc 20min 2min



Tin (pg.297) *Pewter (pg.301) *Iron (pg.305) *Steel (pg.311) Copper (pg.317) *Bronze (pg.323) *Zinc (pg.327) *Brass (pg.333) *Aluminum (pg.339) *Duralumin (pg.343) *Gold (pg.355) *Atium (pg.371) Chromium (pg.347) Nicrosil (pg.351) Electrum (pg.359) Cadmium (pg.363) Bendalloy (pg.367) Malatium (pg.375) Lerasium (pg.377)

Allo Burn Rate: B= 1hr  F= 6min Burn Rate: B= 5min  F= 30sec Burn Rate: B= 20min  F= 2min Burn Rate: B= 20min  F= 2min Burn Rate: B= 40min  F= 4min Burn Rate: B= 30min  F= 3min Burn Rate: B= 20min  F= 2min Burn Rate: B= 20min  F= 2min Burn Rate: Instantaneous (Also consumes all other metalbeing burned at this time) Burn Rate: Instantaneous (Also consumes all other metalbeing burned at this time) Burn Rate: B= 10min  F= 1min Burn Rate: B= 30sec  F= n/a Burn Rate: Instantaneous Burn Rate: Instantaneous (Also consumes all other metalbeing burned at this time) Burn Rate: B= 10min  F= 1min Burn Rate: B= 30min  F= 3min Burn Rate: B= 5min  F= 30sec Burn Rate: B= 1min  F= 6sec Burn Rate: Instantaneous

Flaring: You can flare 1 charge to shake off: Sleepiness, Nausea, ect. While flaring, you 
do NOT lose dice for having 0 health. Flaring: In addition to increasing your Pewter rating by 1 (Which consequently increases your 

"Physique" score and "Health" by 1 each) flaring this metal also lessens the severity 
of a single physical burden by one degree (so a mortal burden becomes grave, grave 
to serious, or serious is ignored)

Flaring: No benefit other than increasing Iron Rating by 1 Flaring: No benefit other than increasing Steel Rating by 1 Flaring: Flaring Copper provides no additional benefits beyond increasin your Copper rating by 1. Still, 
flaring Copper is quite useful when you're facing a powerful Seeker. Flaring: Flaring Bronze provides no additional benefits beyond increasig your Bronze rating by 

1. Flaring: It's impossible to conceal the effects of flared Zinc- your target is automatically 
aware of your manipulation- but doing so lets you use the metal offensively. It lets 
you batter your target with maddening or psychotic emotions. Entering a Mental 
Conflict that pits your Zinc against his/her "Spirit", and attacking his/her "Willpower" 
(pg.228). As rounds are won, the target grows more and more hysterical until, 
when, and if the Conflict is won, he/she flie into a virtually mindless state of frenzy.

Flaring: It's impossible to conceal the effects of flared Brass- your target is automatically 
aware of your manipulation- but doing so lets you use the metal offensively. It lets 
you quash the target's emotions to the point of numbness and debilitating apathy, 
entering a Mental Conflict that pits your Brass against his/her "Spirit", and 
attacking his/her "Willpower" (pg.228). As rounds are won the target grows more 
and more detached until, when and if the Conflict is won, he/she falls into a 
catatonic depression.

Flaring: n/a Flaring: n/a Flaring: Flaring Gold provides no additional benefits beyond increasing your Gold rating 
by 1. Flaring: n/a Flaring: n/a Flaring: n/a Flaring: Flaring Electrum provides no additional benefits beyond increasing your Electrum 

rating by 1. Flaring: Flaring Cadmium provides no additional benefits beyond increasing your Cadmium 
rating by 1. Flaring: Flaring Bendalloy provides no additional benefits beyond increasing your Bendalloy 

rating by 1. Flaring: Flaring Malatium provides no additional benefits beyond increasing your 
Malatium rating by 1. Flaring: n/a

Savant: A "Tineye" savant gains two free Nudges with rolls involving his or her senses 
while burning Tin, but is dependant on thos senses that the world seems dull 
and grey without them. When not burning Tin, the savant loses 1 die with rolls 
relying on senses.

Savant: A "Pewterarm" savant gains two free Nudges with "Physique" rolls while burning 
Pewter, ubt is also so accustomed to their abilities, that lethargy sets in without them. 
While not burning Pewter, the savant's "Physique" score drops by 1 (To a minimum of 
2)

Savant: A "Lurcher" savant gains two free Nudges with Iron rolls, but is also very 
connected to the surrounding world, losing a bit of perspective. When not burning 
Iron, your "Willpower" drops by 1.

Savant: A "Coinshot" savant gains two free Nudges with Steel rolls, but is also very 
accustomed to directly influencing the surrounding world, and often grows over-
confident as a result. When not burning Steel, the savant's Willpower drops by 1.

Savant: A Smoker savant gains two free Nudges with all rolls to resist manipulation or intimidation 
(Allomantic or otherewise) so long as he or she continues to burn Copper. This is a rare case of 
a Misting being largely unaffected by continuous burning, and so the savant suffers no penalties 
when not burning Copper.

Savant: A Seeker savant gains two free Nudges with Bronze rolls and is also among the least 
affected by continuous burning. Consequently, the savant suffers no penalties when 
not burning Bronze.

Savant: A Rioter savant gains two free nudges with Zinc rolls, but the constant burn also 
take a toll on the body. When not burning Zinc, the savant's "Health" drops by 1. Savant: A Soother savant gains two free Nudges with Brass rolls, but also spends so much 

time in his/her own mind that the body grows frail. When not burning Brass, the 
savant's "Health" drops by 1.

Savant: n/a Savant: n/a Savant: An Auger savant gains two free Nudges with Gold rolls, but also has a drastically 
altered view of the world, struggling to discern the present from the past. When 
not burning Gold, the savant's "Willpower: drops by 1.

Savant: n/a Savant: n/a Savant: n/a Savant: An "Oracle" savant gains two free Nudges with Electrum rolls, but also feels naked and 
exposed whenever the next moment isn't evident. When not burning Electrum, the 
savant's "Willpower" drops by 1.

Savant: A "Pulser" gains two free Nudges with all rolls made to affect someone outside of the 
Pulser's time bubble, but is also exposed to the raw fabric of time, which can lead to 
supreme arrogance…or primal terror. When not burning Cadmium, the savant's 
"Influence" score drops by 1.

Savant: A "Slider" savant gains two free Nudges with all rolls made to affect someone outside 
the Slider's time bubble, but also views themselves as a true master of time and grows 
peevish with anything short of absolute control. When not burning Bendalloy, the 
savant's "Charm" score drops by 1.

Savant: n/a Savant: n/a

Stunts: Blindsight: Your senses are so acute that you can feel vibrations 
through the floor, use sound as a sort of sonar, and 
sense the movement of air on your skin. This lets you 
move and act normally even in complete darkness, 
when blindfolded, and any other time you're left 
sightless. You still cannot take action that requres sight 
(I.e. reading) This stunt grants the "Blindsight" trait 
while burning/flairing Tin.

Stunts: Denser Tissues: While burning Pewter, your flesh becomes tougher and 
denser. You suffer 1 less damage from physical 
attacks. You may take this Stunt a second time, 
reducing the damage suffered by 1 more (Maximum of 
2)

Stunts: Increased Velocity: You may pull objects at a velocity of up to 250mph, and 
the damage they inflict increases by 1. Stunts: Increased Velocity: You may push objects at a vlocity of up to 250mph, and 

the damage they inflict increases by 1. Stunts: Extend Mental Protection: All characters in your coppercloud benefit from the 
same resistance you have to emotional Allomancy. Stunts: Increased Range: Your detection range increases from 100 paces 

(Medium Range) to 300 paces (Long Range), you may 
take this Stunt a second time, extending your range to 
1000 paces (Extreme Range)

Stunts: Affect Crowd: While burning Zinc, you may simultaneously riot a 
number of people up to 20x your Zinc rating, though 
you lose 2 dice with all Zinc rolls when manipulating 
multiple characters at once (pg.225). You may NOT use 
this Stunt while flaring Zinc.

Stunts: Affect Crowd: While burning Brass, you may simultaneously soothe a 
number of people up to 20x your Brass rating, though 
you lose 2 dice with all Brass rolls when manipulating 
multiple characters at once (pg.225). You may NOT use 
this Stunt while flaring Brass.

Stunts: n/a n/a Stunts: n/a n/a Stunts: Golden Will: You're perfectly comfortable recalling multiple lives, and 
so you don't lose "Willpower" when burning Gold. Stunts: Atium Advantage: When burning Atium, you may reduce the pool of a 

character defending or reacting to one of your actions 
by 2 dice. If this reduces the pool to less than 2 dice, 
the character's defense or reaction fails automatically.

Stunts: Defensive Leeching: Once per Beat, when an Allo hits or otherwise makes 
direct physical contacts with you, you may immediately 
burn Chromium, depleting the opponent's stored 
charges at the moment of contact. If the Allo's action 
involves a roll, this is a Contest; make a Chromium roll 
and if your Result beats that of your opponent, all 
charges he/she has stored (Of all metals) are 
immediately wiped out. If the Allo'd action involves no 
roll, you must instead make a Difficulty 1 Chromium roll 
to wipe out his/her stored charges. You may take this 
Stunt up to twice more, per Beat.

Stunts: Limited Nicroburst: When you burn Nicrosil, you learn the metals your 
target is currently burning, though not the number of 
charges the target has stored for each metal. You may 
choose to ignore one metal your target is currently 
burning, leaving any charges of that metal unaffected 
by the burst. You may NOT ignore the only metal your 
target has stored, as that would mean no charges are 
consumed and no power is generated to fuel the burst.

Stunts: Instinctive Burning: You instinctively start burning Electrum in response to 
threats, gaining Defense Dice from Electrum whenever 
you're attacked- even when you aren't aware of the 
impending attack. This grants no extra benefit if you're 
attacked while already burning Electrum.

Stunts: Long-Range Bubble: Your Cadmium bubbles may extend outward up to 300 
paces (Long Range) Stunts: Faster Time: The time differential within your bubbles may be set to 

up to 20x your Bendalloy rating. (i.e. with a Bendalloy 
rating of 3, one minute outside the bubbles may be 
equal up to 60min inside.)

Stunts: n/a n/a Stunts: n/a n/a

(Trait)  (Reaction) (Trait)

Focused Sense: While burning Tin you add 1 additional die with rolls 
relying on one sense (chosen when you acquire this 
Stunt). You may gain this Stunt up to five times, once 
for each sense.

Extreme Speed: You can run as fast as a galloping race horse (appx 
40mph). During each beat, you may take up to 2 steps 
toward or away from a target without penalty, or you 
may choose not to gain any Action/Defense Dice for the 
round and take 3 steps toward or away from a target.

Iron Redirection: Once per beat, you may pull metal objects that are 
already in motion (i.e. shot coins, metal arrowheads), 
potentially redirecting their flight. This is a Reaction (pg.
177), and grants you a number of dice for your Reaction 
roll equal to your Iron rating. You may add 
Action/Defence Dice to this pool if you like, though you 
may not use more than 10 dice. If your Reaction result 
beats the attackers result initial result, you may adjust 
the object's trajectory enough that it either misses the 
original target, or it flies toward you instead (your 
choice). With success, and if you bull the object toward 
yourself, you may also spend 2 Nudges to catch it. You 
may take this Stunt 3 times total, each time gaining the 
ability to use this Reaction once more per beat (Though 
only usable once to each attack/event/circumstance).

Long Range: You detct and may push metal objects out to 300 paces 
(Long Range) Increased Mental Protection: A character who uses emotional (Brass or Zinc) 

Allomancy against you loses a number of dice equal to 
your Copper rating plus 2.

Broad Seeking: When rolling Bronze to learn how a detected 
Allomancer is using his/her "Power", your standard 
option (ask a single question about one Allomancer to 
determine a difficulty) is replaced with two new ones: - 
You may siply roll targeting any one dedicated 
Allomancer without asking a question, learning 
everything that your result allows (i.e. with a result of 4, 
you learn all the simple, basic, detailed, and specific 
information about that one Allomancer) -You may 
alternatively ask one question about all Allomancers in 
range, and with success against that question's difficulty 
you learn the answer about all of them (i.e. if you 
sensed three allomancers in range, you could ask what 
Stunts they're using and with a Bronze result of 3 or 
higher, you would learn that information about all three 
of them.)

Enduring Emotions: Emotions you riot linger for up to an hour after you stop 
focusing on the victim.

Enduring Emotions: Emotions you soothe linger for up to an hour after you 
stop focusing on the victim.

n/a n/a n/a n/a  Hindsight: The power of hindsight informs your present decisions, 
often very well. While burning Gold, you gain 1 die with 
"Wits" rolls.

Atium Nudge: When burning Atium, you may reduce your rating with 
the metal by 2 to gain 1 free Nudge with each roll you 
make in the current Beat. You may take this Stunt 
multiple times, each time increasing the amount you 
can reduce your Atium rating by 2, and the free Nudges 
you gain with this round's rolls by 1 (So if you take the 
Stunt twice, you may reduce your Atium rating by 2 to 
gain 1 free Nudge with this roun'd rolls or you can 
reduce your Atium rating by 4 to gain 2 free Nudges 
with this round's rolls, and so on)

Multiple Targets: You may consume the metal stores of any number of 
characters you're touching, at a cost of 1 Chromium 
charge per target.

Multiple Targets: You may consume the metal stores of any number of 
characters you're touching, rather than just one.

Slow-Burning Electrum: Your Electrum burn rate is doubled. You may take this 
Stunt  two times total. This does not affect your flaring 
rate.

Slow-Burning Cadmium: Your Cadmium burn rate is doubled. You may take this 
Stunt  two times total. This does not affect your flaring 
rate.

Medium-Range Bubble: Your Bendalloy bubbles may extend outward up to 100 
paces (Medium Range)

n/a n/a n/a n/a

(Reaction)

Piercing Sight: Wile burning Tin, you can see twice as far through the 
mists, and see clearnly through thin objects like sheer 
curtains, dirty windows, and murky water. In addition, 
this stunt grants the "Piercing Sight" trait while 
burning/flairing Tin.

Inhuman Endurance: You may exert yourself for a number of days up to your 
Pewter rating without suffering Pewter drag. In addition, 
this Stunt grants the "Inhuman Endurance" Trait while 
you're burning/flairing Pewter.

Ironslide: You may pull youself at a heavy object at break-neck 
speed. During each beat, you may Ironpull to take up to 
two steps toward/away from a target without penalty, or 
you may choose to not gain any AD/DD for the round to 
take three steps toward/away from a target.

Multiple Targets: You have finer control of your Steelpushing and may 
simultaneously push a number of individual metl 
objects, or attack a number of different targets, up to 
your Steel Rating. When attacking multiple targets, 
make a single Steel roll which each target must defend 
against individually. Nudges are ignored (they may not 
be gained) when using Steel to attack multiple targets.

Iron Will: While burning Copper, you ignore 1 point of "Willpower" 
damage from each successful attack. You may take this 
Stunt one additional time, increasing the "Willpower" 
damage you ignore to 2.

Slow-Burning Bronze: Your Bronze burn rate is doubled. You may take this 
Stunt  two times total. This does not affect your flaring 
rate.

Focused Emotion: Choose one emotion when you gain this Stunt (i.e. love, 
lust, rage, ect.). Your Zinc rating increases by 1 when 
you riot this emotion. You may take this Stunt any 
number of times, but only once per emotion

Focused Emotion: Choose one emotion when you gain this Stunt (i.e. love, 
lust, rage, ect.). Your Brass rating increases by 1 when 
you soothe this emotion. You may take this Stunt any 
number of times, but only once per emotion

n/a n/a n/a n/a  Slow-Burning Gold: Your Gold burn rate is doubled. You may take this Stunt  
two times total. This does not affect your flaring rate.

n/a n/a n/a n/a Selective Nicroburst: When you burn Nicrosil, you may choose the metal your 
target must use for his/her next action (Though not how 
it's used, if there are other options)

n/a n/a Slower Time: The time differential within your bubbles may be set up 
to 40x your Cadmium rating (i.e. with a Cadmium rating 
of 4, one minute inside the bubble may equal up to 160 
minutes outside.)

Slow-Burning Bendalloy: Your Bendalloy burn rate is doubled. You may take this 
Stunt  two times total. This does not affect your flaring 
rate.

n/a n/a n/a n/a

(Trait)

Sense Memory: You have near-perfect memory with a single sense (i.e. 
identify familiar voices/smells). No additional rolls are 
required for these actions; they are automatically 
successful. You may gain this stunt up to five times, 
once for each sense.

Prodigious Strength: While burning Pewter, you add an additional die with 
"Physique" rolls involving physical strength, including 
lifting and moving objects, and weilding heavy 
weapons. You may take this Stunt twice.

Long Range: You detect and may pull metal objects out to 300 paces 
(Long Range)

Slow-Burning Steel: Your Steel burn rate is doubled. You may take this 
Stunt  two times total. This does not affect your flaring 
rate.

Slow-Burning Copper: Your Copper burn rate is doubled. You may take this 
Stunt  two times total. This does not affect your flaring 
rate.

Subconscious Seeking: While burning Bronze, You detect Allomantic activity 
within range without having to concentrate, which lets 
you take other actions at the same time and, as any 
other actions allow, perciece your immediate physical 
surroundings as normal.

Humiliating Hysteria: When flaring Zinc, you may attack "Reputation" instead 
of "Willpower", with each round won representing the 
bad name your target acquires due to his/her erratic 
behavior, and ultimate victory representing everyone 
cutting the target off, at least for the time being.

Push Emotion: You subtly soothe nearly everyone around you when 
burning Brass. At these times you gain 1 die to "Charm" 
rolls. You do not gain this bonus with any roll that also 
gains dice due to soothed emotions (i.e. you may not 
stack this benefit with the basic use of Brass).

n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

Slow-Burning Tin: Your Tin burn rate is doubled. You may take this stunt  
two times total. This does not affect your flaring rate.

Slow-Burning Pewter: Your Pewter burn rate is doubled. You may take this 
Stunt  two times total. This does not affect your flaring 
rate.

Multiple Targets: You have finer control of you Ironpulling and may 
simultaneously pull a number of individual metal 
objects, or attack a number of different targets, up to 
your Iron rating.When attacking multiple targets, make a 
single Iron roll which each target must defend against 
individually. Nudges are ignored (they may not be 
gained) when using Iron to attack multiple targets.

Steel Deflection: once per Beat, you may pus metal objects that are 
already in motion (Such as coins, or metal arrow heads) 
potentially redirecting their flight. This is a reaction (pg.
177), and grants you a number of dice for your reaction 
roll equal to your Steel rating. You may add 
Action/Defense Dice to this pool, though you may not 
roll more than ten, as per usual. If your Reaction Result 
beats the attacker's reult, you may adjust the object's 
trajectory enough that it misses the original target and 
flies away toward a different target within range (Other 
than the original attacker). You may may take this Stunt 
up to twice more, each time gaining the ability to use 
this Reaction once more per Beat (Though you may still 
only react once to each attack, event, or circumstance.)

Larger Coppercloud: Your coppercloud extends out to 100 paces in all 
directions (Medium Range)

n/a n/a Tug Emotion: You subtly riot nearly everyone around you when 
burning Zinc. At these times you gain 1 die to "Charm" 
rolls. You do not gain this bonus with any roll that also 
gains dice due to rioted emotions (i.e. you may not 
stack this benefir with the basic use of Zinc).

Slow-Burning Brass: Your Brass burn rate is doubled. You may take this 
Stunt  two times total. This does not affect your flaring 
rate.

n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

(Reaction)

n/a n/a Unconcious Burning: You automatically burn Pewter when unconcious, 
though only if injured. (So you do not burn while asleep 
if it is unecessary) Each Pewter charge burned in this 
fashion lasts for three hours, and the only benefit it 
conveys are the increased health, accelerated healing, 
and avoiding Pewter drag. It has no effect on 
"Physique" rolls or dice pools. This ability ends as soon 
as you are awake/concious.

Slow-Burning Iron: Your Iron burn rate is doubled. You may take this Stunt  
two times total. This does not affect your flaring rate.

Steel Running: By pushing off the metals in your equipment, you can 
move as fast as a galloping horse (approximately 40 
mph). During each Beat, you may Steelpush to take up 
to 2 steaps toward or away from a target without 
penalty, or you may choose not to gain any AD/DD for 
the round to take  3 steps toward or away from a target.

n/a n/a n/a n/a Slow-Burning Zinc: Your Zinc burn rate is doubled. You may take this Stunt  
two times total. This does not affect your flaring rate.

Medium Range: You may soothe targets wthin 100 paces (Medium 
Range)

n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

Feru Storing: While storing a sense, you lose 1 die per charge currently being stores with 
"Wits" rolls involving that sense. You may only store one sense per tinmind. 
The maximum number of charges you may store in any hour is equal to your 
Tin rating or your "Wits" score, minus 1, whichever is lower.

Storing: When storing, you lose 1 die per charge currently being stored with rolls involving 
physical strength. Note: This storing does NOT affect your "Health" - Only physical 
might. The maximum number of charges you may store in any hour is equal to your 
Pewter rating or your "Physique" score minus 1, whichever is lower.

Storing: When storing, your bodyweight drops by roughly 10% per charge currently being 
stored. The maximum number of charges you may store in any hour is equal to 
your Iron rating, or 9 (=90% of your bodyweight), whichever is lower. Also while 
storing, it is easier to jump and climb, and you suffer less damage from falls. For 
every two charges being stored, you gain 1 die with "Physique" rolls to jump or 
climb, and damage from falling drops by 1. Other characters gain the same 
number of dice when attempting to grapple/throw you, or for any other activity that 
pits their weight against yours. You may only store your own weight within an 
ironmind; not your gear/clothing. So, the heavier your equipment load, the more 
likely you are to be pinned down while storing weight. 

Storing: When storing, your reflexes and movement speed are diminished and you lose 1 die 
per charge currently being stored with "Physique" rolls involving physical speed 
during a Physical speed or response time. The maximum number of charges you 
may store in any hour is equal to your Steel rating or your "Physique" score minus 1, 
whichever is lower.

Storing: While storing memory, each charge represents one piece of useful and important information 
(Like the location of a vital object or a secret relevant to the current story) or one learned Trait 
(Such as a profession, skill, or bit of training) The maximum number of charges you may store in 
any hour is equal to your Copper rating or your "Wits" score minus 1, whichever is lower. Unlike 
most Feru storage, memory does not reset when the process is complete. Stored memories 
remain lost until tapped, and only return when tapped: at all other times those memories are 
simply gone. They may not be dredged up, even under duress. The Narrator always has the 
final say as to what information qualifies for storing in a coppermind.

Storing: While storing wakefulness, you lose a die per charge currently being stored with 
"Physique" rolls involving endurance and "Wits" rolls involving awareness. Additionally, 
your "Wits" score is considered 1 lower per charge currently being stored for the 
purpose of declaring actions in a conflict (pg174). The maximum number of charges 
you may storein any hour is equal to your Bronze rating or your "Physique" score 
minus 1, whichever is lower.

Storing: While storing mental speed, you lose 1 die per charge currently being stored with 
"Charm" and "Wits" rolls demanding quick mental response, such as keeping up 
with banter, delivering funny lines, and anticipating danger. Additionally, your "Wits" 
score is considered 1 lower per charge currently being stored for the purpose of 
declaring actions in a Conflict (pg.174). The maximum number of charges you may 
store in any hour is equal to your Zinc rating, or your "Wits" score minus 1, 
whichever is lower.

Storing: While storing warmth, your body temperature drops approximately 5 degrees F per 
charge currently being stored. Additionally, you suffer 1 less damage per two 
charges currently being stored from fire/heat.This does neither make you fireproof, 
nor does it protect you from smoke inhilation. The maximum number of charges 
you may store in any hour is equal to your Brass rating or your "Physique" score 
minus 1, whichever is lower. You may only store your own warmth in a brassmind: 
Your clothing and anything you carry is vulnerable to fire/heat as normal.

Storing: While storing identity, you lose 1 die per charge currently being stored with 
rolls made to resist manipulation of any sort, including deception, 
seduction, intimidation, and interrogation. Additionally, the result of 
Zinc/Brass rolls into influence your emotions improves by 1 per charge 
currently being stored (Which may mean a failed Zinc/Brass roll becomes a 
success, if this brings the result high enough). The maximum number of 
charges you may store in any hour is equal to your Aluminum rating or your 
'Spirit" score minus 1, whichever is lower.

Storing: While storing connection, you lose 1 "Reputation" per charge currently 
being stored, and also lose 1 die per charge currently being stored with 
"Charm" and "Influence" rolls relying on your relationships with others.The 
maximum number of charges you may store in any hour is equal to your 
Duralumin rating or your "Reputation" minus 1, whichever is lower.

Storing: While storing charges in a goldmind, you lose 1 "Health" per charge currently 
being stored. Also, you do not naturally recover health when storing these 
charges (pg.189). The maximum number of charges you may store in any hour is 
equal to your Gold rating, or your "Health" score minus 1, whichever is lower.

Storing: While storing youth, you visibly age approximately five years per charge currently being stored. This ravages the body, and so you lose 1 die per two charges currently being stored with "Physique" rolls. However you gain 1 die per charge currently being stored with rolls to disguise your identity, particularly when passing yourself off as an older person. The maximum number of charges you may store in any hour is equal to your Atium rating or your "Physique" score minus 1, whichever is lower.Storing: While storing luck, you lose 1 die per charge currently being stored with all "Spirit" 
rolls. Additionally, you sufer minor mishaps, stumbling over loose ground, 
accidentally breaking inconsequential gear, and the like. The maximum number of 
charges you may store in any hour is equal to your Chromium rating or your 
"Spirit" score minus 1, whichever is lower.

Storing: When storing Investiture, you're essentially transforming the charges stored in any 
single metalmind into an indistinct, universal power that's kept within your 
nicrosilmind. The maximum number of charges you may transform in any hour is 
equal to your Nicrosil rating, and this number is halved, rounding down, in the 
process. This very process is all-consuming and disrupts communication with other 
metalminds, which has a couple effects. 1) You may not tap ANY metalminds while 
storing charges in a nicrosilmind. 2) You may only ever transform charges and 
store from a SINGLE metalmind at any time. Should you somehow recieve a boost 
of power from an external source, like the Well of Ascension, the Mists, or 
Duralumin/Nicrosil Allo, you can transform and store it in a nicrosilmind instead of 
using it immediately. In this case any gained dice and bonuses to Result/Outcome 
are totaled and halved, rounding down, to determine how much investiture is 
stored. Your hourly limit still applies, however, so it's unlikely that you would be able 
to take full advantage of the awesome force at hand. You could, of course, linger 
for hours if the power persists and there aren't other compelling reasons to leave 
(Unlikely in such important places), but you're still limited to the storage capacity of 
your nicrosilmind(s).

Storing: While storing determination, your "Willpower" drops by 1 per charge currently being 
stored. Also, you do not naturally recover "Willpower" when storing these charges (pg.
189). The maximum number of charges you may store in any hour is equal to your 
Electrum rating or your "Willpower" score minus 1, whichever is lower.

Storing: While storing breath, you lose 1 die per charge currently being stored with 'Physique" 
rolls related to endurance. Also, you may not hold your breath for any meaningful 
length of time. The maximum number of charges you may store in any hour is equal to 
your Cadmium rating or your "Physique" score minus 1, whichever is lower.

Storing: While storing energy, you lose 1 die with "Physique" rolls for every two charges 
currently being stored. You may store either food or drink energy in each 
bendalloymind, but not both. The maxiumim number of charges you may store in any 
hour is equal to your Bendalloy rating or your "Physique" score minus 1, whichever is 
lower. 

Storing: n/a Storing: n/a

Tapping: For each charge you tap, you gain 1 die with "Wits" rolls involving the chosen 
sense. However, sudden stimulus involving the tapped sens (i.e. loud noise 
while tapping hearing) can temporarily overwhealm your senses. If you're 
subjected to such while tapping Tin you must make a "Physique" roll, and with 
failure you lose two dice from your next pool as you reel back from the 
overload. (This penalty fades by 1 die a minute if no pools are formed in that 
time)

Tapping: For each charge you tap, you gain 1 die with rolls you make involving 'Physique". As 
with storing, tapping Pewter does NOT increase your health. Tapping: For each charge you tap, your weight increases by roughtly 10%. There is no 

upper limit to the ammount of weight you may gain in this way, but cautious 
Feruchemists keep in mind that weak and thin surfaces can easily give way if they 
go too far. Jumping and climbing are also affected by tapping. For every two 
charges tapped, you lose 1 die with "Physique" rolls to jump or climb, and 
opponents lose 1 die with rolls to grapple or throw you, or for any other activity 
that pits their weight against yours.

Tapping: For each charge you tap, you gain 1 die with 'Physique" rolls involving physical 
speed or response time. Alternatively, you my tap physical speed in step 1 of a 
Physical Conflict at act more quickly. For each charge you tap, you're considered to 
have one additional Action Die when determining the order in which you act in step 
2, so long as you take a physicial action (pg179). Thus, tapping four charges of 
speed to support a melee attack, or to leap across a gap, lets you act as if you have 
four more AD available than you actually do. Note that tapping speed in this way is a 
special exception to the standard rules for tapping charges, and that charges tapped 
for this purpose do not provide any further benefit in step 2 beyond the ability to 
potentially act before others. 

Tapping: For each charge you tap, you regain one lost (Stored) piece of information or learned Trait, 
Recalling it with perfect clairity and accuracy (Though any flaws in the information or Trait still 
apply, exactly, only, and always as they did when the memory was first stored) As these 
memories are indelible, they don't provide more than an accurate recollection of what was 
witnessed or occured, but in tandem they can be quite powerful. Thus, for every 2 charges you 
tap, you gain 1 die that may be added to any pool for a tast related to or supported by the 
regained memory/Trait.

Tapping: For each charge you tap, you gain 1 die with "Physique" rolls involving endurance and 
"Wits" rolls involving awareness. Additionally, you can stay awake without natural 
fatigue for eight additional hours per charge tapped. After this period you must sleep 
as normal, but you don't require more than the usual six to eight hours sleep to start 
fresh.

Tapping: For each charge you tap, you gain 1 die with "Charm" and "Wits" rolls demanding a 
quick mental response. Alternatively, you may tap mental speed during Step 1 of a 
Conflict to improve your response time. Your "Wits" score is considered 1 higher 
per charge tapped for the purpose of declairing actions in a Conflict (pg.174). Thus, 
tapping 3 charges of mental speed in a Conflict Round lets you act as if your "Wits" 
were 3 higher than usual. Note that tapping mental speed in this way is a special 
exception to the standard rules for tapping charges, and charges tapped for this 
purpose do not provide any further benefit beyond the ability to potentially act 
before others.

Tapping: For each charge you tap, your body temperature rises approximately 5 degrees F. 
Additionally, you suffer 1 less damage per two charges  tapped from ice/cold.This 
does not make you immune to the cold, but it does prevent you from suffering 
injuries like frostbite/hypothermia. Also, no matter how hot you get you may not 
burn/ignite objects.

Tapping: For each charge you tap, you gain 1 die with rolls made to resist 
manipulation of any sort, including deception, seduction, intimidation, and 
interrogation. Additionally, the outcome of Zinc/Brass rolls to influence your 
emotions worsens by 1 charge tapped (Which may turn a successful 
Zinc/Brass roll into a failure.)

Tapping: For each charge you tap, you gain 1 "Reputation" and add 1 die with 
"Charm" and "Influence" rolls relying on your relationships with others. Tapping: Gold is a rare exception to the general tapping rules, in that its effects are felt for 

a period longer than a single action. For each charge you tap, you "Health" 
temporarily increases by 1. This lasts for one hour, after which the extra "Health" 
is lost again. Should this drop your "Health"  to zero you fall unconcious, and if it 
drops your "Health" below zero you collapse and will die unless someone can 
stabilize you with a "Wits" 3 roll (pg.185) Additionally, you naturally recover 
"Health" at a faster rate when tapping these charges: 1 in any hour when you tap 
up to 5 charges, and 1 per minute in any hour when you tap more. 

Tapping: For each charge you tap, your visible age reverts by approximately five years, and for every two charges tapped you gain 1 die with rolls to disguise your identity, particularly when passing yourself off as a younger person.Tapping: For each charge you tap, you gain 1 die with all "Spirit" rolls. Additionally, you 
benefit from small lucky breaks, just missing deep mud puddles, winning most 
hands of Shelldry with ease, and so forth.

Tapping: Tapping a nicrosilmind is only useful in concert with at least one other metalmind. 
Charges of investiture may be used as any other Feru charges, and charges from 
one or more nicrosilminds may be tapped and added o any number of Feru efforts 
at the same time. You may NOT, however, add more charges of investiture to any 
effort than you're tapping from a metalmind of the appropriate type.

Tapping: Elecrum is a rare exception to the general tapping rules, in that it's effects are felt for a 
period longer than a single action. For each charge you tap, your "Willpower" 
temporarily increases by 1. This lasts for one hour, after which the extra "Willpower" is 
lost again. Should this drop your "Willpower" to 0 you break down or mentally crack, 
and if it drops below 0 you collapse into a fugue and will be forever lost in it unless 
someone can stabilize you with a "Charm" 3 roll (pg.185). Additionally, you naturally 
recover "Willpower" at a faster rate when tapping these charges: 1 in any hour when 
you tap up to 5 charges, and 1 per minute in and hour when you tap more. 

Tapping: For each charge you tap, you gain 1 die with "Physique" rolls related to endurance and 
a full minute of oxygen, which can be used as an emergency supply in a hostile 
environment.

Tapping: For each charge of food energy you tap you may ignore the effects of hunger for one 
day. Likewise, for each charge of drink energy you tap, you may ignore the effects of 
thirst for one day.

Tapping: n/a Tapping: n/a

Charges:
10

See outdoors at night as if it were day. Identify 
someone by smell. Taste whether food/drink has been 
poisoned. Hear a whispered conversation five yards 
away in a room with background noise.

Charges:
10

Carry a large person in full armor. Kick in an average 
wooden door. Charges:

10
5x normal weight. Stop a man in his tracks. Inflict 
+1dmg with physical attacks. Charges:

10
Your running speed increases to 25mph. You can take 
two steps toward/away from anything in a single Beat if 
you take an action, or may instead choose to receive no 
dice at all to take three steps.

Charges:
10

You can recall an entire hour with perfect clarity (all at 
once) Charges:

10+
Feru who tap huge amounts of wakefulness can stay 
awake for weeks at a time, or resist falling unconcious 
from injury. For every 10 charges tapped, you may stay 
awake for up to 1 week (168hrs) without normal fatigue.

Charges:
10

Feru who tap huge amounts of mental speed become 
hyper-aware of their surroundings, able to exploit the 
slightest opportunities with ease. For every 10 charges 
of mental speed you tap, you gain one free die with 
Reactions and defense rolls made in a single Conflict. 
Thus, if you spend 20 charges at any point during a 
conflict, you would gain 2 dice with Reaction and 
defense rolls for the rest of that Conflict.

Charges:
10

A Feru who taps huge ammounts of warmth radiates 
heat like a furnace, melting nearby snow and ice, and 
even boiling water. For every 10 charges of warmth you 
tap, everyone within 10 paces (Close Range) sufferes 1 
less damage from ice/cold. Additionally, attacks you 
make against living creatures inflict +1dmg per 20 
charges tapped, so long as you attack with your bare 
hands (or another exposed part of your body) and you 
can reach an exposed patch of your target's skin.

Charges:
10

Restores your identity as it was up to an hour ago Charges:
10

You lose one Serious Social Burden and turn heads 
wherever you go, inserting yourself into any social 
situation with relative ease. People are inclined to 
notice you at first sight and often strive to emulate you. 
Likewise, you take a keep interest in everyone around 
you and are prone to emulate them.

Charges:
10

You lose one Serious Physical Burden; Instantly 
recover 1 health; or immediately overcome a common 
illness, like a cold or food poisoning.

Charges:
10

Restores your body as it was up to an hour ago. Charges:

10+

A Feru tapping huge amounts of luck can blithely 
achieve the impossible despite nearly any odds. For 
every 10 charges you tap, you may re-roll 1 die after 
finding your Result but before the Outcome is 
described. You may tap to re-roll any number of dice in 
a single pool but must declare the number and 
consume the charges all at once, result in only one 
additional roll. The second Result stands, even if it's 
worse than the first.

Charges:

10+

A Feru tapping huge amounts of investiture can actually 
funnel his ability into a metalmind belonging to another 
Feru, essentially overwriting the abilities originally 
stored therein with raw investiture. For every 10 
charges of investiture you tap, you may reduce the 
number of charges in any metalmind you're touching by 
5. These charges are forever lost. take care! This 
destructive ability is rarely met with pleasure, and may 
result in a "Physique vs. Physique" action if the 
metalmind's owner is awake and nearby.

Charges:
10

Instantly recover 1 "Willpower"; brace yourself for minor 
mental strain, reducing the damage of each successful 
attack against your "Willpower" by 1 for the next hour; 
or shake off a minor traumatic event, such as seeing a 
dead body.

Charges:

10+

A Feru who taps huge amounts of breath can 
'supercharge' his/her blood, going without air for 
prolonged periods of time. For every 10 charges of 
breath you tap, you may go without breathing for a full 
hour.

Charges:

10+

A Feru who taps huge amounts of energy packs on 
great weight, but also becomes tireless. For every 10 
charges you tap, your body weight increases by 25% 
and in any hour when you perform strenuous activity 
you lose 1 die with "Physique" rolls for every 10 
charges tapped. However, you also gain 1 die with rolls 
made to conceal your appearance.

Charges: n/a n/a Charges: n/a n/a

20
See in the darkened room as if it were day. Track by 
smell like a bloodhound. Taste which contaminant is in 
food/drink. Hear a whispered conversation ten yards 
away in a noisy room. See an act of pickpocketing from 
50 yards away.

20
Carry a horse. Kick in a reinforced wooden door.

20
10x normal weight. Stop a horse in its tracks. Break 
through a thick glass door. Inflict +2dmg with physical 
attacks.

20
Your running speed increases to 50mph. You can take 
three steps toward/away from anything in a single Beat 
if you take an action, or may instead choose to receive 
no dice at all to take four steps.

20
You can recall an entire day with perfect clarity (all at 
once) *10+

Alternatively, when an injury would normally knock you 
unconcious, you may tap 10 or more charges of Bronze 
to continue acting for 1 minute per 10 charges tapped.

n/a n/a n/a n/a
20

Restores your identity as it was up to a day ago
30

You lose all Serious Social Burdens and anyone you 
spend a few minutes speaking to in a friendly manner 
feels a strong connection to you, as if they've known 
you for years. Old acquaintances suddently feels as if 
you're their closest friend. Likewise, you have difficulty 
betraying anyone other than a sworn enemy- or anyone 
you're speaking with at the moment.

30
You lose all Serious Physical Burdens; Instantly recover 
2 health; or flush a simple poison from your system. 20

Restores your body as it was up to a day ago.
30

Instantly recover 2 "Willpower"; brace yourself for 
moderate mental strain, reducing the damage of each 
successful attack against your "Willpower" by 2 for the 
next hour; or shake off a moderate traumatic event, 
such as witnessing torture.

n/a n/a n/a n/a

30
See in near-total darkness as if it were day. Track 
someone by scent in light rain, or after a full day has 
passed. Determine the exact ingrediants of a recipe by 
taste. Hear well enough to fight hand-to-hand in 
complete darkness without penalty. Observe an act of 
pickpocketing at 100 yards.

30
carry a large, fully-loaded weapon. Throw a horse at 
least 10 yards. Rip a reinforced metal door off its 
hinges.

30
20x normal weight. Stop an empty wagon in its tracks. 
Break through a wooden door. Inflict +3dmg with 
physical attacks.

30
Your running speed increases to 100mph. You can take 
four steps toward/away from anything in a single Beat, if 
you take an action or may choose to receive no dice at 
all to take  five steps.

30
You can recall an entire week with perfect clarity (all at 
once)

n/a n/a n/a n/a n/a n/a
30

Restores your identity as it was up to a week ago
50

You lose one Grave Social Burden and regularly inspire 
feelings of love at first sight, often feeling much the 
same in return. You can easily befriend anyone who 
isn't a sworn enemy and feel sincere friendship with 
anyone you let in.

50
You lose one Grave Physical Burden; instantly recover 
3 health; immediately overcome a serious illness like 
the measles; or flush an average poison from your 
system.

30
Restores your body as it was up to a week ago.

50
Instantly recover 3 "Willpower"; brace yourself for acute 
mental strain, reducing the damage of each successful 
attack against your "Willpower" by 3 for the next hour; 
or shake off a acute traumatic event, such as 
witnessing a murder.

n/a n/a n/a n/a

50
Track someone by smell during an ashfall, or after a 
week has passed. Determine who handled an item or 
cooked a dish by taste. Hear well enough to fight at 
range in complete darkness without penalty. Observe 
the act of pickpocketing at 500 yards.

60
Rip off Luthadel's iron gates. Throw a fully-loaded 
wagon 100 yards. 50

50x normal weight. Stop an armored vehicle or full 
vehicle in its tracks. Break through a stone door. Inflict 
+4dmg with physical attacks.

40
Your running speed increases to 150mph. You can take 
five steps toward/away from anything in a single Beat if 
you take an action, or may instead choose to receive no 
dice at all to take six steps.

40
You can recall an entire month with perfect clarity (all at 
once)

n/a n/a n/a n/a n/a n/a
40

Restores your identity as it was up to a month ago
70

You lose all Grave Social Burdens and inspire feelings 
akin to worship in anyone who converses with you. No 
one can attack you until and unless you pose an 
immediate and obvious physical threat to them, or 
someone they're protecting. You're in the same 
position, unable to harm those who don't prove 
themselves a clear and immediate danger to you and 
yours. You feel a profound love for all humanity.

70
You lose all Grave Physical Burden; instantly recover 3 
health; immediately overcome a deadly illness like the 
plague; or flush a powerful poison from your system.

40
Restores your body as it was up to a month ago. n/a n/a n/a n/a

70
Instantly recover 4 "Willpower"; brace yourself for dire 
mental strain, reducing the damage of each successful 
attack against your 'Willpower" by 4 for the next hour; or 
shake off a dire traumatic event, such as commiting a 
murder

n/a n/a n/a n/a n/a n/a n/a n/a

90
Read fine print by touch. Track someone by smell after 
a month has passed. Determine the origin of a food or 
metal by taste. Hear well enough to hit someone with 
an arrow through a wall at 500 yards in complete 
darkness. Observe the act of pockpocketing at one 
mile.

90
Rip a large hole in Luthadel's stone walls. Throw 
Luthadel's iron gates 100 yards 90

100x normal weight. Stop a huge rolling boulder in its 
tracks. Break through a metal door. Inflict +5dmg with 
physical attacks.

50
Your running speed increases to 200mph. You can take 
six steps toward/away from anything in a single Beat. 50

You can recall an entire year with perfect clarity (all at 
once)

n/a n/a n/a n/a n/a n/a
50

Restores your identity as it was up to a year ago
90

You lose one Mortal Social Burden and are the object of 
absolute devotion by all by sworn enemies. Most will lay 
down their lives at your word, and happily submit to 
your every wish- as will you for them.

90
You lose one Mortal Physical Burden; instantly recover 
5 health; immediately overcome organ failure or cancer; 
or flush a lethal poison from your system.

50
Restores your body as it was up to a year ago. n/a n/a n/a n/a

90
Instantly recover 5 "Willpower"; brace yourself for 
crushing mental strain, reducing the damage of each 
successful attack against your "Willpower" y 5 for the 
next hour; or shake off a crushing traumatic event, such 
as seeing a loved one murdered.

n/a n/a n/a n/a n/a n/a n/a n/a

n/a n/a n/a n/a n/a n/a n/a n/a
60

You can recall an entire decade with perfect clarity (all 
at once)

n/a n/a n/a n/a n/a n/a
75

Restores your identity as it was up to a decade ago n/a n/a n/a n/a
75

Restores your body as it was up to a decade ago. n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

n/a n/a n/a n/a n/a n/a n/a n/a
70

You can recall an entire generation with perfect clarity 
(all at once)

n/a n/a n/a n/a n/a n/a
100

Wipes your identity clean- your personality is essentially 
a blank slate

n/a n/a n/a n/a
100

Restores your body as it was at any younger age. n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

n/a n/a n/a n/a n/a n/a n/a n/a
80

You can recall an entire lifetime with perfect clarity (all 
at once)

n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

n/a n/a n/a n/a n/a n/a n/a n/a
90

You can recall an entire century with perfect clarity (all 
at once)

n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

n/a n/a n/a n/a n/a n/a n/a n/a
100

You can recall an entire millennium with perfect clarity 
(all at once)

n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a n/a

Hema Spikes: A Tin spike adds 2 dice with "Wits" rolls involving one sense (Chosen wen the 
spike is used to steal it) However, both your "Charm" and "Spirit" scores drop 
by 1 for each Tin spike you receive.

Spikes: A Pewter spike grants you a single Feruchemical power- Tin, Pewter, Iron, or Steel- 
with a rating equal to that of the spike. Each spike reduces your "Spirit" score by 1. Spikes: The first Iron spike adds 2 dice with rolls involving physical strength, and each 

subsiquent spike adds 1 die with these rolls. However, both your "charm" and 
"Spirit" scores drop by 1 for each Iron spike you receive. Iron spikes also make 
your body swell in size and become exceptionally muscular, and multiple spikes 
tint your skin blue. Any character with four or more Iron spikes is transformed into 
a Koloss, losing memory and self-control (and becomes a Villain under the 
Narrator's control)

Spikes: A Steel spike grants you a single Allomantic Power- Tin, Pewter, Iron, or Steel- with 
a rating equal to that of the spike. Each spike reduces your Spirit score by 1. Spikes: A Copper spike increases your "Wits" score by 1, to a maximum of 10. However, bot your 

"Charm" and "Spirit" scores drop by 1 for each Copper spike you receive. Additionally, you may 
hear voices or recall memories that seem familiar, yet oddly alien. This effect is especially 
common when you encounter pieces of the life left behind by the spike's original victim.

Spikes: A Bronze Spike grants you a sinlge Allomantic Power- Copper, Bronze, Zinc, or Brass- 
with a rating equal to that of the spike. Each spike reduces your "Spirit" score by 1. Spikes: A Zinc spike increases your "Willpower" by 2, but also reduces your Charm score 

by 1. Spikes: A Brass spike grants you a single Feru power- Copper, Bronze, Zinc, or Brass- 
with a rating equal to that of the spike. Each spike reduces your "Spirit" by 1. Spikes: An Aluminum spike grants you a single Allomantic power- Aluminum, 

Duralumin, Chromium, or Nicrosil- with a rating equal to that of the spike. 
Each spike reduces your "Spirit" score by 1.

Spikes: A Duralumin spike grants you a single Feru power- Aluminum, Duralumin, 
Chromium, or Nicrosil- with a rating equal to that of the spike. Each spike 
reduces your "Spirit" by 1.

Spikes: A Gold spike grants you a single Feru power- Gold, Electrum, Cadmium, or Bendalloy- with a rating equal to that f the spike. Each spike reduces your "Spirit" by 1.Spikes: Depending on where the spike is driven in, it steals, store, and transfers a 
single Allo power- that of Atium or any other metal. Each spike may store only 
one power. A stolen power's rating is the same as that of the victim (Rather 
than 1 lower), and an ability stored in an Atium spike never degrades, making 
this an ideal way to store stolen abilities over long periods of time.

Spikes: n/a Spikes: n/a Spikes: n/a Spikes: n/a Spikes: n/a Spikes: n/a Spikes: n/a

Blessings: The Blessing of Awareness adds 2 dice with rolls involving all your senses. 
Additionally, you're considered to have 2 additional Action Dice when 
determining the order of actions in a Conflict (i.e. when you gain 4AD, the order 
in which you act is determined as if you have 6AD)

Blessings: n/a Blessings: The Blessing of Potency increases your "Physique" score by 2, to a maximum of 
8. Blessings: n/a Blessings: The Blessing of Presence grants enhanced intelligence and memory, increasing your 'Wits" 

score by 2, to a maximum of 8. Blessings: n/a Blessings: The Blessing of Stability increases your "Willpower" by 5, and also makes you 
immune to control by Brass Allomancy with any rating of 10 or lower. Blessings: n/a Blessings: n/a Blessings: n/a Blessings: n/a Blessings: An Atium spike grands you the Allomantic power of any one metal, with a rating 

equal to that of the spike. However, each spike also reduces your "Spirit" by 2. Blessings: n/a Blessings: n/a Blessings: n/a Blessings: n/a Blessings: n/a Blessings: n/a Blessings: n/a

*

Pewter Drag:

If you exert yourself for eight hours or more while 
burning Pewter, you suffer from Pewter Drag unless 
you continue to burn Pewter while resting for aother 
eight hours.. Pewter Drag prevents you from burning 
Pewter and drops your "Physique" score to (0.5) 
rounded down. This reduces your "Health" accordingly, 
and if your "Health" drops to 0 as a result you 
immediately begin Dying (pg.185)

Rules Rules Difficulty Type of info desired (Examples) Difficulty Type of info desired (Examples) Difficulty Type of info desired (Examples)

Notes:

Aluminum strictly burns away any other metals the user has. It is a rare 
material, but is good for ensuring Allo/Hema cannot use their powers if 
captured.

Rules:

You may apply one of two effects to your Allo action

Note:

Normally, every time you burn Gold, you lose 1 "Willpower".

Note:

Once per Beat, you may ask the Narrator, or any other player what a single 
character under their control plans to do in the next next Beat. They MUST 
answer and- unless the action becomes impossible- they MUST take the action 
as described in the next Beat. Characters burning Atium or Electrum are 
immune and need not answer, or may answer and then do something else, as 
they prefer. Should an Atium- or Electrum-burner refuse to answer, you may 
ask another character in the current Beat, but if they answer at all then you 
lose the option to ask asnyone else. 

Rules Rules Rules Rules Rules Rules
Pulling Extremely Heavy Obj.: Anchored Pulling can put great stress on an 

Allomancer’s body. Each time you Pull 
on two or more extremely heavy objects- for example, 
anchoring yourself to the 
metal on a building while tearing a metal gate from its 
hinges — you lose 1 Health 
from physical strain.

Pushing Extremely Heavy Objects: Anchored Pushing can put great stress on an 
Allomancer’s body. Each time you 
Push on two or more extremely heavy objects — for 
example, Pushing between a 
locked steel gate and an armored wagon to break open 
the first, flip over the 
second, or both — you lose 1 Health from physical 
strain.

1 Simple (e.g. the number of dice in the Allomancer’s last pool using a Power) 1

Very strong (e.g. fondness for a current lover; fear of a life-threatening situation;
anger toward the murderer of the target’s family; desire to seize a
no-risk opportunity or tremendous payo ff) 1

Virtually nonexistent (e.g. fondness for a bitter enemy; fear of a
no-risk situation; anger toward a loved one; desire to seize an opportunity
with no risk or payoff)

Your result increases by (0.5) your Duralumin rating, rounded up (Which 
may mean a failed roll becomes a success, if this brings the result high 
enough)

When you make a skin-to-skin contact with one Allo who's burning one or more metals- by holding 
their hand, making a barehanded attack, grappling, or through other means- you may burn Nicrosil, 
producing a sudden and overwhelming burst of Allo power within them. Your target's next action 
MUST be to use one othe metals burning in his/her system, and if that action requires a roll you 
may apply one of two effects: 1) Your target's Result increases by 1/2 your Nicrosil rating, rounded 
up (Which may mean a failed roll becomes a success, if this brings the result high enough. 2) Your 
target gains a number of Nudges with the roll equal to your Nicrosil rating. This consumes a single 
charge of Nicrosil in your system, but also all charges of all burning metals in your target's system, 
leaving them powerless until more metal is consumed. This does NOT tell you what metals are in 
their system, nor does it have any impact on metals they carry. As with Duralumin, the wave of 
power triggered by Nicrosil lets the target achieve spectacular effects and the metal also provides 
powerful narrative benefits, both at the expense of direction and control. This is part of what makes 
Nicrosil such a great offensive metal- by touching an unsuspecting Allo, you can not only force them 
to reveal a power, but you can partially control how strongly that power manifests as well. The fact 
that Nicrosil consumes your targets Allo charges in the process make it nearly as useful as 
Chromium (Though much more risky)

While burning electrum, you see a shadowy vision of yourself on Beat in the future, similar to Atium. 
You cannot see your surroundings, only youself and the actions you might take. For example, you 
might see youself collapsing in a hail of arrows, but you wouldn't see the actions of those firing them, or 
where the archers are even located. The Narrator may require an Electrum roll if you wish to see the 
consequances of a specific action ("What happens if I go left?" rather than "What does the future hold 
for me?"). The more specific the request, the higher the roll's Difficulty. When burning Electrum in a 
Conflict, you gain a number of Defense Dice in each round equal to your Electrum rating. These dice 
are added the first time you gain Defense Dice in each round (Generally after you take an action, when 
you choose to actively defend, or when you defend against and attack.) Finally, when you're burning 
Electrum and a character burning Atium takes an action targeting or opposing you (Such as an attack 
targeting you, or a Contest against you), the number of dice he/she gains from Atium drops by your 
Electrum rating (to a minimum of 0 dice).

While burning Cadmium, you may create a 'time-bubble' centered on yourself, within which time slows 
down- for each minute inside, a number of minutes may pass outside up to 20x your Cadmium rating. 
You must set the time differential when the bubble is created, and it remains the same until the bubble 
is dismissed or destroyed. You must also choose the bubble's area, which can extend outward up to 
100 paces (Medium Range). Characters and objects crossing into or out of the time-bubble are jolted by 
the experience... 1) Any living being entering or exiting is momentarily disoriented, losing a Beat (pg.
138) 2) A physical attack made through the bubble, whether held or thrown, is nearly impossible to land. 
The defender- whether it's you or someone else- gains a number of 'free' dice equal to your Cadmium 
rating with each roll made to defend. Should your bubble overlap another Cadmium bubble, the time 
differential of the overlapping area is equal to the sum of both. This, if a bubble set to one minute inside 
for every 10mins outside overlapped with a bubble set to one minute inside for every 30min outside, 
one minute would pass in the overlapping area for every 40min in the outside world. If your bubble 
overlaps with Bendalloy bubble, time is either slower in the overlapping area, or father (the differential is 
equal to the Higher rating minus the Lower).

While burning Bendalloy, you may create a 'time-bubble' centered on yourself, within which time speeds 
up- for each minute outside, a number of minutes may pass inside up to 10x your bendalloy rating. You 
must set the time differential when the bubble is created, and it remains the same until the bubble is 
dismissed or destroyed. You must also choose the bubble's area, which can extend outward up to 10 
paces (Close range). Characters and objects crossing into or out of the time-bubble are jolted by the 
experience. 1) Any living being entering or exiting is momentarily disoriented, losing a Beat (pg.138) 2) 
A physical attack made through the bubble, whether held or thrown, is robbed of its kinetic energy, often 
with an auduble "pop". This makes these attacks nearly impossible to land, and grants the defender- 
whether it's you or someone else- a number of free dice equal to your Bendalloy rating with each roll 
made to defend. -Additionally, characters inside the bubble gain the following- 3) Your Bendalloy rating 
is added to each character's "Wits" score for the purpose of declaring actions in a Conflict (pg.174). This 
does NOT impact the character's "Wits" score any other circumstances. 4) Each time a character in the 
bubble takes an action against a character outside it, he/she gains a number of dice with that action 
equal to your Bendallot rating. Should your bubble overlap another Bendalloy bubble, the time 
differential of the overlapping area is equal to the sum of both. Should your bubble overlap a Cadmium 
bubble, time is either faster in the overlaping area, or slower. The actual differential is equal to the 
Higher minus the Lower.

While burning Malatium, you see spectral versions of theose within your line of sight, each 
revealing an aternate past they MIGHT have lived. Time elapses in these visions as it does 
in reality- you experience one minute of each altrnate past for every minute you burn 
Malatium in the present. There's no limit to how far back you can peer into someone's past 
using Malatium and alternate pasts appear to you with crystal clarity. The Narrator may 
require a Malatium roll if you wish to witness a very specific parallel ("What if he's made 
THIS decision?" rather than "Whats another way this could have gone?"). The more specific 
the divergence and the further back in time it occurs, the higher the roll's Difficulty. This 
power has several interesting applications, such as learning details about the target that 
might not otherwise be able, seeing through deceptions he/she has established to conceal 
past deeds, and even modeling behavior and values from choices he/she didn't make. As 
with exploring the consequences of specific divergences, a Malatium roll may be required 
for any of these efforts, with a Difficulty based on the same factors.

Any human character may burn pure Lerasium, or an alloy containing the metal. When you 
burn pure Lerasium, you become a powerful Mistborn with a rating of 5 in all Allo metals 
(Unlessof course your rating with a metal is already higher, in which case, it increases by 1). 
Alloys of Lerasium and other Allo metals should be introduced carefully, and should always 
directly support the story at hand. When you burn one, you become a powerful Misting, with 
a rating of 6 in the alloy's other metal, and two Stunts for it as well. Thus, if you found and 
burned an alloy of Lerasium and Pewter, you would gain Pewter 6 with two Pewter Stunts. If 
a Misting is already able to burn Lerasium alloy's other metal were to consume and burn the 
alloy, his/her rating with the other metal would increase by 1. No Stunts are gained in this 
way. In the unlikely event that a Misting able to burn a DIFFERENT metal were to consume 
and burn a Lerasium alloy, it would have the same effect as on a character with no powers: 
the Misting's current metal would be REPLACED with the alloy metal, at a rating of 6 and 
two Stunts. Thus, if a Steel Misting found and burned an alloy of Lerasium and Pewter, 
he/she would LOSE the ability to burn Steel and GAIN Pewter 6 with 2 Pewter Stunts. A 
Character may only benefit from consuming and burning Lerasium or alloy of only once; 
after that, there is no effect. 

2 Basic (e.g. which metals the Allomancer is   aring, if any) 2

Strong (e.g. fondness for an ex-lover; fear of a risky situation; anger toward
an oppressive government; desire to seize an opportunity with low risk or a
good payo ff) 2

Weak (e.g. fondness for an old rival; fear of a safe situation; anger
toward a friendly person; desire to seize an opportunity with little
risk or a low payoff)

3 Detailed (e.g. any Stunts the Allomancer is using) 3

Slight (e.g. fondness for a friend; fear of an common situation; anger toward
an annoying person; desire to seize an opportunity with some risk or an
average payo ff) 3

Slight (e.g. fondness for a friend; fear of an common situation; anger toward an annoying person; desire to seize an opportunity with some risk or an average payoff) You gain a number of Nudges with the roll equal to your Duralumin rating.

4 Speci_x001F_fic (e.g. the target(s) of the Allomancer’s Power, such as the character being Rioted or Soothed, or the metal sources being Pulled or Pushed)4
Weak (e.g. fondness for an old rival; fear of a safe situation; anger toward a
friendly person; desire to seize an opportunity with little risk or a low payo ff) 4

Strong (e.g. fondness for an ex-lover; fear of a risky situation; anger toward an oppressive government; desire to seize an opportunity with low risk or a good payoff)

Other Benefits:

During Step one of each round, you may declare your action 
after characters not burning Atium/Electrum; characters 
burning these metals declare their actions simultaneously (by 
writing them on a piece of paper and revealing them at the 
time)

5
Exacting (e.g. the Allomancer’s remaining charges with each metal currently
being burned) 5

Virtually nonexistent (e.g. fondness for a bitter enemy; fear of a no-risk situation;
anger toward a loved one; desire to seize an opportunity with no risk
or payo ff) 5

Very strong (e.g. fondness for a current lover; fear of a life-threatening situation; anger toward the murderer of the target’s family; desire to seize a no-risk opportunity or tremendous payoff))

 

Note:

Burning Duralumin in combination with Brass lets you ignore the rating 
requirement when attempting to control koloss and kandra (pg.336)

Pulling Obj. in Bodies: Pulling metal objects from a body (such as piercings 
and Hemalurgic spikes) is 
exceedingly diffi cult, requiring a successful Contest of 
your Iron vs. your target’s 
Physique with an Outcome of 5 or greater. This is 
normally only possible if your 
Iron is boosted with Duralumin (see page 343) or you 
enjoy a Nicroburst 
(see page 351).

Pushing Objects in Bodies: Pushing metal objects in a body (such as
piercings and Hemalurgic spikes) is exceedingly diffi 
cult, requiring a successful
Contest of your Steel vs. your target’s Physique with an 
Outcome of 5 or greater.
This is normally only possible if your Steel is boosted 
with Duralumin (see page
343) or you enjoy a Nicroburst (see page 351).

During Step two of each round, your declared action is 
resolved before characters not burning Atium; the actions of 
characters burning these metals are resolved simultaneously.

Finally, You gain a number of dice with each action equal to 
your Atium rating. This is true no matter what the action is, so 
long as it requires a roll, but there is a limitation- should your 
action target or oppose a character burning Electrum (Such as 
attack against such a character, or a Contet against them), the 
dice are reduced by the target's Electrum rating (to a 
minimum of 0 bonus dice)



Advancements (pg.122)
Improvement Cost Description
Change a Trait 2 Replace an existing Trait with a new one (of the same type if the old Trait is your Hero’s Drive, Profession, Specialty, Feature, or Personality)

Gain a new Stunt 4 (Allomancers and Kandra only) Add a Stunt to one of your Hero’s Powers

Gain a new Trait 4 Add a new Trait to your Hero

Increase one Attribute 5 Increase your Hero’s Physique, Charm, or Wits by 1 die (maximum 6 dice)

Increase one Standing 5 Increase your Hero’s Influence, Resources, or Spirit by 1 die (maximum 10 dice)

Recover from a Mortal Burden 6 Ease one Mortal Burden to Grave

Increase Power rating 6 (Allomancers, Feruchemists, and Kandra only) Increase your Hero’s Allomancy rating with one metal by 1 (maximum 10), or your Hero’s Feruchemy rating with 
one metal by 1 (maximum 10), or your Hero’s Mimicry rating by 1 (maximum 10)

Become a Misting savant 10 (Mistings with Allomancy rating 7+ only) Add the "savant" ability for your Hero’s metal (Check Metal ref tabs)

Snap into a Misting 10 (Skaa / nobles without Powers only) Become a Misting with an Allomancy rating of 4 in one metal

Gain a new Blessing 15 (Kandra only) Add one additional Blessing your Hero does not already have

Become a Keeper 20 (Terris without Powers only) Become a Keeper with a Feruchemy rating of 2 in all metals

Snap into a Mistborn 20 (Skaa / nobles without Powers only) Become a Mistborn with an Allomancy rating of 3 in all metals

Gain a Hemalurgic spike* "Varies" Add a Hemalurgic spike and its Power or benefits, plus its drawbacks (Exact benefits/drawbacks below)

*Hemalurgic Variances / Cost (pg.128)

Aluminum: Steals the victim’s enhancement Allomancy, granting your Hero one Allomantic Power chosen from the Enhancement Metals (Aluminum, Duralumin, Chromium, or 
Nicrosil), and reducing his or her Spirit by 1. Costs 2x the Allomancy rating your Hero gains (e.g. if you want to add Nicrosil 5, you must spend 10 Advancements).

Atium: Steals the victim’s ability to burn any Allomantic metal, granting your Hero any one Allomantic Power, and reducing his or her Spirit by 2. Costs 2x the Allomancy rating 
your Hero gains (e.g. if you want to add Cadmium 5, you must spend 10 Advancements).

Brass: Steals the victim’s mental Feruchemy, granting one Feruchemical Power chosen from the Mental Metals (Copper, Bronze, Zinc, or Brass), and reducing his or her Spirit by 
1. Costs 2 × the Feruchemy rating your Hero gains (e.g. if you want to add Zinc 5, you must spend 10 Advancements).

Bronze: Steals the victim’s mental Allomancy, granting 1 Allomantic Power chosen from the Mental Metals (Copper, Bronze, Zinc, or Brass), and reducing his or her Spirit by 1. 
Costs 2 × the Allomancy rating your Hero gains (e.g. if you want to add Brass 5, you must spend 10 Advancements).

Copper: Steals the victim’s intelligence, increasing your Hero’s Wits by 1 and reducing his or her Charm and Spirit by 1 each. Additional spikes each increase your Hero’s Wits by 1 
more die and further reduce his or her Charm and Spirit by 1 each. Costs 4 Advancements.

Duralumin: Steals the victim’s enhancement Feruchemy, granting your Hero 1 Feruchemical Power chosen from the Enhancement Metals (Aluminum, Duralumin, Chromium, or 
Nicrosil), and reducing his or her Spirit by 1. Costs 2 × the Feruchemy rating your Hero gains (e.g. if you want to add Chromium 5, you must spend 10 Advancements).

Gold: Steals the victim’s temporal Feruchemy, granting your Hero 1 Feruchemical Power chosen from the Temporal Metals (Gold, Electrum, Cadmium, or Bendalloy), and 
reducing his or her Spirit by 1. Costs 2 × the Feruchemy rating your Hero gains (e.g. if you want to add Bendalloy 5, you must spend 10 Advancements).

Iron: Steals the victim’s strength, granting your Hero 2 extra dice with rolls involving physical strength, and reducing his or her Wits and Spirit by 1 each. Additional spikes each 
add 1 more die with strength-based rolls and further reduce his or her Wits and Spirit by 1 each. Costs 4 Advancements.

Pewter: Steals the victim’s physical Feruchemy, granting your Hero 1 Feruchemical Power chosen from the Physical Metals (Tin, Pewter, Iron, or Steel), and reducing his or her 
Spirit by 1. Costs 2 × the Feruchemy rating your Hero gains (e.g. if you want to add Steel 5, you must spend 10 Advancements).

Steel: Steals the victim’s physical Allomancy, granting your Hero 1 Allomantic Power chosen from the Physical Metals (Tin, Pewter, Iron, or Steel), and reducing his or her Spirit 
by 1. Costs 2 × the Allomancy rating your Hero gains (e.g. if you want to add Iron 5, you must spend 10 Advancements).

Tin: Steals the victim’s senses, granting your Hero 2 extra dice with rolls involving 1 sense, and reducing his or her Charm and Spirit by 1 each. Additional spikes each add 1 
more die with the same sense and further reduce his or her Charm and Spirit by 1 each. Costs 4 Advancements.

Zinc: Steals the victim’s mental stability and fortitude, increasing your Hero’s Willpower by 2 and reducing his or her Charm by 1. Additional spikes each increase your Hero’s 
Willpower by 1 more die and further reduce his or her Charm by 1. Costs 4 Advancements.



Weapons (pg.199)
Melee Weapons Damage Minimum / Maximum Range
Club +1 Touch / Striking
Dagger +1 Touch / Touch
Dueling Cane +2 Touch / Striking
Fist/Kick +0 Touch / Touch
Hammer +3 Touch / Striking
Improvised Weapon +0 Touch / Touch or Touch / Striking *
Koloss Blade +4 Striking / Striking
Obsidian Axe +3 Striking / Striking
Obsidian Dagger +1 Touch / Touch
Spear (any) +2 Striking / Striking
Staff +1 Striking / Striking
Stone Hammer +3 Touch / Striking
Sword +2 Touch / Striking
Ranged Weapons Damage Minimum / Maximum Range
Bow and arrow +2 Close / Long
Catapult +4 Medium / Extreme
Dagger (when thrown) +1 Striking / Close
Rock +0 Striking / Close
Spear (when thrown) +2 Close / Medium
Small metal object (e.g. coin) ** +1 Striking / Medium
Medium metal object (e.g. weapon) ** +2 Striking / Medium
Large metal object (e.g. scenery) ** +3 Close / Medium
* As appropriate to the item (e.g. Touch / Touch for a paperweight, or Touch / Striking for a 
fireplace poker).
** Use these rules when this object is Pushed or Pulled toward a target using Allomancy.

Armor & Shields (pg.200)
Armor Damage Absorbed
Leather / Padded 1

Steel Mail 2

Steel Plate 3
Shields Defense Dice
Small Shield +1

Large Shield +2



Resources (pg.234) Influence (pg.243) Spirit (pg.249)

Resources: Equipment

Weapons (pg.237)

Services Lovely Lies & Politics Requesting a Hint Melee Weapon Props Difficulty Damage Min/Max Range Misc. Info
Difficult

y Scope or Rarity/Examples Difficult
y Scale or Import / Examples Difficult

y Detail or Relevance / Examples Club 1 1 1 Touch / Striking Favored weapon of rebels and thugs; contains no metal

1
Affordable/Common: Reserve a private room, 
travel by horse, or employ a team of skaa 
laborers

1
House or Establishment / Insignificant Event: 
Death of a small-time underworld figure or a 
change to an oft-ignored law

1
Limited / Broad: “Is he acting strangely?”or 
“What is the crowd’s general mood?” Dagger 1 1 1 Touch / Touch Steel blade favored by thieves and assassins

2
Costly/Uncommon: Have a message delivered 
in absolute secrecy, travel by carriage, or 
employ a bodyguard

2
Neighborhood / Obscure Event: Death of a 
skaa merchant or the formation of a new 
criminal gang

2
Alluding / General: “Do I have a gut feeling 
about this guy?” or “Is there anything I might 
be able to use here?”

Dueling Cane 1 2 2 Touch / Striking Stone-headed cane carried by nobles for defense and duels; contains no metal

3
Expensive/Scarce: Hire a private tutor, travel 
by barge, or employ a thieving crew 3

City / Notable Event: Death of an influential 
Obligator or the institution of new trade 
regulations

3
Enlightening / Close: “What does this guy do 
for a living?” or “Is there a weapon in the 
room?

Hammer 2 3 3 Touch / Striking Two-handed working man’s hammer

4
Very Expensive/Rare: Host a grand ball, travel 
with an armed entourage, or employ a team of 
hazekillers

4
Dominance / Remarkable Event: Death of a 
powerful noble lord or open war between rival 
houses

4
Revealing / Specific: “What sort of man is he?” 
or  “Which of these two doorways should I 
choose?”

Koloss Blade N/A 4 4 Striking / Striking Massive chopping blade prized by the koloss

5
Extravagant/Very Rare: Rebuild a village, 
travel with the Lord Ruler’s entourage, or 
employ a kandra

5
World / Staggering Event: Death of the Lord 
Ruler or a Great House’s betrayal of the 
Empire

5
Definitive / Exact: “What’s his next move?” or 
“Where would Lord Penrod hide his vault?” Obsidian Axe N/A 4 3 Striking / Striking Signature weapon of Steel Inquisitors; contains no metal

Military Forces Rallying the People Catching a Lucky Break Obsidian Dagger 1 2 1 Touch / Touch Popular weapon of Mistborn, often carried in pairs; contains no metal
Difficult

y Force/Soldiers & Examples Difficult
y Crowd Size / Examples Difficult

y Impact or Plausability / Examples Spear 1 2 2 Striking / Striking Iron-tipped spear favored by hunters, rebels, and soldiers

1
Unit: 20 soldiers / 1 Extra

1
Tiny: Onlookers within line of sight; 25 or fewer 
people 1

Negligible / Believable: Mild inclement weather 
starts up or the color of a lady’s dress is 
different than it was

Staff 1 1 1 Striking / Striking Favored weapon of rebels and thugs; contains no metal

2
War Band: 100 soldiers / 2 Extras

2
Small: Population of a village; 100–200 people

2
Minor / Reasonable: A guard leaves his sword 
belt unbuckled or 
an earthquake rocks the base of an ashmount

Stone Hammer N/A 4 3 Touch / Striking Rare hammer used by kandra guardians; contains no metal

3
Company: 500 soldiers / 3 Extras

3
Medium: Population of a small town; 500 
people 3

Significant / Dubious: A guard leaves his 
sword hanging on his 
chair or the character produces an item he or 
she never mentioned before

Stone Spear 2 3 2 Striking / Striking Flint or obsidian-tipped spear; contains no metal

4
Regiment: 1,000 soldiers / 4 Extras

4
Large: Population of a large town; 1,000 
people 4

Major / Unlikely: A guard falls asleep on the 
job or that key the character found just 
happens to work in this lock

Sword 1 2 2 Touch / Striking Steel blade carried by guards and soldiers

5

Army: 10,000 soldiers / 5 Extras

5

Massive: Population of a small city; 10,000 or 
more people

5

Radical / Far-Fetched: A noble house alarm 
fails just as the 
Crew makes its escape or a mistwraith arrives 
the moment before a gravely wounded 
character is attacked by a superior opponent 
(and now everyone has to deal with the 
creature) Ranged Weapon Props Difficulty Damage Min/Max Range Misc. Info

Bribes & Incentives Favors Surviving Against the Odds Bow and flint arrows 2 3 2 Close / Long Effective ranged weapon against Allomancers; contains no metal
Difficult

y Reluctance / Examples Difficult
y Difficulty or Risk / Examples Life on Scadrial is nasty, brutish, and short but especially 

willful people can  sometimes rise above the impossible 
odds, surviving no matter the cost. A character may 
attempt a Spirit Challenge to recover one of his or her 
Resiliences that’s been reduced by damage or other 
factors, and which is currently 5 or lower (this option isn’t 
available with a Resilience of 6 or higher, as a character 
in that position isn’t really defying the odds to keep 
going). The Difficulty is equal to the current Resilience 
score (minimum 1), and with success the character 
immediately recovers 1 Resilience, plus 1 more per 
Nudge spent. This option is available even when one or 
more of the character’s Resiliences is at 0, and when he 
or she is already defeated in some fashion (e.g. 
unconscious, dying, disgraced, etc.). Surviving against 
the odds doesn’t restart a failed Conflict, however — it 
only helps the character bounce back more quickly and 
possibly cope with any story fallout from the defeat. After 
this attempt, and regardless of success, the character’s 
Spirit score drops by 1, as usual.

Bow and steel arrows 1 2 2 Close / Long Primary ranged weapon of common soldiers

1
Predisposed: Act upholds current laws, 
supports the Extra’s morals, or presents 
opportunity for personal gain (e.g. getting back 
at a rival or lying to a mutual enemy)

1
Simple / No Risk: Grant access to a skaa’s 
home; provide the names of Extras in a noble’
s employ; offer information about rarely-used 
trade routes

Catapult N/A 5 4 Medium / Extreme Hurls massive stones; exclusively used by armies

2

Indifferent: Act breaks no known laws and 
doesn’t violate the Extra’s morals, or harms no 
one the Extra cares about (e.g. revealing a 
Minor Secret of little apparent import, feigning 
ignorance about the Crew — assuming they 
aren’t clearly criminals, or granting access to 
an exclusive event)

2

Challenging / Low Risk: Grant access to a 
skaa merchant’s home; provide the name of a 
noble’s illegitimate child; offer information 
about an enemy’s army Dagger 1 1 1 Striking / Close Steel blade favored by thieves and assassins

3
Wary: Act could break laws or violate the 
Extra’s morals, or only harms “bad people” (e.
g. betraying a friend or ally, or handing over an 
item stolen from an enemy)

3
Difficult / Some Risk: Grant access to a noble 
lord’s house; provide the name of a noble’s 
secret lover; offer information about inner 
workings of the Steel Ministry

Obsidian dagger 1 2 1 Striking / Close Popular weapon of Mistborn, often carried in pairs; contains no metal

4

Reluctant: Act clearly breaks laws, violates the 
Extra’s morals, or harms anyone (e.g. 
revealing a Major or damaging Secret, 
harboring a known fugitive, or granting access 
to the Imperial armory)

4

Very Hard / Great Risk: Grant access to a 
Steel Ministry facility; provide the name of a 
rebel skaa leader; offer information about lord’
s treasure vault

Spear 1 2 2 Close / Medium Iron-tipped spear favored by hunters, rebels, and soldiers

5

Opposed: Act flagrantly break laws or violates 
the Extra’s morals, or could harm the Extra (e.
g. betraying a loved one or committing 
treason)

5

Nearly Impossible / Mortal Risk: Grant access 
to Kredik Shaw; provide the real name of a 
Steel Inquisitor; offer first-hand information 
about a clandestine deal to overthrow the Lord 
Ruler

Stone spear 2 3 2 Close / Medium Flint or obsidian-tipped spear; contains no metal

Equipment Changing Laws Making a Last Ditch Effort Armor & Shields (pg.238)

(See Table to the right for options) Difficult
y Intricacy or Impacy / Examples Heroes deeply connected to the world around them don’t 

just seem lucky — they’re fated to succeed, able to draw 
on power beyond themselves to defy fate, even when 
faced with certain failure. Only a character with six or 
more dice of Spirit may call upon this option. So long as 
this requirement is met a character may spend 1 Spirit to 
retry any roll. The character gains no dice from Traits, 
Tools, Circumstances, or other modifiers, though 
penalties still apply as before (a last ditch effort is an act 
of pure willpower). The new Result replaces the original 
one, even if it’s worse, and the Outcome is decided 
accordingly. This option may even be called upon after an 
Outcome is determined, though in this case the cost rises 
to 2 Spirit instead, as rewriting history is no small task. 
After this attempt, and regardless of success, the 
character’s Spirit score drops by 1, as usual.

Armor Props Difficulty Misc. Info

1
Simple / Negligible: Change the definition of 
fraud or trespassing; suspend a curfew; create 
a new trade ordinance

Leather / Padded 1 2 Layered armor favored by theives, Allomancers, and Hazekillers; absorbs 1 damage from physical attacks

2
Involved / Minor: Change the definition of theft 
or bribery; suspend the decree of a minor lord; 
create a new title

Steel Mail 1 3 Chain and leather armor worn by guards and soldiers; absorbs 2 damage from physical attacks

3
Elaborate / Significant: Change the definition 
of assault or kidnapping; suspend a jail 
sentence; create a day of rest

Steel Plate 2 4 Heavy breastplate worn by the wealthiest and most foolhardy leaders; absorbs 3 damage from physical attacks

4
Convoluted / Major: Change the definition of 
murder or arson; suspend an execution; create 
a new holiday Shields Props Difficulty Misc. Info

5
Byzantine / Radical: Change the definition of 
heresy or treason; suspend the decree of a 
king or emperor; create a new territory

Sm Metal Shield 1 1 Standard shield of soldiery; adds 1 die to defense rolls against physical attack

Sm Wooden Shield 1 2 Sturdy shield carried by Lurchers; contains no metal; adds 1 die to defense rolls against physical attack

Large Metal Shield 2 2 Used by cavalry and for ceremony; adds 2 dice to defense rolls against physical attack

Large Wooden Shield 2 3 Almost exclusively used by hazekillers; contains no metal; adds 2 dice to defense rolls against physical attack

Other Equipment (pg.238)

Animals / Transport Props Difficulty Misc. Info
Pet 1 1 Cats, dogs, and wolfhounds are kept by the sentimental and wealthy

Cart 1 1 Two-wheeled cart used by laborers and craftsmen

Horse 1 2 Riding mount common to wealthy skaa, nobles, and military

Horse & Carriage 2 3 Enclosed four-person vehicle favored by nobility

Barge N/A 4 Main vehicle of commerce and military transport; may carry fifty men or five tons of cargo

Tools Props Difficulty Misc. Info
Banned Book 2 3 Contains information on a topic banned by the Lord Ruler

Bottle of Wine / Ale 1 1 Popular with Bon Vivants of all classes; used for loosening tongues / inhibitions

Craftsman's Tools 1 1 Supports one occupation (e.g. carpentry, metallurgy, ect.)

Disguise 1 2 Helpful when concealing or impersonating one person's identity

Formal Clothing /Jewels 1 2 Useful when blending in at high society events like Imperial gatherings and balls

Lockpicks 1 2 Useful when picking locks

Medical Supplies 1 2 Useful for treating wounds and during certain Mental Conflicts (see pg.221)

Mistcloak 1 2 A symbol of a Mistborn’s station; useful when concealing oneself in the mists

Pocket Watch 1 2 A popular symbol of wealth; keeps good time

Pen and Blank Book 1 1 Vital tools of the scribe

Rope and Grapple 1 1 Helpful when climbing, crossing gaps, or binding someone

Writing Steel 1 2 Thin sheets of steel for inscribing sacred information, which cannot be altered by metaphysical powers (such as Ruin)

Implements Props Difficulty Misc. Info
Atium Bead N/A 5 Provides 1 charge of Atium

Bones (1 Set) 1 3 Allows kandra to imitate 1 specific person or animal

Metalminds (3) 1 3 Each metalmind allows a Feruchemist (only) to store in and tap from one metal**

Misting Vial* 1 1 Contains 3 charges of Brass, Bronze, Copper, Iron, Pewter, Steel, Tin, or Zinc (choose only one metal)

Mistborn Vial* 1 2 Contains 1 charge of Brass, Bronze, Copper, Iron, Pewter, Steel, Tin, and Zinc (1 charge of each metal)

Copper Clips / Horseshoes 1 1 Coins or other metal objects used by Coinshots and Mistborn for Steeljumping or as weapons
* The Narrator may let you roll to acquire from a broader selection of metals if more have been discovered (this may depend on when your story occurs, or different factors if your story 
diverges from what’s in the novels)
**Brass, Bronze, Copper, Iron, Pewter, Steel, Tin, or Zinc; each single metalmind item consists of three physical metalminds, each of one different metal



Outcome (pg.146) Range & Movement (pg.198) Difficulty

Outcome "That was..." Touch Close enough to touch the target Adjacent 1 Simple

6 Godlike Striking Close enough to attack with a melee weapon 1–2 paces 2 Challenging

5 Legendary Close Close enough to attack with a thrown knife 3–10 paces 3 Difficult

4 Astounding Medium Close enough to attack with a thrown spear 11 –100 paces 4 Very Hard

3 Amazing Long Close enough to attack with a bow 100–300 paces 5 Nearly Impossible

2 Excellent Extreme Close enough to attack with a catapult 300–1,000 paces Chance of Success, By Difficulty (pg.454)

1 Good Sight Close enough to see the target but not attack 1,000+ paces Dice Pool 1 2 3 4 5

0 Passable Mimicry Familiarity (pg.259) 2 Dice 14% 11% 8% 6% 3%

-1 Just Shy Difficulty Familiarity with Subject / Available Remains 3 Dice 37% 30% 22% 15% 7%

-2 Unfortunate 1 Intimately Familiar: Studied the target for a month or more, or have the target’s intact corpse 4 Dice 61% 50% 38% 26% 13%

-3 Cringe-worthy 2 Familiar: Studied the target for a week or more, or have most of the target’s corpse intact (including all the bones)5 Dice 80% 68% 53% 37% 20%

-4 Horrible 3 Passingly Familiar: Studied the target for a day, or have a complete set of the target’s bones (but not the corpse)6 Dice 91% 81% 66% 48% 26%

-5 Disasturous 4 Unfamiliar: Studied the target for an hour, or have most of the target’s bones 7 Dice 97% 89% 78% 58% 33%

-6 Catastrophic 5 Totally Unfamiliar: Studied the target for less than an hour, or have less than half the target’s bones8 Dice 99% 94% 84% 67% 40%

Burdens 9 Dice 99% 97% 90% 74% 46%

Physical (pg.196) Social (pg.213) Mental (pg.223) 10 Dice 99% 98% 93% 80% 52%

// // //
Serious Physical Burdens Serious Social Burdens Serious Mental Burdens
Bruise, sprain, or laceration Embarrassed Depression or withdrawal
roken finger or toe Doubted Uncommon phobia (e.g. kandra or 

plants)
Dislocated joint Censured Flashbacks
Pulled, strained, gouged, or slashed 
muscle

Local or passing scandal Fascination

Blown pupil or ringing in the ears Turmoil within Crew, Noble House, or 
other group

Nightmares

Concussion Seizure of select personal possessions, 
or a handful of skaa servants

Anxiety

Chronic fatigue or dizziness Targeted by opportunistic criminal Temporary amnesia (a day or less)
Thin scar (easy to conceal) Obligator interest (a distraction, with no 

real merit)
Dramatic outbursts

// // //
Grave Physical Burdens Grave Social Burdens Grave Mental Burdens
Massive system shock (heart attack, 
seizure, or stroke)

Humiliated Violent mood swings

Broken limb Criticized Common phobia (e.g. Terris people or 
metal)

Internal rupture or bleeding Fined Delusions or dementia
Severed finger, ear, or toe Citywide or persistent scandal Compulsion
Temporary blindness or deafness Ejected from Crew, noble house, or 

other group
Night terrors

Skull fracture Seizure of a holding and all its contents, 
or all skaa servants

Nausea

Uncontrollable twitch or shaking Targeted by opportunistic Crew Temporary amnesia (many days or 
longer)

Thick or jagged scar (hard to conceal) Obligator investigation (with potentially 
serious charges)

Mania

// // //
Mortal Physical Burdens Mortal Social Burdens Mortal Mental Burdens
Permanent limp or inability to grip 
anything with one hand

Shunned or exiled Split personality

Crushed or shattered limb Mocked Omnipresent phobia (e.g. skaa or ash)
Severed hand, limb, or nose Denied right to own skaa Hallucinations
Permanent deafness Pervasive or unforgettable scandal Obsession
Lost eye or tongue Branded enemy by Crew, noble house, 

or other group
Blackouts

Brain bleed Forfeiture of a holding and all its 
contents, or all skaa servants

Paranoia

Nerve damage Targeted by opportunistic noble house or 
military force

Permanent amnesia

Disfiguring scar (impossible to conceal) Obligator manhunt (found guilty of 
something)

Mute



*Just as a heads up, this project was uploaded from Excel, and it seems that some of the formatting got messued up in the transfer .  If you so choose to download this file to Excel, hopefully that will remedy the situation.

** I do have intent to add the data from Era 2 of the Mistborn series. However this depends on demand, as my current RPG is Era 1, and dont have a personal need for those references yet.

*** Any and all suggestions are welcome. Please submit them to Griottheowl@gmail.com


