Allomantic Charges (pg.273)

—_

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 autom,atically 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 Tmin
Iron 20min 2min
Lerasium Instant -
Malatium 1min 6sec
Nicrosil Instant -
Pewter 5min 30sec
Steel 20min 2min
Tin 1hr 6min
Zinc 20min 2min







Improvement

Description

Change a Trait

% Replace an existing Trait with a new one (of the same type if the old Trait is your Hero's Drive, Pr i i Feature, or F ity)

Gain a new Stunt

(Allomancers and Kandra only) Add a Stunt to one of your Hero's Powers

Gain a new Trait

Add a new Trait to your Hero

Increase one Attribute

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

Increase one Standing

Recover from a Mortal Burden

Ease one Mortal Burden to Grave

Increase Power rating

4
5
5 |Increase your Hero's Influence, Resources, or Spirit by 1 die (maximum 10 dice)
6
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 (Exact below)

*Hemalurgic Variances / Cost (pg.128)

Steals the victim’s enhancement Allomancy, granting your Hero one Allomantic Power chosen from the Enhancement Metals (Aluminum, Duralumin, Chromium, or

CARITTE 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 x 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 x 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 x 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 x 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 x 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 x the Allomancy rating your Hero gains (e ou 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.

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 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)

Requesting a Hint
ifficult

Spirit (pg.249)

Weapons (pg,

ForcelSoldiers & Examples.

Crowd Size | Examples

iflcult Scope or Rarity/Examples Scale or Import/ Examples Detail or Relevance / Examples Touch / Striking
Fouse Timited ] Broad: s he acing sirangely7'or
1 by 1 g - 1 Touch /Touch | Steel biade favored by thieves and assassins
Iaborers change to an oftignored &
Faves Deaih or Alluding | General: Do have  gut eling
2 [in absolute secrecy, ravel by carriage, or kaa morchant or the formation of a now is guy?” orls 1 might Touch / Stiking
iminal gang
ExpensivelScarce: Hire @ private uto, ravel Close:
3 [by barge, or employ a theving crew for a ving?” or I there a weaponin the Touch / Strking | Two-handed working man's hammer
room?
Very ExpensivelRare: Host a grand ball, avel Dominance / Remarkable Event: Death of @ Revealing / Speciic: What sort of man /s he?”
4 |with an armed entourage, or employ a team of powerful noble ord or open war between rval o “Which of these two dooways shouid | Stiking / Striking | Massive chopping blade prized by the koloss
hazekillers c
Extravagan(Very Rare: Rebuld a vilage, Word/ Staggerng Event Deah ofhe Lo Definitive  Exact "Whal's s next move?” or
5 sl vt tho Lot Rulr ontourag, o Rulorora Grea Houso's botayal of “Where would Lord Penrod hide his vault?" Stiking / Striking |Sig pon of St metal

Lucky Break

Touch / Touch

Popular weapon of Mistborn, often carried in pairs; contains no metal

Impact or Plausability | Examples

Striking / Striking

Iron-tipped spear favored by hunters, rebels, and soldiers

Unit: 20 soldiers / 1 Exira

[Tiny: Onlookers within ine of Sight; 25 or fewer
people

Negiigible / Believable: Mid inclement weather
1 |starls up or the color of a lady's dress is.
aif i

Striking / Striking

War Band: 100 soldiers / 2 Exiras

Small: Population of a vilage; 100-200 people.

Minor / Reasonable: A guard leaves his sword

Bribes & Incent

2 2 [beltunbucked or Touch / Striking z ins no metal
Company: 500 soldiers /3 Exiras Medium: Population of a small town; 500 Significant / Dublous: A guard leaves his
people sordhangng onbis i s ot
3 3 e Striking / Striking | Fiint or obsidian-tipped spear; contains no metal
Regiment: 1,000 soldiers /4 Extras Large: Population of a large own; 1,000 Wejo  Urilkely: A uard falls 35685 o e
4 people 4 |jobor that key the character found ust Touch / Striking | Steel blade carried by guards and soldiers
happens to work in this lock
[Army: 10,000 soldiers / 5 Extras Massive: Population of a smal Gy, 10,000 o Radical { Far-Fetched: A noble house alarm
more peopl fals just as the
Crew makes its escape or a mistwrath arrives
5 the moment before a gravely wounded

character is attacked by a superior opponent
(and now everyone has to deal with the.
creature)

Surwvmg Against the Odds

Close / Long

brutish,

Close/Long | Primary ranged weapon of common soldiers.

Medium / Extreme | Hurls massive stones; exclusively used by armies

Stiking / Close | Steel blade favored by thieves and assassins

Difficult/ Some Risk: oble

Difficult
o Reluctance | Examples Difficulty or Risk / Examples o Tt
At ntiaws, Sinpl T No R Gransccess o askate s, srvning o mater the cost A cheracer may
4 |supports the Extra's morals. o prosents of Extras in a noble’ of his or her
opportunity for personal gain (e.9. geting back s emnlw i ge or other
ata rval o trade rou factors, and which is currently 5 or lower (ths opion isn't
Indiflerent: Act breaks no known laws Chatanging TCow Riak GranT acssss o3 | avaiabie with  Reslence of & e haact
doesn't violate the Extra’s morals, or harms no skaa m ; provide the name of a  (in that position isn't mal\y defying the odds to
one the Exracares about (o, evealinga ble’ informati o)
2] o o (minimum 1), and with success the character
ignor Crew — assuming m-, mmeciatey recovers 1 Resilonce, pus 1 mors per
aront duny Bt ‘granting access to Nudge spent. This option is available even when one or
‘he character's Resillences is at 0, and when he
Wary: Act could break Iaws or violale the

dying, disgraced, etc.).

1 Striking / Close | Popular weapon of Mistbomn, often carried in pairs; contains no metal

reason)

Equipment

ianging

9 only harms *bad peopl

9. betraying . g information about inner

workings of the Steel Minisiry only elps me crarater bourlos e < ok and

Reluctant: Act clearly breaks laws, violates the lard / Great Risk: Grant access o a ibly cof Al

. Extras morals, o hams anyone (6. Steel Ministry facility; provide the name of a (s attempt, Fand ";B‘"’L's“;‘z success, the character's
fugitive, or s

Opposed: folates Thiortal Risk: Grant acoess

e Exa's moral, o could har e Extra o, o Kok Shav; provide the real name of &
5 |g. betraying a loved one or committing Steel Inquisitor; offer irst-hand information

about a clandestine deal to overthrow the Lord

Close / Medium | Iron-tipped spear favored by hunters, rebels, and soldiers

taking a Last Ditch Effort

inected 1o the world around them don't

ly conr
ustssem cky — eyt fated 1 succoed, able 0 draw

them 'dveﬂndaiyma even wh

Imore dice. ofspmn may = upon this ovlm So long as

Close / Medium  |Fint or obsidian-tipped spear; contains no metal

Armor & Shields (pg.238)

Layered armor favored by thei

1 Spirtto,

ek rol. The character gains no i from Trais,

Chain and

soldiers; absorbs

oug!
Tostdich efot s an act

original

e, oven I It wrse, and the Outcome s deckisd.
scooringly. Tis pton iy even be called upon afer an

ihough i this case the cost ises

to2

it instead, is no small task.

and regarcless of success, the

Characler's Spik scors hops by 1,8 Uscal

adds 1die

L 3 etal; adds 1 die

Used by cavalry and for  adds 2 dice 1o defense

| Amost exclusively used by hazekillers; contains no metal; adds 2 dice to defense rolls against physical attack
Other Equipment (pg.238)

Cats, dogs, and wolfhounds are kept by the sentimental and wealthy

[ Two-wheeled cart used by laborers and craftsmen
Ri . nobles, and miltary

| Enclosed four-person vehicie favored by nobiliy

Main vehicle of port; may carry ffty

Lord Ruler

Popular with Bon Vivants of all classes; used for loosening tongues / inhibitions

‘Supports one ocoupation (e.g. carpentry, metallurgy, ect)

of
Useful when blending in at hi i ings and bal

Useful when picking locks

r treating i in Mental

[A popular symbol of wealth; keeps good time

Vital tools of the scribe

Thin sheets of

Provides 1 charge of Atium

| Allows kandra to imitate 1 specific person or animal

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

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

Coins or other metal objects used by Coinshots and Mistbor for Steeljumping or as weapons




Dty
Outcome |"That was..." Touch  |Close enough to touch the target Adjacent il 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 2 Dice 14% 11% 8% 6%
-1 Just Shy Difficulty |Familiarity with Subject / Available Remains 3 Dice 37% 30% 22% 15%
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%
-3 Cringe-worthy 2 Familiar: Studied the target for a week or more, or have most of the target’s corpse intact (inf 5 Dice 80% 68% 53% 37%
-4 Horrible 3 Passingly Familiar: Studied the target for a day, or have a complete set of the target’s bones ( 6 Dice 91% 81% 66% 48%
-5 Disasturous 4 Unfamiliar: Studied the target for an hour, or have most of the target's bones 7 Dice 97% 89% 78% 58%
-6 Catastrophic 5 Totally Unfamiliar: Studied the target for less than an hour, or have less than half thel 8 Dice 99% 94% 84% 67%
Burdens 9 Dice 99% 97% 90% 74%
Physical (pg.196) Social (pg.213) Mental (pg.223) 10 Dice 99% 98% 93% 80%
/I I I
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 Local or passing scandal Fascination

muscle

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

other group
Concussion Seizure of select personal possessions, |Anxiety

or a handful of skaa servants

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

/I

Grave Social Burdens

//

Grave Mental Burdens

Massive system shock (heart attack, Humiliated Violent mood swings
seizure, or stroke)
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 Night terrors
other group
Skull fracture Seizure of a holding and all its contents, [Nausea

or all skaa servants

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

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

I

Mortal Social Burdens
Shunned or exiled

/l
Mortal Mental Burdens
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, |Blackouts
or other group

Brain bleed Forfeiture of a holding and all its Paranoia

contents, or all skaa servants

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.
** | 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



