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Immortals 
An Old School Hack Overlay 

 
All immortals are human foundling babies. They age normally until they suffer a violent death (so they 
can die of sickness or old age and not be Quickened.) The life energy of the Quickening prevents aging 
and provides rapid healing. When an immortal is beheaded, or the immortal’s body is destroyed, a 
lightning show lashes out, filling the arena for 1 round per the character’s level—this is called the 
Quickening storm. 
 
No one knows the purpose of their Game, but it is an understood lifestyle where immortals meet and duel 
to the death. When one immortal beheads another, they get some of the victim’s power and experience in 
a Quickening storm, concentrating the immortal energy in fewer people. The legend goes, when there are 
only a few left they will be able to sense each other over greater distances, drawn together to fight to the 
death until, in the end, there can be only one. 
 
Inherent Ability 
 
• Immortal. You do not age. You take no damage from drowning or suffocation. You can only be 

killed by decapitation or full body destruction. Your body is human to all tests (though wizards and 
others may sense a trace of enchantment about you.) 

o Killing Immortals. They must be decapitated, or their bodies destroyed. 
 Decapitation. Strike as a focus action against the target’s Armor Class +2 and 

inflict a Wound. 
 Destroy the Body. When the target is out of Wounds, do 1 more Wound per the 

target’s Brawn+1. 
 
Limitation 
 
• Barren. You cannot cast spells of any kind. You cannot make children. 
 
Talents 
 
• Immortal Experience. Constant. Choose one attribute that is your character’s focus. Every full 

century of life allows you +1 to use that attribute.  
 

• Immortal Healing. Constant. Focus action. Test Brawn, difficulty [6+Wounds lost]. On a success, 
heal 1 wound. If unconscious and under 3 wounds, roll once per minute, waking when fully or mostly 
healed. The DM can stretch that interval to ten minutes with 5 Awesome Points to the bowl, or an 
hour with 10 Awesome Points to the bowl. 
 

• Immortal Memory. Rested. Focus action. You can remember a scene from your past with crystal 
sharpness, as though you lived it again in a few seconds. You remember names, faces, languages, 
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cultural details, weather—all your past is still very much with you, but draining to confront or 
explore. Success in remembering is usually automatic, but the DM can require a roll, putting 1 
Awesome Point in the bowl for every 3 difficulty on an Awareness test, if there are unusual 
circumstances. 

 
• Receive Quickening. Constant. If you are immortal and do not have this talent, you lose 3 Awesome 

Points (borrowed against the future if necessary) and use this talent when exposed to a Quickening 
storm. When an immortal dies in your arena or an adjacent arena, you gain 1 spent Awesome Point 
per that immortal’s level as though you spent an Awesome Point. If this is enough for you to level, 
you may take one of the dead immortal’s talents, even if it is restricted or exclusive. You can also 
learn a language or art form known to the victim instead of taking an attribute point. 

o After the storm, you are -1 for every Awesome Point “spent” to all rolls, a penalty that fades 
at -1 a minute. 

o If more than one immortal is in the Quickening storm, both lose spent Awesome Points, 
possibly losing a level and talent and attribute point as well. 

o Every round an immortal fights another immortal on holy ground, those fighting lose 1 spent 
Awesome Point (not a current Awesome Point). If they lose a level, they lose the talent and 
attribute point that came with that level. If the immortal runs out of Awesome Points, the 
immortal passes out. 

 
• Sense Immortal. Constant. You automatically sense another immortal who enters your arena. If you 

do not have this talent, you lose 2 current Awesome Points every time an immortal comes in range 
(borrowed against the future if you don’t have them.) They do not count as “spent.” 

 
Blade Talents 
 
When an immortal levels up because of a Quickening storm, instead of gaining +1 to an attribute, you can 
add a talent to your blade if holding it in the lightning. 
 
Function. Blade talents only function when the blade is held by its owner. 
 
Tuning. If you take a dead immortal’s blade (the immortal must be dead for this to work) you can “tune” 
to it by spending the Attribute point upon leveling (even if it is not in a Quickening storm.) Then you can 
use all the talents already put in the blade. Tuning to a blade does not add anything to it, the tuning allows 
use of what is already there by a new owner (who can then add to it later.) 
 
• Channeling. Constant. The difficulty to use the Immortal Healing talent is -2 while holding the 

blade. Also, if you are in a Quickening storm but do not get enough Quickening to level, you can 
store a talent or art form’s knowledge in the blade to access when you do level. 
 

• Charged. Constant. You can store enough energy in your blade to recharge one Rested talent as a 
free action. Gain +1 to a saving throw against a magic effect or energy attack per level while holding 
the sword. This does not affect area attacks, the attack must target you or someone you are 
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“protecting.” If a saving throw is not normally allowed, the energy is dissipated if you roll your level 
or less on 1d12.  
 

• Conceal Blade. Constant. As a free action, tuck the sword into a cloak or big coat, a space it could 
conceivably be hidden within on your person. It then merges with your Quickening field, providing 
no encumbrance, totally out of sight (even if that seems impossible.) If you remove a bulky item of 
clothing, the blade is within it—at that point it can be found with a successful Awareness test, 
difficulty 6 for a heavy weapon and 8 for a light weapon. You can retrieve the sword as a free action 
on your turn. This talent only works on blades that are light or heavy weapons. 
 

• Deadly. Constant. Gain +2 to hit or +1 Wound damage, decide after rolling. 
 

• Sharpness. Constant. Ignore up to 4 Armor Class granted to the target by armor or tough hide. 
 


