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Character Generation 
 

1. Choose a Template. You get the inherent ability on the template for your character. Limitations can 
help you understand the character, alerting you to weaknesses. 
 

2. Who Are You? Optional. Randomize or choose an adventuring motive (list on page XX). Write your 
character’s description on your sheet. (Either now or later, your character will need a name.) 
 

3. Assign Attributes. You have 5 points to put into attributes. You can put all of them in a single 
attribute, or spread them out. A character gets +1 to an attribute every level. 

• You can take an attribute to -1 for 1 more point to spend on another attribute. You can take 
up to 4 negative points, no more than 2 in any attribute. Attribute maximums are on 
templates. 
• Positive attributes give the character advantages. 

• Awareness. Each +1 is a proficiency in 1 extra language (start with 1 language for 
free), 1 musical instrument, or 1 art. (Negative has no effect.) Languages are on page 
XX. 

• Brawn. Each +1 is 1 load the character can carry without penalty. Positive Brawn 
means the character knows how to swim. Encumbrance is on page XX. 

• Charm, Cunning, Daring. Add the total together for these three. Any positive number 
can be used to get backgrounds (page XX). If you want to bear a Triforce or be a 
sage, you will need some background points. 

• Commitment. Any bonus allows an optional code of honor (page XX). 
 

ATTRIBUTE Description Extra Usefulness 
Awareness Alertness, perception, insight Notice things. Language and arts. 
Brawn Size, physical intimidation Carry heavy objects, wear armor. 
Charm Social aptitude, ability to inspire, persuasion Persuasion, intimidation, leadership. 
Commitment Devotion, intensity, resisting magic & suggestion Strength of will. 
Cunning Trickery, sneakiness, lying, stealth, theft Stealth, deception, lock picking. 
Daring Courage, reflexes, managing risk Reflexive dodging, boldness. 

 
4. Assign benefits. Where your attributes give you extra advantages, choose what you want. Languages 

(page XX), musical skill, arts, backgrounds (page XX), and code of honor (page XX) can be selected. 
 

5. Choose a starting talent. You get one of the talents listed on your starting template at first level. You 
can get a new talent each time you gain a level. 

• Master Talent. If you have an attribute at 5 or higher, you can take a master talent for it 
instead of a talent from your template. Page XX. 

• Unusual Upbringing. If you have a character who had an unusual upbringing, with DM 
permission you can take an open or restricted talent from another template or from the list of 
talents as your first. 

 
6. Equipment. The template has one or more signature items. Then pick weapon, armor, and backpack 

or home (page XX).  
 

Vulnerable. Your starting character only has 1 Wound (unless you are a Goron). You can raise this as 
you level, or by taking a starting talent that grants more Wounds. 



Legend of Hyrule Character Record 
 

Name:  Player:  
Date Created:  Birthdate:  
Description:  
Motive:  
Languages and Alphabets: p. XX 
Arts and Music:  
Relationships:  
Template(s):  
 
Inherent Ability  
Inherent Ability  
 

Attributes  Wounds Level 
 Awareness                 AP spent this level: 
 Brawn  1-6 KO, 7-9 Dying 10-12 Cripple, 13+ dead AP at session end: 
 Charm  Treasure  
 Commitment   Loads Carried: p. XX 
 Cunning  

 Daring  
 

Talents 
Name Template Type Description 

  C  A  R p.  
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 
  C  A  R p. 

C: Constant. A: Arena. R: Rested 
 

Backgrounds and Codes of Honor or Belief Systems  
p. 12, 293 
 
 
 
Weapons—Armor—Stuff: p. XX for weapons and armor, XX for gear and expenses. 

  



Languages 
 
You start with one language in common with the other characters for free.  
 
Not finalized or typical. Goron will have one, Deku and Kokiri share one, Zora have one. One for the 
Unmaker and evil types. Ancient Hylian. Not sure what else. 
 
  



Backgrounds 
 
At generation, add together Charm, Cunning, and Daring. If you have a positive number, those are your 
Background points. You can spend them to get advantages from the beginning. The DM can limit or 
expand these lists. You can take some of these more than once; like Celebrity 1 for several famous 
people, or “Contacts” for different spheres of influence. 
 

Family Status 
0. Basically alone.  
1. Strong love in a nuclear family.  
2. Wealthy relatives, good relationships.  
 

0. Citizen of your area. 
1. Local champion, Sage, or Sheikah 
2. Royalty, Champion of Hyrule 
(+1 to be a Triforce Avatar) 

Contacts Possessions 
0. No connections. 
1. Contacts in 1 settlement. 
2. Factional contacts regionally. 

0. No unusual possessions. 
1. You have 1 enchanted weapon or item. 
2. You have 2 enchanted objects, maximum 1 

weapon. 
 
Contacts Details 
Contacts may be able to provide henchmen, equipment, transportation, shelter, and an introduction to 
meet someone shy or connected. To use the Contacts, the player rolls 1d10 +1 per Contacts rating.  
• After rolling, the character can insist and lean on relationships, weakening them; each 1 Contacts 

rating sacrificed after rolling adds +2 to the roll.  
 
Here are the basic difficulties to get help from Contacts, based on what the character wants. (The DM can 
feed the bowl to increase the difficulty based on other circumstances.) Failure can mean inability to get in 
touch, or inability to get cooperation, interpreted by the DM.  
 
• 3. No risk. Common knowledge. Basic equipment and transportation. Overnight shelter for a small group.  
• 6. Moderate risk. Protected information. Could get someone’s life ruined. Specialty equipment. Transportation 

through secured areas. Longer term or better accommodations. Harboring a person of interest.  
• 9. Risky. Costly information that could get someone killed. Rare equipment. Smuggling through high security 

(prison break.) Harboring a fugitive.  
• 12. Dangerous. Sharing this information will cause the contact to lose power and face danger.  
• 15. Too hot. Even talking to the character is life-threatening.  
Add +3 difficulty each time after the first that Contacts are used within an adventure or a week.  
 
All contacts are subject to DM approval. They represent a connecting point between the character and the 
world, so they are best managed by the player and DM cooperating. 
 

  



Belief Systems—Codes of Honor 
 
Every point of Commitment can be used towards taking a belief system or a code of honor. These can be 
taken at generation or added during play for free—they carry their own cost. 
 
Each point in a belief system or code of honor adds another +1 to a Commitment roll when resisting 
temptations or violations of that belief system or code of honor.  
 
Players should suggest that they get the bonus any time it occurs to them and seems appropriate, 
understanding that the DM is the final interpreter of when the bonus applies and when it does not.  
 
Beliefs and honor only provide this extra boost if they require structure and sacrifice. While they can be 
general, as described below, it can be entertaining to find or write up specific codes to follow. 
 
The key is that the belief system or code of honor makes a character accountable to and willing to 
sacrifice for something bigger than self and self-interest. 
 
Violating the Belief System or Code of Honor  
 
Sometimes characters will fail to live up to the strictures of their beliefs, they will be dishonored. When 
this happens, they get no bonus to Commitment tests of any kind. The only way to restore the bonus is to 
atone, to sacrifice, to somehow symbolically restore the broken relationship. The player and DM can 
work together on what that looks like for the character’s situation.  
 
Sample Belief Systems and Codes of Honor  
 
• Chivalry. The character believes the strong should protect the weak, that people should be treated 

with dignity (even foes), and that honor defines a person to the point where without it, wealth and 
victory and fame are hollow. Politeness symbolizes respect—give it, expect it from those with honor.  

 
• Duty. The character has sworn to uphold a duty. This duty is taxing, and requires sacrifice, but it 

grants meaning and pride in exchange.  
 
• Family Honor. The character values the honor of the family, and is horrified at the idea of tarnishing 

the family with personal misbehavior. The family’s integrity and renown gives the character strength, 
through attachment to it.  

 
• Idealist. The character has a vision for what the future should be. No inducement is more valuable 

than this dream of the future, of what should be—and could be. The character is willing to sacrifice 
now to draw the world closer to this dream of someday.  

  



Starting Equipment  
 
What Starting Characters Have 
 
• Signature Items. Most templates list a signature item the character starts with. (If not, that’s fine.) 
  
• Weapon. Start with a light, hand, reach, heavy, range, or very heavy weapon. Describe it. 

• Light, Hand, Reach, Heavy, Very Heavy. A light weapon may be a serrated dagger, a 
very heavy weapon could be an enormous tree branch. Feel free to be creative with hand-
to-hand weaponry, or not; a sword could fit in any of the categories (knife to claymore). 

• Light. These weapons are small, like daggers, gaff hooks, and broken bottles. 
• Hand. Normal one-handed weaponry. Lots of sword types, maces, battle axes. 
• Reach. One or two hands, long. Staff, chain mace, spear. 
• Heavy. Hand-and-a-half or two handed. Bastard sword, heavy mace, claymore. 
• Very Heavy. Enormous, needs two hands. Huge club, armored foe’s body. 

• Ranged bow weapons (whether they are longbows, crossbows, etc.) have a default 20 
shots each. 

• A quiver counts as a weapon for calculating encumbrance. A quiver holds 20. 
• Ranged thrown weapons have 2 types: weapons that can be light or ranged, or weapons 

so small they can only be ranged. 
• Light/ranged: Less than 4 don’t count for encumbrance, a group of 4 count as ½ 

load. (Throwing axes, knives) 
• Ranged only: Less than 20 don’t count for encumbrance, a group of 20 count as 

½ load. (Shuriken, throwing blades, sling stones) 
7. Encumbrance Rule on Weapons: What equals 1 load? 

• 8 light weapons are 1 load. 4 light weapons are half a load. 
• 2 hand weapons, shields, or reach weapons are a load. 1 is half a load. 

• Also quiver, short bow, or crossbow. 
• 1 heavy weapon or heavy shield is a load.  
• 1 very heavy weapon is 1.5 loads, round to 2 if you don’t have another ½ load. 

 
• Armor. Start with light or medium armor if desired, free of charge. Take a shield if you want. 

• Medium armor counts as 1 load.  
• A shield counts as ½ load. A heavy shield counts as a load. 

 
• Backpack or Home. Characters may start with a stocked backpack if they wish, or a living space 

with some extra equipment in it. Carrying all this counts as a load, so it affects encumbrance. 
However, it has in it the normal sorts of supplies characters would want. 

• 10 yards of rope, 6 torches, a lantern, 1 flask oil, a bedroll, 1 change clothes, 1 week food, 3 
days water, flint and steel, 12 iron spikes, small hammer, small cookpan. 

• If they want other objects, they can spend 1 Awesome Point to have it conveniently in the 
backpack during play. If it is bulky or not something that makes sense, 2 or more Awesome 
Points. The DM may deny a request to have an object handy. 



Weapons—Armor—Shields 
 
Melee Weapons 

Type Damage Description +2 to hit in this Arena 
Unarmed 1d10 to hit, add an attribute to the roll, do 0 Wounds, only KO target. (AP for damage.) 
Light 1 1d10 to hit, add an attribute to the roll, do 1 Wound. Tight 
Hand 1 To hit, roll 3d10 instead of 2d10, ignore the lowest.  
Reach 1 2d10 to hit. +2 to impede or prevent impeding. Hazardous 
Ranged 1 Attack earlier, and adjacent arenas also. (target in) Open 
Heavy 2 2d10 to hit. Big, so they do more damage. Dense 
Very Heavy 3 2d10 to hit. Huge, no shield, ignore the first Wound armor soaks. 
• Light. These weapons are small, like daggers, gaff hooks, and broken bottles. 
• Hand. Normal one-handed weaponry. Lots of sword types, maces, battle axes. 
• Reach. One or two hands, long. Staff, chain mace, spear. 
• Heavy. Hand-and-a-half or two handed. Bastard sword, heavy mace, claymore. 
• Very Heavy. Enormous, needs two hands. Huge club, armored foe’s body. 
 
Ranged Weapons     All are +2 to hit targets in an open arena. 

Type Damage Description Reload Rate 
Light 1 Sling, knife, dart. Roll 1d10 to hit. Add an attribute 

to the roll. Max range is adjacent arena. 
1 action to ready, load, shoot. 

Hand 1 2d10 to hit. Axe, light crossbow, shortbow, javelin. 1 action to ready, load, shoot. 
Heavy 2 2d10 to hit. Longbow, spear. 1 action to ready, load, shoot. 
Very Heavy 3 2d10 to hit. Heavy crossbow, big rock. Focus action reload. 
All ranged weapons can attack in the same arena or an adjacent arena. 
• Aimed. Shooting as a focus action, a bow can shoot targets 1 arena away per Brawn. 

• Shortbows have a maximum range of 4 arenas away, muskets a maximum range of 6 arenas 
away, and longbows a maximum of 8 arenas away. 

• Move and Shoot. Spend 1 Awesome Point to do a ranged attack while moving. Roll 1d10 to hit. 
• This works with thrown weapons and crossbows, not with bows. 

• Hand to Hand. Generally ranged weapons count as hand weapons in combat. A heavy crossbow may 
be a heavy weapon. A longbow can be a reach weapon. 

 
Shield 
Fighting with a shield, you roll 1 fewer d10 to hit. However, once a round you can block 1 Wound. A 
light shield counts as ½ load, for encumbrance. A heavy shield counts as a load. You count as “armored” 
in combat when using a shield, so do not get 2 Awesome Points for surviving the fight. 
• Shield-Sacrificing Protection. A light shield can reduce a single attack to 1 Wound, breaking the 

shield. A heavy shield can act as a light shield twice before breaking. 
• Shield Attack. A shield can be used as a hand weapon (or heavy weapon, for a heavy shield) by 

itself, or with a hand weapon, a heavy weapon, or a reach weapon.  
• Shield Cover. Using “Defend” the shield reduces attacker’s to-hit rolls by 2 (stacking with the -2 for 

defending, total -4). This works against ranged attacks. Also, can use the shield against each incoming 
attack instead of just one. 

 
Parrying Weapons 



A parrying weapon must be light or a hand weapon, and it can be used with a light, hand, or heavy 
weapon in the other hand. When using a parrying weapon, you are -1d10 on your attack roll (so you roll 
1d10 to hit with a heavy weapon and 2d10 with a hand weapon.) 
• The weapon grants +2 to hit, -2 for a foe to hit, or +1 Wound to an attack. It can be used for one of 

these three things, once a round. Doesn’t stop ranged attacks. Cannot be used with a shield. 

Armor 
ATTACK ROLL Super Heavy Heavy Medium Light No Armor 

20+ Full Damage Full Damage Full Damage Full Damage Full Damage 
 
2 Awesome 
Points from Stack 
for surviving a 
fight unarmored 

17-19 -1 Wound 
14-16 -2 Wounds -1 Wound 
11-13 -3 Wounds -2 Wounds -1 Wound 
8-10 -4 Wounds -3 Wounds -2 Wounds -1 Wound 
1-7 Miss Miss Miss Miss Miss 

Cunning Penalty -6 -4 -2   
Encumbrance 3 loads 2 loads 1 load   

Description Full plate Chain & plate Chain Leather Clothes 
 
Armor Reduces Damage. The [-X Wounds] on the table represents the number of Wounds that the 
armor deflects away from the character inside. This is damage reduction. The higher the roll to hit, the 
less effective armor is. 
 
Fighting Without Armor. Characters who are in danger of being hit, who enter a fight without armor 
and survive, get 2 Awesome Points from the Stack after the fight. 
 

Encumbrance 
 

• Brawn is the number of heavy things (loads) you can carry without penalty. 
• Carrying [Brawn +1] loads is encumbered; fail all rolls (including combat), stagger along. 

o At 0 Brawn or lower, 1 load counts as being encumbered. 
o A partial load beyond your limit does not count as being overloaded. 

• Medium armor is 1 load, heavy armor is 2 loads, very heavy armor is 3 loads. 
• 500 coins is 1 load. 
• Child-sized person=2 loads. Normal person=3 loads. Person with over 5 Brawn=4 loads. 
• Dragging something over normal ground halves its encumbrance. 
• More than one person can share the weight, splitting the loads between them. 
• Encumbrance Rule on Weapons: What equals 1 load? 

o 8 light weapons are 1 load. 4 light weapons are half a load. 
o 2 hand weapons or reach weapons are a load. 1 is half a load. 

 Also quiver, short bow, crossbow. 
o 1 heavy weapon or heavy shield is a load.  
o 1 very heavy weapon is 1.5 loads, round to 2 if you don’t have another ½ load. 

  



Adventuring Motive 
 
Your character needs a reason to go out into danger! Randomize, pick one, or make one up. The motive 
should propel your character out into the world and give you something to do, either short-term or long-
term. The DM will give you 3 Awesome Points for your adventuring motive, and may choose an 
overarching motive for the group. 
 
(I’ll have 10 for each template, and maybe 10 for each of a few other categories.) 
  



Deku Scrub (Template) 
 
Seldom heroes, these self-serving forest guardians have been known to help save Hyrule from ruin. 
 
Attribute Maximums Start with One Wound 
Race Awareness Brawn Charm Commitment Cunning Daring 
Deku Scrub 8 1 3 3 10 5 
 
Ability—Burrow 
Focus action. Submerge in special greenery so only a sprout of greenery on your head is exposed. Others 
are Awareness difficulty 10 to see you. 
• On a Deku Frond Pad, heal 1 Wound when burrowing down, and another Wound every 5 minutes 

(even if you were dying). You can pop up out of the ground as a free action. 
• In a Deku Flower, spend a focus action inside, then next move phase, fire up 2 arenas (about 10 

meters) and glide one arena, another per round after, dropping 5 meters a round. 
 
Limitation—Stubby and Spindly 
You cannot use weapons or wear armor. 
 
Signature Item: A pointy hat and a piece of fancy jewelry.  
 
Talents 
 
• Agile.** Constant. You are close to the ground and fast, and you’ve learned to manage your footing. 

Add your level to any non-attack roll involving movement. You are fearless moving in any situation, 
not intimidated by heights or danger. 

 
• Deku Dodge.** Arena. If you are hit, you can spend 1 Awesome Point per your level to dodge. Each 

point you spend makes an attack -2 to hit. These Awesome Points do not count towards leveling.  
 
• Quick.** Constant. You are +4 to impede or avoid impediment. Also, you can spend Awesome 

Points on initiative, each point adding +2 to your total. 
 
• Shoot.** Arena. Focus action (upgrades to shoot). Flexing your wooden craw, you can sense an 

otherdimensional access to hard nuts about the size of a softball that you can fire as a ranged hand 
weapon (upgrade to ranged heavy weapon).  

 
• Spin.** Arena. Focus action. You can spin through your current arena, doing 1d5 Wounds. You can 

only do 1 Wound to each target, but you can hit up to 1 target per Wound you inflict. Foes are -2 to 
hit you while you are spinning. You spin between phases 3 and 6, but if you were spinning in a 
previous round, you are spinning from round 1 on in subsequent rounds. The first round is spent in 
your current arena, but in subsequent rounds you can move to another adjacent arena and split 
Wounds between the arenas or put all in one or the other. Deku gain this ability through successfully 
enduring special trials in the Forest Temple. 

  



Gerudo (Template) 
 
Desert thieves protect Hyrule’s borders from what lies beyond; as payment, they take what they need. 
 
Attribute Maximums Start with One Wound 
Race Awareness Brawn Charm Commitment Cunning Daring 
Gerudo 8 3 8 10 10 10 
 
Ability—Graceful Moves 
When moving, add Cunning and Daring together (-2 for every level of armor and carried load). That 
includes stealth, climbing, swimming, moving between arenas or over hazardous terrain, or any other kind 
of action from one place to another or staying upright on unsteady support. 
 
Limitation—Desert Stranger 
Widely distrusted in Hyrule because they are different, dispassionate, and deadly. There is only one 
Gerudo male at a time, and that male must be king.  
 
Signature Items: Loose desert clothing, water skin, veil.  
 
Talents 
 
• Acrobatic Leap.* Arena. You can move through a barrier (even one made of people) without 

needing to pass a test, and you can jump up to 3 times the range of other characters. You can also 
brace yourself in place and use “Graceful Moves” to stay hidden somewhere unusual. If you have this 
talent, you can pay 3 Awesome Points to attack a target even if the target is protected by others. This 
cannot be done untrained. 
 

• Canny Prey.* Constant. Either a base Awareness test when none would be allowed, or +2 to a 
normal Awareness test, to detect traps and ambushes. You know how to set them, where they should 
be, and how they work. 
 

• Expert Parry.* Rested. As a free action before the opponent rolls to hit, reduce an incoming melee or 
unarmed attack by 1 die rolled to hit. This can be done a maximum of once per round. Upgrade this to 
use it after your attacker has rolled to hit, choosing 1d10 of your choice. 
 

• Read Signs.* Rested. You can connect rising flocks of birds with movement of foes, estimate forces 
based on dust columns from marching armies, and predict the weather for the next 12 hours. Test 
Awareness to gain a fact from signs in your surroundings. Gerudo gain this ability through 
successfully enduring special trials in the Spirit Temple. 
 

• Silent Step.* Constant. Your stealth is practiced to surprise animals, but it works more generally too. 
Gain +2 on Cunning tests to move unseen and unheard. Double the bonus in the wilds. 

  



Goron (Template) 
 
Refugees from a lost dimension, these hardy and cheerful warriors protect Death Mountain and its secrets. 
 
Attribute Maximums Start with Three Wounds 
Race Awareness Brawn Charm Commitment Cunning Daring 
Goron 5 10 8 8 5 8 
 
Ability—Faceplant 
As a move action, tuck in all limbs and fall flat on your face. In this extremely comfortable position, you 
toughen to reduce damage by 1 Wound per attack. You can hide as a boulder, Awareness difficulty 10 to 
detect. You can sleep for weeks at a time if desired.  
 
Limitation—Tasty Rocks 
You can only eat certain rocks, and most veins of those delicious stones are found in Death Mountain. A 
week of rocks is 1 load, and goron eat once a week.  
 
Signature Items: A piece of jewelry made of tasty rock concentrate; it can be an emergency ration. 
 
Talents 
 
• Armed and Dangerous.** Constant. Gain +2 to hit or +1 Wound to damage when fighting unarmed. 

Gain a +2 arena bonus in either tight or dense arenas. You can throw rocks as range weapons.  
 

• Fireproof.** Constant. You take no damage from heat, fire, or fire-based attacks. This usually works 
even against magic fire. If special fire does injure you, get 1 Awesome Point per Wound you take. 
Goron gain this ability through successfully enduring special trials in the Fire Temple.  

 
• Lifter.** Rested. Focus action. Double your Brawn for about 1 minute per level. This helps you shift 

things aside, bulk up for a wrestling match, or carry massive loads a short distance. Increase Wounds 
you inflict by 1 per 4 Brawn. 
 

• Roll.** Rested. You can tuck up to roll like a wheel. To get up speed, you must move through one 
arena. Then, you can move 2 arenas a round downhill, or one arena a round on flat terrain. Going 
uphill, lose momentum. While moving at two arena per round speed, anything you hit takes 1 Wound 
unless the target makes a Daring test to leap out of the way. If you hit something you do not injure, 
you lose momentum. Maneuvering may require a Daring test for difficult terrain.  

 
• Tough.** Constant. You ignore the first Wound from any source of damage. (This stacks with 

damage reduction from Faceplant.) Gain +2 Wounds.  
  



Hylians (Template) 
 
Hylians are the fey citizens of Hyrule. Their ears are pointed so they can hear the goddesses whisper. 
 
Attribute Maximums Start with One Wound 
Race Awareness Brawn Charm Commitment Cunning Daring 
Hylian 10 3 8 8 8 8 
 
Ability—Rangefinders 
Add +1 arena to a ranged weapon’s range, or +2 to hit with it. 
 
Limitation—Fey Blood 
Take +1 Wound from attacks with cold iron, or exposure to iron for over a minute (and each hour 
afterwards.) 
 
Signature Items: Lucky charm focused on a goddess theme.  
 
Talents 
 
• Fey Arrows.** Arena. Spend 1 Awesome Point on an arrow as you whisper to it to make it magic as 

you shoot. After you roll to hit, chose one advantage: +2 to hit, +1 Wound, or hit incorporeal target.  
 

• Lucky.** Rested. You can borrow 1d5 Awesome Points from the Stack. You must pay them back 
before you receive more Awesome Points. 
 

• Quickened.** Arena. Spend 1 Awesome Point to win initiative. Declare victory instead of rolling. 
Hylians gain this ability through successfully enduring special trials in the Temple of Time. 

 
• Roll With It. Arena. Spend 3 Awesome Points to reduce 2 Wounds as they are inflicted.  

 
• Shield Skill. Constant. You are not -1d10 when fighting with a shield. 
  



Kokiri (Template) 
 
Forever children of the forest, ageless and strange. A few are changed by the world beyond the trees. 
 
Attribute Maximums Start with One Wound 
Race Awareness Brawn Charm Commitment Cunning Daring 
Kokiri 10 2 5 8 10 8 
 
Ability—Fairy Ally 
Since you were young, a fairy has always sought you out to serve as helper and companion for a while. 
The fairy can provide dim illumination, distract a foe (inflicting –1 to all rolls), or help you attack 
(granting +1 to attack a target). The fairy will not leave your arena willingly—Charm test can send the 
fairy up to 1 arena away as a free action. You speak the fairy language, and most fairies will be inclined 
to be helpful to you.  
 
Limitation—Caught Out of Time 
If you ever leave the Lost Woods, you begin to age normally (though you will never grow larger.) This 
process is irreversible even if you return. Child size, your body counts as 2 loads. 
 
Signature Items: Fishing pole, bait sack, glass jar.  
 
Talents 
 
• Acrobatics.* Arena. Cut falling damage in half, rounding down. Add ½ your level to push and either 

impede or resist impeding.  
 

• Adorable.* Constant. You know how to use your small frame, ability to look innocent, and 
calculated turn of a phrase. You can substitute Cunning for Charm.  
 

• Innate Direction.** Constant. You can always retrace your steps, and you never get lost. If you are 
under magic influence or otherwise confounded, the DM will give you 1d5 Awesome Points from the 
Stack. 
 

• Fey Allies.* Rested. You have made friends among the fey. You can persuade one to travel with you 
in a bottle. If you are badly hurt, the fairy escapes the bottle and swirls around you, healing you to full 
Wounds. Then it flies away, and sends another to find you in the next day or so. Or, you can persuade 
a fairy to travel with you as a second Fairy Ally. (Two seldom get along with each other.) 
 

• Fey Pockets.** Constant. You can carry (or wear) 1 load without counting it towards encumbrance; 
sometimes things you carry forget to take up space or be so very heavy.  

  



Rito (Template) 
 
Proud birdpeople, messengers and scouts for all of Hyrule. 
 
Attribute Maximums Start with One Wound 
Race Awareness Brawn Charm Commitment Cunning Daring 
Rito 10 3 8 8 5 8 
 
Ability—Windrider 
For about an hour per Brawn (-1 per load), move 3 dimensionally. In general, every 5 meters of height is 
a new arena. Move through or over 2 arenas a round.  
 
Limitation—Hollow Bones 
You cannot build great strength, or wear more than medium armor. Your body counts as -1 load (2). 
 
Signature Item: Dragon scale.  
 
Talents 
 
• Combat Whirl.* Constant. You are trained in circular spinning combat techniques. You can get a +2 

arena bonus in an open, neutral, or hazardous arena regardless of weapon type. This can stack with a 
weapon that grants an arena bonus to hit as well. Rito gain this ability through successfully enduring 
special trials in the Air Temple. 
 

• Enduring Flight.** Rested. Fly normally for 3 hours per Brawn. (Upgrade to ignore the decreased 
duration from carrying loads.) 

 
• Keen Sight.** Constant. You automatically count as rolling a 10 on any Awareness test requiring 

eye sight. Looking as a focus action, you can clearly see anything with no obstacle between you and 
what you are looking at, no matter how far away. You can judge distances flawlessly.  

 
• Messenger Memory.* Constant. You can remember a message verbatim, and you can navigate by air 

with great accuracy, only testing Awareness to get lost if landmarks are absent, shrouded, or there are 
other circumstances.  

 
• Networked.* Constant. You or your allies or family have traveled widely. In any circumstance where 

you might find an ally, ask the DM if one can be present. If the DM provides one, then the DM will 
also prepare an enemy of you or your friends that can be encountered later.  

  



Sheikah (Template) 
 
Hylians transformed into Shadow People by an oath to secretly serve truth and the Royalty of Hyrule. 
 
Attribute Maximums Start with One Wound 
Race Awareness Brawn Charm Commitment Cunning Daring 
Sheikah 10 3 8 8 8 8 
 
Ability—Stone Whisperers 
As a focus action, establish a rapport with the Sheikah Stones (or Gossip Stones) all over Hyrule. You can 
communicate with other Sheikah, leaving or receiving messages. If in rapport with the stones at the same 
time, you can whisper to each other in conversation. 
 
Limitation—Red Eyes 
To use any of your Sheikah talents or abilities, you must allow your skin to turn tan and your eyes to turn 
red. It takes a focus action to revert to a Hylian appearance.  
 
Signature Items: Kodachi (sword, hand weapon) with Sheikah symbol.  
 
Talents 
 
• Chi Block.** Arena. When defending or protecting, you can stop or deflect a single incoming attack 

that is hand to hand, melee weapon, ranged weapon, or magic, with a successful Daring test difficulty 
[10 + attack Wounds]. The DM may feed the Bowl to add difficulty for especially dangerous attacks. 
 

• Eyes of Truth.** Constant. Focus action to activate. Shift your vision so you can automatically see 
anything hidden, see through any illusion, and pierce any deception. Sheikah gain this ability through 
successfully enduring special trials in the Spirit Temple. 

 
• Flashbang Exit.* Arena. During the “Defend or Protect” phase of combat, cause or use a distraction 

with a smoke pellet or other improvised method (any distraction will do) and move to an adjacent 
arena. Only those who succeed with their Awareness vs. your Cunning will see where you went. 
 

•  Prolonged.** Constant. Your aging slows drastically, you now age one year in twenty. The process 
also connects you to the collective soul of the Shadow People. You can spend 8 hours in meditation 
and glean a prophecy or some lore from the ancient mystical knowledge of the protectors.  

 
• Royal Trust.* Constant. Long ago, the Hylian royalty entrusted the secrets of the magic of the 

goddesses to the Sheikah. They may learn spells. 
 
  



Zora (Template) 
 
Reclusive fish people embody grace and sleek strength under the waters of Hyrule. 
 
Attribute Maximums Start with One Wound 
Race Awareness Brawn Charm Commitment Cunning Daring 
Zora 8 3 8 8 8 8 
 
Ability—Amphibious 
You can breathe air or water with equal ease. You can move just as fast through the water as you can on 
land—use the same rules for land movement in water, not the swim rules. 
Limitation—Aquatic 
You can endure without being immersed in water for 1 day per Brawn. Each day after that, suffer 1 
Wound that will not heal until you are immersed; if you are dying, you cannot be stabilized or healed 
without being immersed. You can be replenished by 1 hour of immersion per day without it. 
 
Signature Items: A piece of pearl jewelry. 
 
Talents 
 
• Deep Secrets.** Constant. You will not reveal a secret you resolve to keep, no matter what; you 

cannot be forced, persuaded, or magically compelled. All Zora are born knowing the profound secret 
of what leverage the moon has over the sea, why tides dance to the moon’s rhythm. They are unable 
to reveal that secret, though it shapes them; compared to that, all other secrets are trifling.  
 

• Drowning Grapple.* Arena. If you successfully impede a target while in the water, that target takes 
1 Wound from drowning. You get +2 to impede underwater, and ignore the first Wound inflicted by 
an impeded victim.  
 

• Endure Drought.** Constant. You can be away from water 1 week per Brawn, then suffer 1 Wound 
a day that does not heal until you are submerged.  
 

• Energy Field.** Rested. As a focus action (upgrades to combat), you can charge yourself, so those in 
water in your arena at the end of the round take 1 Wound, 2 if they are in arm’s length or physical 
contact with you. This does not harm other Zora. Multiple fields are cumulative. Out of the water, this 
works on any target you are touching at the end of the round. Zora gain this ability through 
successfully enduring special trials in the Water Temple. 
 

• Water Cannon.** Arena. You can take a focus action while in but above the water to focus your 
energies and release a heavy ranged attack.  

  



The Royalty of Hyrule 
 
The royal family of Hyrule closely guard the secrets of magic, the gift of the goddesses that reinforces 
their right and ability to rule the kingdom. There are two talents that allow characters to learn this royal 
magic. It can only be learned by Hylians. (The Sheikah can also learn magic.)  
 
• Royalty of Hyrule.** Constant. You are in the bloodline of the ruler of Hyrule, and you are able to 

learn and use the magic of the gods. Also, any citizens or soldiers of Hyrule are subject to your 
commands—and you get +2 to Charm dealing with your subjects.  

 
• Champion of Hyrule.* Constant. You are the one chosen by royalty to carry out missions on behalf 

of the Crown. Because of this sacred trust, you are able to learn and use the magic of the gods. You 
can borrow 1d5 Awesome Points from the Stack, as with the Hylian “Lucky” talent. You can have 
both talents if you are Hylian. (The champion is usually Hylian, but can be any race.) 

 
• King of the Gerudo.** Constant. Each generation of Gerudo only has one male child born in the 

desert, and that male becomes the leader and king of the Gerudo. Gerudo obey your commands 
absolutely and without question. There can only be one Gerudo King.  

 
Magic of the Gods  
 
These talents cannot be attempted untrained. They can be acquired through a reward of the gods for 
completing a task or bestowed by royalty who know the talents. They count as cross-template talents. 
When they are earned, they can be immediately gained, and when the character levels again the character 
will not get a talent (because the character already got one.)  
 
• Din’s Fire.** Rested. Focus action. Everyone in your arena besides you takes 1 Wound. You can 

increase the damage everyone takes by spending 2 Awesome Points per additional Wound. You can 
spend Awesome Points up to your level boosting damage. Those close enough to the edge of the 
arena may test Daring to leap out of the fire’s path. 

 
• Fire Arrows.** Arena. Free action. Infuse an arrow with flame energy as a free action. When it hits a 

target, it does 2 Wounds. Pay 1 or more Awesome Points to also set the target on fire (it takes 1 
Wound a round until the fire goes out.)  

 
• Ice Arrows.** Arena. Free action. Infuse an arrow with ice energy. When it hits a target, the target 

takes 1 Wound and is impeded unless the target spends 2 Awesome Points (or 2 Awesome Points go 
in the Bowl.)  

 
• Light Arrows.** Arena. Free action. Infuse an arrow with light energy. When it hits a target that is 

connected to another dimension, the target takes 1d5 Wounds even if normally resistant or immune to 
physical damage.  

 
• Teleportation.** Rested. Focus action. When you gain an object blessed by the gods for this purpose, 

you can cross great distances within Hyrule. When you are in a place, you can set that place in your 
mind as a target location. You can have 1 target location per your Awareness. You can take up to 1 
passenger per your Commitment rating that is in your arena, at the cost of 1 Awesome Point each.  

  



The Triforce Pieces 
 
When the Goddesses left Hyrule, they left a core of their protective energy in an otherdimensional space 
known only as the Golden Realm. From there, the Triforce projects into three avatars. Working together, 
those avatars can protect Hyrule from any threat. The bearers carry the powers known as the Triforce of 
Wisdom, the Triforce of Courage, and the Triforce of Power.  
 
If any one of these avatars turns against the best interests of the realm, instead focusing on gathering 
personal power at the expense of others, then Hyrule’s danger is intense as it fights against itself.  
 
Always, one Triforce is projected into one of the royal line. A second is projected into the champion of 
Hyrule. The third is projected into one of the Gerudo, the protectors of the desert border surrounding 
Hyrule and protecting it from the mysteries of what lie beyond.  
 

Avatars of the Triforce 
 
Avatars of the Triforce gain these abilities because of their background choice to be champions and 
avatars. All Triforce Avatars gain an ability and a talent. The talent must be taken as soon as you get the 
Triforce (so, if you get the Triforce at character generation, this is your first talent.) 
 
Ability—Divine Vitality 
You are -6 on all crit rolls from damage you take. You never need bed rest to heal, even if you were 
dying. If you are actually killed, your body dissolves into light. You wake nearby 1d5 days later.  
 
Talents  

 
• Courage.** Constant. Always count Commitment and Daring rolls as a 10. 

 
• Power.** Constant. Always count Brawn rolls as a 10. Gain +2 Wounds. All attacks do +1 Wound. 

 
• Wisdom.** Constant. Always count Awareness and Charm rolls as a 10. 
 
  



Special Weapons and Equipment of Hyrule 
 
Enchanted Weapons  
Hyrule has many enchanted weapons, each with an epic story of how it was imbued with energy over the 
course of a heroic quest. Here are some of the more legendary weapons.  
 
• Biggoron Sword. Forged by the Goron master smith Biggoron, the sword is unbreakable. It fights as 

a very heavy weapon (requiring two hands) but only counts as 1 load. The sword ignores 1 level of 
armor. 

 
• Boomerang. Set with jewels, this Hylian weapon can be thrown in a loop as a focus action or hurled 

at a single target as a shoot action. Every target in the loop costs 1 Awesome Point, and takes 1 
Wound. If the loop is iffy by the DM’s standards, targets in the loop may test Daring difficulty 8 to 
duck out of the way.  

 
• Hook Shot. This greave has a grapple spike and cable connected to an otherdimensional space that 

holds the chain and winch mechanism. As a focus action, target an anchor point up to 2 arenas away, 
and be pulled to that spot. It can also serve as a hand ranged weapon. 

 
• Master Sword. This blade is a heavy weapon, but costs no encumbrance to the Champion of Hyrule. 

It offers one of three advantages, each round: +2 to hit (after rolling), +1 Wound to damage, or 
capacity to hit incorporeal or magically protected foes, ignoring their supernatural protection.  

 
• Mega-Ton Hammer. This heavy weapon counts as a very heavy weapon. During the push phase, the 

bearer can strike the ground and roll to hit. That to-hit number, or an attribute number (whichever is 
higher), can serve as the attribute number in a push against all targets within melee range (not 
penalized for multiple targets.) 

 
Non-Magical Weapons  
 
• Deku Nut. Range weapon only works in the same arena; it does no damage, but serves as a ranged 

impede (no counter-attack possible) with a +2 to your Daring.  
 
• Slingshot. Light ranged weapon. 
 
Explosives  
 
• Bomb. Cost: 15 gold. Detonation method: 10 second (2 round) fuse, detonates on the part of the 

round where it was lit. Size: fits in the hand.  
o Everything next to it takes 6 wounds, everything within half an arena takes 3. A Daring test 

cuts the damage in half. 
o Lighting can be a free action if a torch etc. is nearby, or a focus action if the material must be 

readied, lighting the fuse, and putting material away. Usually throwing as a shooting action.  



 
• Bomb Arrow. Prepare and fire as a focus action. Does 3 Wounds to the target, but is -2 to hit.  
 
• Bomb-Chu. Moves of its own volition to cross up to 2 arenas before detonating. Hits the target on an 

unmodified 6+ in the same arena, 9+ one arena away, and 12+ two arenas away. One Awesome Point 
can add +2 to the d10 roll. Does damage as a bomb.  

 
Enchanted Items  
 
• Deku Leaf. Grants +6 to Push attempts, and also allows crossing 1 arena and losing 5 meters each 

round if used with both hands while falling. When not in use, a focus action furls or unfurls it, so it 
takes about the same space as a quiver of arrows (1/2 load).  

 
• Enchanted Wallet. This wallet can hold up to 2,000 rupees that do not count towards encumbrance.  
 
• Golden Scale. Encased in crystal, this golden scale can be worn as a necklace. It allows its bearer to 

swim down up to 1 arena per Brawn (usually about 5 meter depth per arena) and breathe water.  
 
• Goron Tunic. This red tunic allows you to ignore discomfort from very hot environments, and the 

first 2 Wounds from fire or lava.  
 
• Hover Boots. Wearing the boots decreases your weight so you can move across one arena of water, 

quicksand, lava, or even thin air, before facing the consequences. However, if moving on normal 
ground while wearing them, test Daring difficulty 6 at the beginning of the round, or spend the round 
trying to regain balance.  

 
• Iron Boots. The boots count as 1 load, but they project much greater weight when donned. When 

wearing them, you cannot be pushed or thrown, and your speed is halved.  
 
• Lens of Truth. A large magnifying glass-like object. Activate with a focus action. See through any 

illusion observed through the lens.  
 
• Zora Tunic. A blue mesh tunic, it allows the bearer to use the Zora inherent ability for moving freely 

and breathing in water.  
  



Character Advancement 
 
How Characters Level  
 
Characters gain a level when their players spend 12 Awesome Points through them. The character 
can level in the middle of combat, or in a peaceful moment later (when the player has the time to figure 
out what benefits to add.) Spent Awesome Points and earned Awesome Points are recorded at the end of 
the session, the character gets those Awesome Points to start the next session (and benefits from points 
spent already towards leveling).  
 
Benefits of Gaining a Level  
 
Characters gain a new Talent when they gain a new level.  
• Half their Talents must be from their base template. 
• They do not need teachers to take Talents from their base template. They do need teachers to gain a 

Talent from another source. 
o The exception is talents that require trials in a Temple. These cannot be used untrained, and 

cannot be bought until the character undergoes appropriate trials at the necessary temple. 
o They may choose to wait to gain a Talent until they can get a teacher. There is no time limit 

on this waiting—if they wait three levels, then at some point they can train to get three new 
Talents.  

o It takes at least 24 hours of training with a teacher to gain a new Talent.  
o If the character has been training in the background and preparing to level, the DM may 

decide the training has been completed in practice and allow the new Talent.  
o The DM may charge Awesome Points with no other benefit (including towards leveling) to 

intuitively develop a cross-template Talent on the spot.  
 The DM does not have to do this, but may choose to.  
 Open talents cost 3, restricted talents cost 5.  

 
Characters gain +1 to an Attribute when they gain a new level.  
• They may choose to learn a new language instead of taking +1 to an Attribute.  
• They may choose to learn to play a musical instrument proficiently, or be skilled in another artistic 

expression, instead.  
• If the player decides to wait to gain a new talent, the player can still raise one of the character’s 

Attributes by one.  
 
Gaining a Wound.  
• The player can give up both the talent and the attribute point to add 1 Wound to the character’s 

capacity, writing “Tougher” as a constant ability Talent.  
o This can be done once per “Brawn” bonus. Add an asterisk to the talent for each additional 

purchase. 
 If “Brawn” goes up from increasing Attributes, then the capacity to gain “Tougher” 
multiple times increases too.  

• These extra Wounds stack with Wounds granted by talents or Inherent Abilities. 



Description of Talents 
 
Talents are abilities the character can use.  
 
Difficulty to Learn. How widely available is the talent?  
• Base Template Talents. You can gain talents from your base template without further training.  
• Open Talents. Training for “open talents” is easily located, or spend 3 Awesome Points that do not 

count towards leveling to automatically “figure it out” somehow with DM permission. Training 
generally takes 24 hours of instruction. 

• Restricted Talents.* Gaining “restricted talents” (with 1 asterisk) that are not on your base template 
is only possible if the DM agrees, and there are special circumstances and training (or if the DM 
allows you to spend 5 Awesome Points that do not count towards leveling.) Training generally takes 
24 hours of instruction. 

• Exclusive Talents.** Training for “exclusive talents” (with 2 asterisks) is not possible unless the 
talent is on the character’s base template, or the character is a spellcaster learning appropriate magic. 
The DM can make an exception for extraordinary circumstances, but isn’t required to. Training 
generally takes 24 hours of instruction minimum. 

• Master Talents. You can only get a Master Talent if the attribute base for the talent is 5 or higher. 
However, if your attribute is 5+, you can gain the talent without instruction. 

 
Frequency of Use. How often can the character use the talent?  
• Constant. The character can always use this talent, it is available any time its use is appropriate.  
• Arena. The character can use this talent once per arena. If the talent involves moving between arenas, 

the talent is reset when it enters a new arena. The talent is only exhausted in the arena if its use is 
successful. The talent can be “recharged” in the same arena by spending 1 Awesome Point as a free 
action. The talent automatically recharges when you move out of the arena where you used it. 

• Rested. The character can use this talent successfully once between periods of rest and nourishment. 
The talent can be “recharged” between periods of rest by spending 2 Awesome Points outside 
combat, or 3 points during combat. Generally, rest is about 6 hours of sleep and a meal. 

 
Time to Use. Different talents take different amounts of time to use.  
• Free action. This takes no time. If in doubt about when it activates, it is used on the character’s turn.  
• Action. This counts as a ranged attack action, move action, combat action, etc.  
• Focus action. This starts in phase 3 and activates in phase 6 of the round if the character is not 

injured in that time. The talent is only exhausted if it is successful. If you are hit while doing a focus 
action, but not injured, you are not interrupted.  

• Longer. Some talents specify they take a minute, or an hour, or some other time increment.  
 
Character Building Advice on Talents  
 
• Unusual Upbringing. If the character had an unusual upbringing that the player wants to emphasize, 

then the player may ask the DM for access to a restricted talent from another template at first level, to 
“get the foot in the door” and show how the character had access to unusual training. Adding a 
restricted talent from another template at first level is a nod to the years of life the character had 
before first being played. 



Improved Talents 
 
Instead of taking a new talent upon gaining a level, a player character can improve a talent the character 
already has. Here are the available improvements. Areas that can be improved are underlined in the talent 
description.  
 
• Upgrade one time frame—rested to arena, arena to constant.  
• Add +1 Wound (damage) for an attack talent.  
• Add +1 to hit for an attack talent.  
• Add +2 to an attribute roll talent.  
• Reduce Awesome Point cost by 1.  
• Speed—change a focus action to a shorter action type (default to “move” if not explained).  
 
Here are some specific guidelines for upgrading talents.  
 
• A talent may be upgraded more than once, but only one of each upgrade type may be applied to a 

talent.  
• Players must get DM approval before improving a talent, to make sure the interpretation works for the 

DM’s game and preferred play style.  
• Spell talents may be improved.  
• Every talent is not subject to improvement, and that’s fine.  
• Improving a base template talent counts as taking a base template talent, when counting talents 

towards the cross-template requirement that half a character’s talents must be from the base template.  
 
Improving talents generally cannot allow these possibilities.  
 
• Adding a penalty to an opponent’s Attribute or combat test.  
• Reduce incoming damage.  
• Grant Awesome Points to the character through its use automatically (without player or DM 

involvement.)  
• Increase a player character’s wounds, or improve healing.  
 
If you see this makes a talent more powerful and cooler, and worry about balance, remember that the 
player character gave up a whole other talent to improve this one. And there are some really neat talents 
out there. 
  



Master Talents 
 
Here are some boundaries for using master talents. 
• These talents are available when the attribute rises to 5 or more. 

o You can take one master talent for each attribute for each point above 4 in the attribute, if you 
buy them as you level (instead of template talents, cross-template talents, occupational 
talents, additional Wounds, etc.) 

o You can take a master talent for your starting talent if you have an attribute at 5. 
• They do not count as template or cross-template talents. 
• They require no training to learn, only a high enough attribute. 
• They cannot be improved. 
 
Awareness 
 
• Anticipate Move. Constant. You can read opponents, anticipating what they will do. Gain +2 to 

Initiative and Impede (whether impeding or escaping.) 
• Faces and Names. Constant. You never forget a face or a name, and if you connect them, you can 

recall them both at once later on. 
• Lie Detector. Constant. Only those with Cunning equal to or higher than your Awareness have a 

chance at successfully fooling you with a lie, without using magic. Others cannot spend Awesome 
Points to increase their ability to lie to you. 

• Light Sleeper. Constant. If there is a chance you will wake up due to something happening in your 
arena or an unusual sound, you will wake. You do not have to pass a test. Because your system is 
used to light sleep, you are not more tired from being roused in this way; as long as the wakefulness is 
brief, your sleep is not disrupted. 

• Recall Expert. Rested. You have an astonishing memory. If there is a follow-up Awareness roll to 
remember something due to a talent, you automatically pass it and get an additional follow-up roll for 
more. You can remember any information you’ve been exposed to (though your recall may not be 
complete, it will be helpful.) This includes smells, flavors, symbols, pictures, and text. 

 
Brawn 
 
• Bashmaster. Constant. Take 1 less Wound from damage that is specifically bashing. This includes 

blunt weapons and attempts to batter down doors. 
• Dangerous Might. Constant. You can spend an additional 2 Awesome Points to increase damage by 

1. (You can improve damage by 2 Wounds with Awesome Points instead of maximum 1 Wound. 
Even if adding 1 Wound costs less Awesome Points due to another talent, the second Wound costs 2 
Awesome Points.) 

• Deadly Attack. Constant. You attack in hand to hand as though armed with a light weapon. 
• Healthy. Constant. Gain +2 Wounds and immunity to normal sickness (unless the DM feeds the 

Bowl one point per your level.) 
• Heft. Constant. You can carry 1 more load than your Brawn. If you are scantily clad, you get +2 to 

Charm tests with those who may be attracted to your muscular body. 
• Powerful Attack. Constant. You attack in hand to hand as though armed with a heavy weapon. 
• Resilient. Constant. You are always -2 on the 1d10 roll when you reach 0 Wounds. If you score a 

number less than 1, you still have 1 Wound. 
 
Charm 



 
• Bully. Constant. If you use Charm to intimidate someone, gain 1 Awesome Point. 
• Confidante. Constant. If you can get a target talking, the target will reveal things the target didn’t 

mean to talk about. Every minute of conversation, test Charm against the target’s Commitment, 
Charm, Cunning, or Daring. If you win, gain another useful statement or line of inquiry. 

• Deflect Anger. Constant. If you are confronted by an angry person, pass an intimidation test using 
Charm. If you succeed, the angry person is not intimidated, but the rage is deflected to another target 
or a counter argument has made a convincing case for blaming the angry person. 

• Empathy. Constant. If you have the same mood as your target (or pretend to have the same mood) 
get +2 on Charm tests. On a success, the target believes you understand their feelings. 

• Recruit. Rested. Gain 1d10 Wounds of followers after an hour of appropriate activity with them. 
They will help out for up to 1 hour per your Charm with no payment, or agree to work for you if you 
offer them a deal that could be seen as fair. 

• Inspire Loyalty. Constant. You attract henchmen who are loyal to you until death, regardless of pay 
or conditions (though abuse may drive them off or make them disloyal.) You may have 1 Wound or 
level (whichever is higher for those involved) per your level. When you level, you may level a 
henchman or attract a new one. If a henchman is lost to death or disloyalty, those “slots” are not 
available again, they are lost with the henchman. The DM chooses your henchmen, but you may 
make requests. 

 
Commitment 
 
• Defiant. Constant. Each time you refuse to satisfy the demands of a greater power than yourself, gain 

1 Awesome Point from the Stack. 
• Ignore Limits. Constant. Add 1 Wound from sheer will. 
• Lend Confidence. Rested. You may give another person up to ½ your Commitment in Awesome 

Points from your reserve as the climax of inspiring them with a speech or symbolic act. This counts as 
spending them unless the DM says otherwise. 

• Mental Peace. Rested. Spend up to ½ your Commitment in Awesome Points while meditating for at 
least an hour. (This is used to speed leveling. The talent cannot be recharged with Awesome Points.) 

• Stubborn. Constant. If you make a decision, no use of non-magic talents or attributes can change 
your mind. 

• Vow. Constant. When you promise to do something, as long as you are doing your best to honor your 
vow you cannot be persuaded to abandon it, even by magic. 

 
Cunning 
 
• Alternate Identities. Constant. You can maintain in your mind up to 1 other persona per your 

Cunning attribute. You keep straight what each persona knows, the plans each persona has, allies and 
foes, life history, and other critical information. You can switch between them at will. 

• Disguise Expert. Constant. With a handful of props you can change your persona to a generic 
archetype (beggar, guard, merchant, etc.) You use voice tone, posture, gait, expression, and other 
acting skill. Only those with Cunning or Awareness equal to your Cunning can even attempt to see 
through your disguise. 

• Lend Idea. Constant. You have a talent for conversing with people and giving them an idea, but 
leading them to it so they think it is their idea. For them to realize it was your idea, they must test 
above [your Cunning x2] with a Cunning or Awareness test. They don’t have to act on the idea, but 
they will think it was theirs and they will consider it. 

• Lockskill. Constant. All locks count as 1 difficulty less. 



• Long Reach. Constant. You attack in hand to hand as though armed with a reach weapon. 
• Mimic. Constant. You have skill in imitating body language and vocals of others. Those with 

Awareness or Cunning less than your Cunning are automatically fooled. 
 
Daring 
 
• Counter-Attack. Constant. You are +2 to hit or +1 Wound when counter-attacking. 
• Dare. Rested. If you dare a target to do something, and the target does not, attempt to intimidate the 

target. If you succeed, the target is not intimidated, but you gain 1 Awesome Point per the target’s 
Wounds or level, whichever is higher. 

• Fearless. Constant. You are immune to non-magical intimidation, +2 against magical fear. 
• Honed Reflexes. Constant. Add ½ your level as a bonus to avoid taking damage when allowed a 

Daring test to get out of the way.  
• Inspire. Rested. When you yell a battle cry, those on your side within hearing are +2 to their Daring 

tests in the face of the immediate danger, and they can re-roll if they failed a Daring test the same 
round or the round before. Your presence gives allies +1 attribute to resist terror and horror. 

• Unarmored. Constant. Gain an additional Awesome Point (total 3) each time you fight in real danger 
without armor. 

 

Other Talents 
 
Some talents are useful, but not attached to a template. These are available as cross-template talents. 
 

• Armor Skill. Constant. Armor counts as 1 load lighter (minimum 0 loads.) 
 

• Backstab.* Arena. This attack only works with light weapons, hand weapons, or ranged weapons in 
the same arena. Attack an opponent who is not focused on you. If the opponent is aware of you, get 
+2 to hit or inflict +1 Wound, decide after rolling. If the opponent is not aware of you, get +2 to hit 
and +1 Wound.  

 
• Bash.* Arena. Focus action. (Upgrades to Combat action.) If you are wielding a blunt weapon, you 

can knock a target unconscious. If you hit, do damage if you choose to (not required), then test 
Cunning. If you roll higher than [the target’s remaining wounds x5, +5 per level of armor on the 
head], the target is knocked out for at least a minute. The DM can feed the bowl to increase the 
difficulty, or to make a target immune. You get half of those Awesome Points.  
 

• Battle Oath.* Rested. Focus action. Make a solemn vow about a specific outcome in the current 
fight. (“I swear I will kill that man.” “She will leave with me, alive.” “You will not reach the door.”) 
Track all Awesome Points you spend in the fight. If you fulfill your vow, immediately get twice as 
many Awesome Points back. If you fail to fulfill your vow, you owe the DM that many Awesome 
Points, and you cannot spend any more until you pay that debt of shame. (Points repaying the debt do 
not count towards leveling, either.) 
 

• Book of Power.* Rested. You have a magical tome that is filled with secrets, spells, and lore. You 
can spend a few minutes looking through it to find 1 important fact about any given subject. (Without 
taking the talent, it is much harder to coax the book to reveal its secrets if you aren’t bonded.) 
 



• Breathless Shot.* Arena. Focus action. You don’t often get a second shot at prey, so you are trained 
to aim for the heart or throat. Shooting at an unaware or unmoving target in the same arena or an 
adjacent arena as a focus action, do an extra 1d5 Wounds on a successful hit. 

 
• Carousing. Rested. You know how to celebrate in a way that includes everyone nearby. You start 

rousing songs, make all jokes funny whether they are or not, and show people a genuinely good time. 
Easy come, easy go. You can buy 1 Awesome Point per 10 silver and create a low-risk environment 
where others can do the same. You can allow others or yourself to spend up to 1 Awesome Point per 
your level as part of the celebration by showing off, bragging, telling stories of humor and heroism, 
and so on (to help level.) This takes at least 6 hours. 

 
• Charger. Arena. You can act twice in a row to move and attack. You get a +2 bonus to hit or inflict 

+1 Wound, decide after rolling. To use the talent again, spend 1 Awesome Point or move to another 
arena first. 
 

• Combat Toughened. Constant. You get +2 Wounds. Your confident experience with violence gives 
you a +2 on any Charm check when trying to talk someone out of fighting.  

 
• Custom Fletching.* Rested. By spending 10 minutes of work with a proper toolkit per arrow, you 

can customize your arrows to give you +1 to hit shooting. Each use of this talent works on up to 20 
arrows, given the time and equipment. 

 
• Disarm. Arena. If you successfully Push your target, you can disarm your opponent instead of 

moving your opponent. This can work against up to 1 target per your Cunning at once, or you can 
take a single target’s weapon for yourself. If you lose the attempt, the target gets a free attack as 
though you were impeding the target. If trying to disarm multiple non-minions, they all get an attack. 
 

• Driving Attack.* Rested. Attack up to all others in the same arena. Each attack after the first costs 1 
Awesome Point. 
 

• Fancy Footwork.* Arena. If someone impedes you, and you successfully strike during the Move 
phase, you can automatically push the target out of the arena instead of inflicting damage, and also 
move unimpeded. 
 

• Fight Dirty. Constant. Any time you roll a 1 on the Face Die, you have pulled a dirty trick on your 
target. Maybe you hit them somewhere sensitive besides the face, or threw sand in the eyes, etc. Add 
+2 to hit or inflict +1 Wound, decide after rolling. (You may choose not to use this talent if in a “fair 
fight” because it violates whatever code applies.)  

 
• Healing Touch.* Constant. Spend a focus action on an unconscious ally (not dying or crippled) to 

give the ally a Wound and the capacity to rise and fight on next round. If treating a crippling injury 
right after the fight (less than 10 minutes after) allow another roll on the critical chart to possibly get 
less damaging result. Also, spending 1 hour tending the wounded counts as 6 hours of bed rest for the 
wounded, once between periods of rest. 
 

• Long Shot.* Arena. You get the benefit of aiming (+1 arena per Brawn range, if conditions are right) 
when using a shoot action with a bow. 
 



• Monster Lore.* Rested. You know the “rules” (and habits) for common monster types, and may 
remember some obscure monster trivia with an Awareness test. You may recognize a monster’s 
“tells” on a successful Awareness test even if it pretends to be something else. 
 

• Multiple Arrows.* Arena. Focus. You can fire 1 additional arrow per +2 Cunning at once. Roll once 
to hit, at -1 per additional arrow fired. That roll counts against all targets. The arrow targets must be 
in an area no more than 5 feet across. Multiple arrows hitting one target each count as a separate 
attack to the target. 
 

• Net of Steel.* Constant. You can use your parrying weapon once per round per level. 
 

• Paired Weapons. Constant. You are not minus one die when fighting with paired weapons. 
 

• Party Animal. Rested. For one carousing session, you can add half your level to your Brawn for 
holding your alcohol (or whatever substance you use to alter your senses.) 

 
• Pickpocket.* Constant. Lift something from a target in melee range. Test Cunning against the 

target’s Awareness to take the object without the target noticing. If you want the object and don’t care 
if the target knows or not, add Cunning and Daring together. If the target is aware of your attempt, the 
target can resist with Daring or Cunning instead of Awareness. Difficulty may be increased by the 
object being tied in place, held, secured in layered clothing, etc. In combat, the attempt happens 
during the Shoot phase, and you may also Move.  

 
• Rapid Shooting.* Arena. You can fire a bow (not a crossbow) more than once in the round. This 

takes a lot of strength. You can get up to 1 extra attack per 2 Brawn (upgrade to get +1 extra attack). 
Spend 1 Awesome Point for the second attack, 2 for the third attack, and 3 for the fourth attack 
(maximum). Upgrade to reduce the Awesome Point cost for each extra attack by 1. 
 

• Reach Target.* Arena. If you successfully Push those defending a target, instead of moving them 
you get a free attack on the target instead. 

 
• Reckless. Arena. When you attack in hand to hand or melee, inflict +1 Wound by taking 1 Wound of 

damage yourself as you tear into your target. Awesome Points and armor do not reduce this damage. 
 

• Salute. Arena. Salute a foe who fights like a tough or a monster, as a free action. For the duration of 
the fight, you are +2 to hit that foe. 

 
• Sensitive Spots.* Arena. Striking unarmed or with a light weapon, gain +2 to hit or +1 Wound. 
 
• Show Off.* Arena. Focus action. Strut around and flex, working the crowd; there must be an 

appropriate audience (if no one cheers or quakes with fear, this won’t work). Either heal 1 Wound or 
gain 2 Awesome Points. 

 
• Survivor.* Rested. Focus action. You can shrug off 1 Wound (can be used with Sprinter). Also, the 

roll for when you are out of Wounds is (-1/2 your level). If the result is 0 or less, you still have 1 
Wound. 
 

• Sweeping Blow. Arena. Do +1 Wound when spreading damage between minions or hitting a swarm. 
 

• Targeted Strike. Arena. Attack as a focus action to get +1 to hit per Cunning. 
 



• Threaten. Arena. Managing the help and your peers requires a grasp of the subtleties of how to 
properly threaten them; violence is mundane. Threatening their freedom or reputation or comfort gets 
their attention more than offering to punch them in the face. You can even smile while doing it. 
Double the Charm bonus to intimidate. 
 

• Trapmaster.* Constant. You are +2 Awareness to see mechanical traps and features. You can disarm 
them with a successful Cunning test. The difficulty is based on the quality of the trap, from 3 to 15, in 
increments of 3. You can also create, repair, or activate traps. 
 

• Weapon of Choice. Constant. As long as you are wielding a specific weapon, all your attack dice are 
Face Dice. If you take up a new weapon, a week of training will switch this talent advantage to the 
new weapon. (Used with “Fight Dirty” this talent allows use of a ten and a one result, but not more 
than one of either.) This can be a ranged weapon. If you have a talent that allows your unarmed 
attacks to imitate a weapon type, you can choose that unarmed style as your weapon of choice. 
 

• Whack Swarm. Rested. Do double damage when attacking a swarm. 



Arenas 
 
An arena is a place you might fight in that’s different from the places around it. Characters can move 
around and maneuver within their arena without taking actions to do it. A move action transfers a 
character from one arena to another adjacent arena.  
 
In play, this usually looks like a bunch of ovals, squares, L-shapes, and triangles that touch each other, 
ideally with some scribbled in scenery or an explanation to understand what is in each arena.  
 
Having a variety of arenas means players can move their characters to places where they get an advantage 
from their weapon type, and variety helps combat be more cinematic and dynamic than standing toe to toe 
and gradually chewing through each other’s hit points. 

 
Arena Type Description Favored Weapon Type 
Tight Narrow corridors, stairs, balconies, alleys, tunnels Light is +2 to hit 
Hazardous Rooftops, slick rocks, ledges, rope bridges, swamps Reach is +2 to hit 
Open Courtyards, open water, gladiatorial arenas, fields Range is +2 if target in open 
Dense Shops, thick forest, ship deck, crowd, hayloft Heavy is +2 to hit 
Neutral If it isn’t as open as open, but not one of the others. None 
An arena tends to be 15-20 vertical feet. On a cliff face, in the water, or with aerial combat, that’s a 
helpful guideline. Some monsters have an arena on their back and head! 
 
• If you want to do something cool, suggest arena possibilities next to the arenas the DM notes. 

o Example: a character in a marketplace is faced with a dense street and tight alleyways as the 
guards close in. Her player asks if she can treat the awnings of the shops as a hazardous arena 
to get up to the rooftops, which are open. The DM may draw it in! 

• Arenas can change mid-fight. If you are in a hayloft and the barn catches fire, you may go from a 
dense arena to a hazardous arena. If you’re in a crowd and they scatter, the arena goes from dense to 
neutral, then maybe a round later to open. Boundaries of arenas can change as the fighting space 
changes. 

• The size of arenas varies dramatically. If you’re in a house, arenas will be very small; if you are 
riding horses out on the plains, they’ll be very big. 

 
There are some circumstances that come up often, so here are some typical arrangements.  

 
• Roads. Road arenas tend to be narrow (but include the shoulder) and 2 or 3 arenas long for the 

purposes of the encounter. They are open unless there is traffic, then they can be any arena type.  
• Walls. If you can go over it or fight on it, the wall is hazardous. If the walls hem you in, the arena is 

tight. If the walls mean you can’t go that way, the wall is impassible (and not an arena). If the wall 
seems flimsy, you can try to break it; if you do, the DM will tell you whether the rubble-strewn hole 
area is dense, tight, or hazardous!  

• Weather. Rain, mud, snow and ice tend to shift terrain to hazardous.  
• Woods. Brush and saplings are likely to be dense, stands of trees close together or with low branches 

tend to be tight, and old growth big forests with space between trunks may be neutral.  
  



Rapid Random Battlefields 
 
Do you need to quickly sketch out an environment? Do you tend to lapse into drawing in the same kinds 
of arenas, or only two arenas? Here is a method for quick generation of a more interesting scene of battle.  
 
Plan to make your field of battle about 9 arenas (3 arenas across, three arenas down), with the characters 
in the center arena. Assume surroundings default to open or neutral (unless they are somewhere like a 
rope bridge and you know that already. Then maybe focus on what’s on either end, etc.)  
 
Set a default: probably open or neutral. Then roll 3d5 to see what is nearby that is of interest.  
1. Open.  
2. Dense.  
3. Tight.  
4. Hazardous.  
5. Inaccessible.  
 
Note the three other types besides 
your center arena to include, and 
then quickly draw the battle field.  
• Do not draw a grid with 9 

squares, but instead keep that 
grid in mind as you add in 
arenas.  

• They can be bigger or smaller, 
longer or wider, even curved or 
other shapes.  

• If two or three arenas next to 
each other seem to be one 
piece, make them all one arena.  

• Scale it in your mind. Arenas 
can be any size. In close 
quarters like alleyways or 
shops, maybe lots of little 
arenas; if they are riding horses 
out on the plains, big arenas!  

• This process is to inspire you, you are not accountable to it.  
 
Description adds excitement. Once you’ve got your arenas, tell them what is there, based on the 
surroundings. In the woods, a dense arena is probably underbrush. In a slum, a dense arena might be a 
crowd of people around a performer, or a clutch of street vendors. On the beach, it could be a stand of 
bamboo. Try to describe something fun to interact with.  
 
Stay flexible. That dense arena that is a crowd could scatter, making the arenas around it neutral instead of 
open. Fighters could leap up on the roof of the market stalls, creating a hazardous arena. Traffic could 
jam, creating an impassible or hazardous arena. This is not only okay, it’s a feature of the system; 
encourage it! Do it yourself sometimes! Remind them they are in a dynamic world. Reward creativity.  

  



Awesome Point Economy 
 
What is it? The Awesome Point “economy” is about rhythm, direction, and style. When lots of Awesome 
Points are being earned, awarded, and spent, a lot of awesome stuff is happening. If activity slows down, 
players forget about the Bowl, and Awesome Points are not awarded (or not spent) for a while. Those are 
signs that things may not be awesome enough. 
 
What do we use to represent Awesome Points? Awesome Points are generally poker chips or d6 dice, or 
some other plentiful token durable enough to withstand enthusiastic play.  
 
Where are the Awesome Points at the beginning of the game? The DM puts the Bowl out where everyone 
can reach it, and generally there’s at least 5 Awesome Points per player in the Bowl to start with. The rest 
of the Awesome Points are in the Stack, the Awesome Points controlled directly by the DM and used to 
refill the Bowl or reward individual players. If these characters have been played before, they may have 
Awesome Points left over from last time the DM will give the players at the beginning of the session. 
 
How are Awesome Points distributed? Players can give each other Awesome Points out of the Bowl, but 
only the DM can put more Awesome Points in the Bowl. Players cannot give each other Awesome Points 
out of their own piles, only from the Bowl. Players cannot take Awesome Points from the Bowl for 
themselves, they can only give points to each other. Players get Awesome Points for doing awesome 
things. 
 
What counts as “doing awesome things”? The question is not “What is awesome?” The question is, 
“What does your game group think is awesome?” Awesome Points focus in with laser-like intensity on 
what is fun about role playing your game around your table. You like movie quotes during the game? 
Award each other Awesome Points for whipping out a good one. Want comedy? Award points for laughs. 
You want to play a serious Gothic game? Award each other Awesome Points for hitting highlights of the 
genre and getting into character, allowing characters to be scared by spooky, unsettling elements. Playing 
a mystery? Share Awesome Points around for having creative ideas, finding clues, and making deductive 
leaps. Mix and match all you want; whatever is awesome and enjoyable at the table should be rewarded 
by Awesome Points. 
 
This game runs best in an atmosphere of delight and gratitude. Cool stuff is happening! Reward the 
people who are part of it! Don’t forget about the Bowl. Hand those points out to your fellow players. If 
somebody is giving you points, don’t forget to keep an eye out for what they’re doing that’s awesome too. 
Got a quiet player? Go out of your way to figure out how to explain why you’re giving them Awesome 
Points. 
 
If a character concept makes you laugh, or somebody is brave and plays with an accent, or they make a 
character based on some fiction you like, or maybe players get you a drink while they are up—give out an 
Awesome Point. This builds the sense of camaraderie and “team” and fun at the table. 
 
Why not just empty the Bowl between the players every time the DM tosses points in? Well, the Bowl is 
how you reinforce play style at the table, rewarding good behavior and those who bring fun to the game. 
Give that away and the points become tasteless mechanical game benefits. 
 
Stop and think about why you are playing. To have fun with your friends. To achieve goals in a fictional 
setting. To play as someone not yourself for a while. To give an awesome character concept a spin. There 
are lots of reasons. Giving Awesome Points is a way to say “thanks” or acknowledge a great moment or 



help the group achieve goals. There are no rules to prevent abuse of handing out Awesome Points, but if 
abuse becomes a problem, there’s probably a different game out there the group would enjoy more. 
 
Refilling the Bowl 
There are a number of ways the DM can refill the Bowl with Awesome Points for the players to share 
with each other. Ideally, there are always some points in the Bowl, so when something awesome happens 
the players can celebrate. Good players will be handing out those Awesome Points all the time, so how 
does a DM get more in the Bowl? 
• Progress! The DM may choose to put Awesome Points in the bowl at the conclusion of an encounter. 
• Evil Chuckle. Any time the DM chuckles evilly, or laughs maniacally, or any other variation on the 

theme, the DM must feed the bowl 1-4 Awesome Points. (This is always available, and always 
entertaining, so use it! You can choose whether or not to chip in when an NPC laughs—the more it 
annoys the PCs, the more likely it is you should chip in.) 

• Monster Talents. When monsters use talents, it’s good form to pay for those talents by putting 
Awesome Points in the bowl. Many monster talents note they have a cost. If they do not have a cost, 
you don’t need to feed the Bowl. 

• Pride. You like how your players and their characters are handling things, you think they’re cool, and 
you want them to know it. Toss in a handful of Awesome Points! 

• Picking on Characters. When a target is hit and you spend 2 Awesome Points to ignore 1 Wound, one 
of those goes to the player whose character was “cheated” and the other goes to the Bowl. Same when 
the NPC inflicts an extra Wound. And if you are pulling some rude move in the game (like having a 
character lock himself out of his house) that’s worth a sympathy point or two also. 

• Out-of-Game Contributions. Want to reward a player for bringing snacks, or keeping the party’s map 
up, or doing play reports, or whatever? Give the player Awesome Points that the character can start 
with next session. 

 
Now that players have Awesome Points, how do they spend them? Here are basic uses. 
 
Spending Awesome Points  (Always a free action) 

1 • Add +2 to any attribute roll. 
• Use a per-arena talent again in the same arena. 
• Flexibility. Change what you want to do in the round. This cannot allow you to act in a 

phase that is over, or to change your mind if you have already rolled dice on an action in 
the current round. 

2 • Do +1 Wound after a successful attack. (But only one per attack.) 
• Ignore 1 incoming Wound. (But only one per attack.) 
• Recharge a rested Talent outside combat.  
• Smite Fleeing Foes. Hit a foe who was in melee with you, but flees before the attack phase. 

3 • Use a Talent you don’t have, from your base template. 
• Recharge and use a rested Talent during combat. 

• No Help to Hit. Awesome Points cannot be spent to boost the to-hit roll (unless your template says 
otherwise.) 

• Boosting. You can spend as many Awesome Points as you want to boost an attribute roll—to the 
point where it is successful, and not beyond. (You can’t spend more points just to level faster.) 

• Entitlement. If a player should get Awesome Points for something (like fighting without armor), it is 
the player’s responsibility to remind the DM. If the player does not remind the DM in a timely 
fashion, it is up to the DM whether or not to reimburse the player. 

 



A Note on Leveling. Players can ask for lots of rolls (so they can spend Awesome Points boosting them) 
and shop for things they don’t need using Awesome Points. There are lots of ways to finagle spending 
more Awesome Points to level faster. Sometimes this is fun and helpful. Sometimes it is not. Managing 
borderline cases of spending Awesome Points just to level is the shared responsibility of the DM and the 
players. The point is to have fun, not to wring character power out of the system as quickly as possible. 
 
DM Spending Awesome Points 
• Spend 2 to reduce 1 Wound done to an NPC, or to increase an NPC’s damage by 1. Half this cost 

goes to the bowl, the other half to the player character who is directly affected. 
• Sending in reinforcements that weren’t planned? Upgrading a minion to a guard suddenly? Adding a 

talent to a bad guy? Whisking the main enemy away before the heroes finish her off? All these things 
are things you can pay Awesome Points for, usually right to the Bowl. 

• Attribute bidding war with PCs! They make a roll, you make it more difficult or have an NPC resist 
them with Awesome Points matching their own contribution, if you want to drive up the Awesome 
Point price or even make a target immune to their attempt. 

• Many monster talents require Awesome Points to go to the bowl if they are used. 
 
Bribery 
If a player wants a degree of narrative control, the player can offer the DM a bribe of Awesome Points. If 
a PC wants to have an item that they could find or have on their person or in the area, or if the PC wants 
to create a new arena adjacent to existing arenas, or catch a lucky break by finding a friend, or noticing a 
door out of the blind alley, or whatever, the player can offer the DM Awesome Points. 
 
The DM has the Stack, and all spent Awesome Points go to it, and the DM doesn’t need the player’s 
Awesome Points. How is this bribe effective? What do the points represent that the DM wants? Why 
would the DM agree to let the player’s suggestion happen in the game? 
 
1. Players come up with fun suggestions. 
2. Players have a higher sense of buy-in to the world if they feel it is responsive to their desires. 
3. Players may have too many Awesome Points; lightening the load makes them more vulnerable. 
4. Players sometimes want to spend Awesome Points to get closer to leveling. 
5. Players don’t often see all the consequences of what they are asking for. 
6. This game is about having fun, not reinforcing the utter realism of the game. If it makes a player 

happy to have something at hand or to meet a friend, especially if it leads to better character 
development or advancing the plot usefully, don’t stand in the way. 

 
Still, the DM has to agree to the request; it cannot be a demand. The DM is responsible for setting the 
tone of the game, and its challenge level. Player characters are cocky enough. If they face a werewolf and 
all of them reach into their socks and pull out silver daggers out of nowhere, or they go into an ancient 
castle and find the front door key under the doormat, that can ruin some of the challenge and fun of the 
game. If players get spoiled by getting everything they want, they’re likely to be bored, and to pout when 
they get a “no.” That is NOT awesome. 
 
Just One Player 
Give 3 starting Awesome Points for taking an adventuring motive, and 6 for taking a dark secret. Give 
more for character sketches, back story, bringing snacks, or whatever effort went into preparing. During 
play, any time the DM would normally put points in the Bowl, the DM gives points to the player. This is 
not as fun as having a group giving each other Awesome Points, but it allows for solo missions. 



Combat 
 
Combat has 6 parts to each round, and those parts are resolved in order. The DM assigns the NPCs to the 
parts where they will act, then the players say what their characters will do. Combat should be fast, 
cinematic, and awesome. It is a free action to move within an arena, and to draw or sheathe a weapon. 
 
Initiative 
Initiative is only needed when multiple characters want to act in the same phase of the combat round. 
Every party rolls 1d10, highest roll goes first, and on through descending order. Those who are tied go 
simultaneously or dice it off again, DM choice.  
 
• The DM always declares what the NPCs will do before the PCs decide what they will do. This may be 

a description of their plan, or just noting what part of the round they’ll use (shoot, move, attack, etc.) 
o For example, a DM may tell players an NPC will defend or protect, but not say which, or who 

may be defended. Or the DM can share that information. It depends on how clearly the DM 
thinks the NPC is telegraphing the action. 

o If this inconveniences players to the point where they complain, the DM may put Awesome 
Points in the bowl to pay for secrecy. 

• It is helpful to put 1-6 down the side of the dry erase board and mark in when everyone will act. Start 
by putting in the NPCs, then put in the PCs. (See the combat example starting on page 209.) 

 
Combat Round 
Choose one. Actions resolve in the order listed. 
 
1. Defend or Protect. Both can counter-attack those that successfully hit you in melee combat.  

Counter Attacking Minions. When a group of minions attack, they roll once to attack so the 
defender can roll once to counter-attack—not once for each minion in the group. 

• Defend: Foes are -2 to hit you. (-4 with a shield.) 
• Protect: Attacks in this round that target a chosen friend in your arena attack you instead. 

2. Ranged Attack. Use a ranged weapon to attack someone in your arena or an adjacent arena. Can hold 
and aim to shoot later in the round, and most weapons can shoot further with a focus action. 

3. Focus or Impede. Actions that take longer to manage. 
• Focus: Announce what you are starting to do for a focus action; if unharmed by 6, it happens.  
• Impede. Prevent someone from leaving the arena you are both in. Test your Brawn, Cunning, or 

Daring against their Brawn, Cunning, or Daring. (Both sides choose which attribute they’ll use.) 
4. Move or Push. Control the movement of yourself or others. 

• Move. Move from the arena you are in to an adjacent arena.  
• If someone Impeded you, attack them; if you inflict a Wound, you can move normally. 

• Push. Move one or more opponents to an adjacent arena. Use your Brawn, Cunning, or Daring, 
against their Brawn, Cunning, or Daring. Each target after the first reduces your roll by 1. Those 
you beat are hurled out of the arena. 

5. Attack or Assist. Attack anyone in your arena. 
• Attack. Roll to hit, using any applicable talents or weapon bonuses. 
• Assist. Add 1d10 to the dice rolled by an ally in melee range; the ally keeps the top 2 rolls, so you 

are contributing as though you were a minion. You cannot use talents or weapon bonuses to help. 
• To shift your action to attack independently or protect your ally from another attack, spend 

1 Awesome Point. 
6. Focused Events. Focused actions go off if the focuser is still undamaged. A successfully impeded 

target is Cornered and cannot move next round either. 



 
Critical Hit 
• Face Dice. One of the dice rolled to hit is the “face die” and if it comes up a 10 and the character also 

hits, then the attack does +1 Wound. (This may or may not be a hit to the face, it could be any kind of 
critical hit, but “Face Die” is funny.) 

 
Melee Weapons 
Type DMG Description +2 to hit in Arena 

Light 1 1d10 to hit, add an attribute to the roll, do 1 Wound. Tight 
Hand 1 To hit, roll 3d10 instead of 2d10, ignore the lowest.  
Reach 1 2d10. Impeding or resisting impeding at +2. Hazardous 
Ranged 1 Attack earlier, and adjacent arenas also. (target in) Open 
Heavy 2 2d10. Big, so they do more damage. Dense 
V.  Heavy 3 2d10. Huge, no shield, ignore the first Wound armor soaks. 
Unarmed 1d10 to hit, + an attribute, do 0 Wounds, only KO target. (AP for dmg.) 
 
Parrying Weapon. A light weapon or hand weapon used with a light weapon, hand weapon, or heavy 
weapon. 1 die fewer rolled to hit. (Light weapon just gets attribute bonus, hand weapon rolls 2d10 instead 
of 3d10. Reach and heavy weapons roll 1d10 to hit.) Once a round, get one advantage: 

• +2 to hit. -2 to hit for foe targeting you. Inflict +1 Wound. 
 
Shield. Use with hand, reach, or heavy weapon. 1 die fewer rolled to hit. Ignore 1 Wound per attack. Or, 
lose shield to ignore all but 1 Wound from an attack. Heavy shield can do that twice. 
 
Ranged Weapons                All are +2 to hit targets in an open arena. 

Type DMG Description Reload Rate 
Light 1 Sling, knife, dart. Roll 1d10 to hit, add 1 attribute. 

Max range: adjacent arena. 
1 action: load, shoot. 

Hand 1 Light crossbow, shortbow, javelin. 2d10 to hit. 
Heavy 2 Longbow, spear. 2d10 to hit. 
Very Heavy 3 Heavy crossbow. 2d10 to hit. Focus action reload. 
 
Armor 

 
For monsters and talents that simulate armor, armor stacks. Wearing leather over hide like leather armor 
will stop 2 incoming Wounds. 

  

ATTACK ++ Heavy Heavy Medium Light None The “-X Wound” 
on the chart is 
the amount of 
incoming 
Wounds the 
armor allows its 
wearer to ignore. 

20+ Full Dmg Full Dmg Full Dmg Full Dmg Full Dmg 
 
2 Stack AP 
for fighting 
unarmored 

17-19 -1 Wound 
14-16 -2 Wounds -1 Wound 
11-13 -3 Wounds -2 Wounds -1 Wound 
8-10 -4 Wounds -3 Wounds -2 Wounds -1 Wound 
1-7 Miss Miss Miss Miss Miss 

Cunning -6 -4 -2   
Loads 3 loads 2 loads 1 load   
Type Full plate Chain & plate Chain Leather Clothes 



Wounds and Recovery 
 
What is a Wound? 
A “Wound” is the amount of injury needed make a normal person stop fighting. 
 
For characters with more than one Wound, or characters who are knocked out, they can regain 1 Wound 
per 10 minutes of rest and attending to the injury. 
 
Critical Chart 
When characters lose their last Wound, roll 1d10, +1 per Wound beyond the character’s maximum. (If the 
character had 1 Wound and took 3, the roll is +2.) 

o 1-6 KO. Knocked out. At the end of the combat, get up and regain a Wound. 
o 7-9 Dying. Badly hurt, helpless, (maybe) unconscious. Without quick medical care, you’ll die. 
o 10-12 Cripple. As “Dying” and even if you do get medical help, there’s permanent handicap. 
o 13+ Dead. Bang, you’re dead. 

 
Consequences of “Dying.” 
• You get a cool scar (if you live.) Write it on your sheet. 
• If you roll under your Brawn on 1d10, or get medical help, you can regain consciousness, limp, and 

manage basic movement. You can carry ½ your normal load capacity. Round up. 
o Anyone can render basic medical help as a focus action. 

• You heal back to 1 Wound after 24 hours of complete rest; that may be in 4 increments of 6 hours 
each, but 24 hours of bed rest total. 

• Negative Wounds are not tracked. Each time a character is hit for Wounds exceeding what the 
character has, you roll on the critical chart, negative Wounds are not cumulative. 

 
Consequences of “Cripple.” 
If the result of the roll when the character is downed comes up “Crippled,” roll 1d10 to see what 
permanent damage the character sustains. The DM can assign one if appropriate. 
 
After each kind of crippling, a talent shows how the character can compensate at least in part for the 
maiming. These need not be trained, a character can practice to overcome the handicap. They do count as 
cross-template talents.  
 
If you randomize a crippling that doesn’t make sense for the body type of your character, re-roll. A goron 
would not likely lose an ear, or a deku scrub suffer from losing a hand. 
 
Crippling (1d10) 
 
1. Chronic Pain. Take a -2 penalty to Charm and Brawn. 

• High Pain Threshold. Constant. Reduce penalties to 0 for 10 minutes by spending 1 
Awesome Point.  

 
2. Lose a Hand. You cannot use one of your hands. 

• Hook Hand. Constant. You can compensate with a prosthetic, so you are -2 to two 
handed tasks, but you can also attach a light weapon or manage many tasks unimpeded.  

 
3. Lose an Eye. All range attacks and Awareness are -2. 

• Gauge Depth. Constant. You can spend 1 Awesome Point to gain +2 to range attacks.  



 
4. Lose an Ear. Awareness is -2. 

• Sharp Ear. Constant. You are no longer -2 to Awareness.  
 

5. Lamed. Cut movement to ½, and Daring is -2. 
• Hopalong. Constant. Your movement is no longer ½, as long as you have a prosthetic 

and/or a crutch. You are still -2 to movement over barriers.  
 

6. Smashed Teeth. Charm is -2, breath stinks, must be slow and careful to speak clearly. 
• Charming Slur. Constant. You can compensate for your broken teeth, slurring 

understandably, chewing substances that kill the smell, and keeping your teeth out of 
sight. You are no longer -2 Charm.  

 
7. Head Wound. Your thinking slows and moves sideways. Charm and Commitment -2. 

• Whisper of the Gods. Constant. You may not think like other people do, but you work 
with it, in your own weird brain damaged style. Spend 1 Awesome Point to ignore the 
penalties for 10 minutes.  

 
8. Broken Chest. Breathing is hard. Brawn and Daring -2. 

• Adrenaline Breath. Constant. You have worked out to the point where you can spend 1 
Awesome Point to ignore the penalties for 10 minutes.  

 
9. Confined. Paralyzed from the waist down. 

• Wheels. Constant. In a wheelchair, can move at ½ movement at -2 Daring (as “Lamed.”)  
 
10. Lose a Limb. 1-3, right arm. 4-6, left arm. 7-9, right leg. 10-12, left leg. Counts as “lose a hand” 

or “lame.” 
 



Everybody Else 
 

The characters are mighty and heroic, but they are not alone in the world. Here are the other broad types 
of people and creatures, friend and foe, that exist. 
 

Type Wounds Description Examples 
Swarm 1-5 Little things that fight as a mass. Rats, big bugs, bats, lap dogs 
Minion 1 Normal people, soldiers, skirmishers. Guards, soldiers, people 
Tough 2+ Hardier person, leader, elite soldier. Bandit leader, guard captain 
Monster 3-30+ Any sort of beast or creature. Lots of books on this topic… 
 
Swarms 
Swarms take a single Wound from weapon or bare-handed attacks, but spending 2 Awesome Points can 
allow more Wounds to apply to the swarm (especially with a good description of how.) 
 
Minions 
Minions aren’t skilled or strong enough to get any kind of benefit from weapon types. They benefit from 
armor. If they are using shields, the whole mob is -1 die to hit, but all get to ignore 1 Wound. 
• How Minions Fight. Each minion rolls 1d10 to hit; in a group of minions, keep the highest 2 to see 

what the mass’s to-hit is instead of counting each roll individually. The mass, together, does 1 Wound 
unless the DM boosts it to 2 using Awesome Points. They also combine to do a Push action, or a 
Shoot action, etc. Minions can “mob up” into multiple groups for multiple dice pools. 

• Plowing Through Minions. If you are fighting a bunch of minions, you can possibly hit more than 
one if you do more than one Wound. Each one after the first reduces your to-hit by 1 and requires +1 
Awesome Point. You can kill as many in a round as you can manage. 

• The first kill costs 0 Awesome Points. The 2nd costs 1 and is -1 to hit. 3rd costs 2 and is -2 
to hit. 4th costs 3 and is -3 to hit. 5th costs 4 and is -4 to hit. 

• You can spend 2 Awesome Points to increase damage by 1, and more Awesome Points to 
include another target. 

• When fighting defensively and gaining a counter attack, you get 1 strike against all the 
minions, since they all combine to one roll to hit you. 

• This only works with range attacks if they line up and the DM allows it. 
 
Toughs 
Toughs get the benefit of weapon types and usually have armor, same as characters. They sometimes have 
1 Talent. Giving them shields helps them survive. 
 
Monsters 
The DM may throw any kind of monster at you, and the rules that apply to you don’t apply to monsters… 
Be careful, anything could happen. 
 
“Skinning” these creatures (how they are described) is important to the feel of the game, but less 
important to the mechanics. Minions may look different, but have the same game mechanics. The same 
stats for a monster could look and feel very different described differently. These rules help improvise 
foes quickly for pretty simple clashes. Armor also makes a big difference in their survivability. 
 
Mix and Match. Mix and match types and you can have lots of different kinds of fights. 
  



Basic Systems for Tasks 
 
The DM can decide how difficult something is on the spot, and call for an Attribute roll (which can be 
boosted by Awesome Points) or a blind luck roll (which can’t) to see how the attempt turns out. These 
suggestions are for clarification, not to bind the DM to a single way of working these challenges out. The 
DM is encouraged to be consistent and creative. 
 
Competition and Uncertainty 
 
When characters compete or the outcome is uncertain (outside of combat) roll 1d10. A tie is a win for the 
player character, or if between player characters, an uncertain outcome. 
• Opposed. One attribute against an adversary attribute. Both roll 1d10 modified by attribute. Higher 

win, tie is inconclusive. 
o Save vs. Magic. Commitment is usually used to resist magic effects as an opposed roll. 

• Challenge. One attribute against a difficulty assigned by the DM. Tie is inconclusive. 
 

Difficulty Description 
4 Simple. Routine, normal, everyday. (Usually don’t call for a roll.) 
7 Standard. Challenging, professional level. 

10 Difficult. Complex, unlikely, expert level. 
13 Amazing. Almost impossible, superhuman difficulty. 
16 Epic. Stories should be told about this feat. 

 
Physical Tasks 
• Breaking Down a Door. Those trying to break down a door by kicking it or bashing it with their 

shoulders take 1 Wound per effort; this can be soaked by metal armor. 
• Pickpocketing. Cunning vs. Awareness. If Awareness beats Cunning by 4 or more, the lift is 

prevented. If Awareness beats or ties Cunning, the lift happens but is detected. The DM may make 
the lift more difficult for objects bigger than a palm. 

• Balance. In a high place, test Daring to move. If Daring fails, test Brawn or Cunning not to fall. If 
successful, test Daring to move again. 

• Climbing. Use Brawn, a success moves up or down 1 arena (generally about 20 feet or so.) If Brawn 
fails, test Daring or Cunning, player choice, not to fall. Every 10 feet of falling is 1 Wound. 

• Standing Watch. Usually 3 shifts of 2-3 hours each. Test Brawn or Awareness. First shift difficulty 6, 
second shift difficulty 10, third shift difficulty 8. If not roused, wake for your shift at +2 difficulty. 

• Swimming. Use Brawn, a success moves 1 arena. If Brawn fails, the character only moves ½ arena. A 
character can try to swim for 10 rounds, -1 per load, before needing to rest. Only characters with a 
Brawn bonus know how to swim; others move ½ arena on a success. On a failure, begin drowning. 

o Drowning. Test Brawn each round of drowning, starting at 5 difficulty, +1 difficulty a round. 
Each failure inflicts 1 Wound. 

 
Social Tasks 
• Deception. Test Cunning against the target’s Cunning or Awareness. Success means the target will 

acknowledge the possibility, success by more than 5 means the target believes you are telling the 
truth. The DM may add difficulty for outrageous or dangerous lies, and reduce difficulty for truth 
mixed artfully in with fiction (or calculated and edited to mislead.) 



• Inspiration. As a minimum of a focus action, ideally about 10 minutes, one character can inspire 
another by testing Charm. If successful (DM sets the difficulty) the target gets +2 to a Commitment 
roll. 

• Intimidation. If the character did something really cool, this could be a free action that takes place 
during the Defend/Protect phase. If the character must show off, intimidation can be a focus action. 
To scare someone, choose either Brawn, Charm , Commitment, or Daring to test against the target’s 
Brawn, Charm, Commitment, or Daring (target choice). An intimidated target is -2 to all rolls until a 
focus action lets the target shake it off automatically. Either side may get a bonus for superior 
strength or numbers. 

 
 



Stealth Guidance 
 
The purpose of this guidance is not to load the game up with a lot of rules, but instead to offer some 
guidance on ways of handling stealth in Fictive Hack—it is an important element of the genre, 
atmosphere, and specific objectives. 
 

Stealth is Cunning vs. Awareness. The rest of this is commentary. 
 
Detection Ranges 
• Those with light sources will only see other light sources and silhouettes beyond the range of their 

light. Their night vision is spoiled by their light. However, they can hear just fine. 
• In general, bright lights and loud voices are detectable from 5 arenas away. Conversation and muted 

lights, from 3 arenas away. Otherwise, adjacent arena. 
 
How to Use Awareness 
• Seeing lights does not require an Awareness test—there they are. 
• Hearing sounds can allow an Awareness test to see if the origin of the sound is clear. 
• The DM will often describe the presence of something, and players will want more information. 

o Looking at it more closely does not have to trigger an Awareness test, the DM can simply 
describe it better. Don’t automatically default to dice. 

o If something is difficult to perceive due to lighting, distance, or other factors, Awareness 
may help determine how much the character can make out. 

o Only roll to get more information if there is some question about whether the character’s 
senses are sharp enough to get more information. 

 
Modifiers 
• If the characters have some kind of advantage, give them up to +5. If they have some kind of 

disadvantage, give them up to -5. Do not consult a table. Stay fair, keep the numbers low, keep the 
action moving 

• If characters look in the place where their quarry is hiding, don’t make a roll—let them find the 
target. If the characters are hiding somewhere, it is poor form to arbitrarily let the searchers find them. 

 
Sneaking 
• Basically, sneaking opposes the stealthy character’s Cunning to the searching character’s Awareness. 
• Don’t call for rolls very often, unless they get positively brazen. 

o One roll should get them past an obstacle. If you call for a roll to approach, a roll to get 
around, and a roll to retreat, the dice will likely sooner or later betray the players and 
you’ll have a chase instead. This discourages attempts at stealth—stealth is vulnerable. 

• If the searching party is unaware of the presence of others, and unsuspecting, as long as the stealthy 
characters’ Cunning is higher than the searchers’ Awareness and there are hiding places, no roll is 
needed. If there is a tie, or if one is higher than the other, go ahead and roll. 

• The DM can feed the Bowl to create circumstances that may interfere with stealth; a tickle in the 
nose, a snake nosing between boot heels, a spider down the neck, a guard has to take a leak, etc. This 
should lead to an opposed roll, not automatic discovery. 

• If someone is hiding from the characters, and the characters state they are looking around, give them a 
roll. Reward good description of character actions by allowing them a chance to spot hidden danger. 

 
Stealth is hard. Dicing for stealth is even harder—the more rolls, the more likely discovery. In general, err 
on the side of the players. Being stealthy and sneaking around is fun, and in most games you can’t get 
away with it. Err on the side of deeper shadows here, and your players will greatly appreciate it. 



Evasion and Pursuit 
 
Eventually stealthy people get spotted, and a chase ensues. In Fictive Hack, the system is not granular 
enough to measure who is faster, or to account for varying speed because of loads carried. There’s no 
accounting for getting winded by sprinting. Therefore, if one character flees in a straight line, and another 
character follows, the chase could dully proceed forever. No one wants that. Also, chase rules can get 
complicated, and no one wants that either. Here is some advice on running a chase. 
 
Every arena separating quarry and pursuer adds +3 difficulty to Awareness tests to see the other party. 
 
• Transition Points. If visibility is not good for any reason, when quarry moves from one arena to 

another, allow an opposed Cunning and Awareness test to see if the pursuer can keep the quarry in 
sight. Do not tell either party what the other party rolled. 

o Hiding. If the pursuer lost sight of the quarry, the quarry may be well served by 
immediately hiding if out of line of sight, so the pursuers chase on. If the pursuers did not 
lose sight of the quarry, the chase is over right there. 

o Multiple Exits. A pursuer who succeeds in Awareness vs. Cunning may see which way 
the quarry goes if there is more than one possible arena to escape through. If the pursuer 
does not succeed, then the pursuer loses an arena and gets another Awareness vs. 
Cunning test to re-acquire the trail (at -3, for adding an intervening arena). 

o Arena Difficulties to Detection. “Open” is +3 difficulty for the quarry. “Dense” is +3 
difficulty for the pursuer. 

 
• Burst of Effort. If one party wants to pour on the speed and is in the same arena, so it matters, the 

runner can spend 1 Wound to get the edge. The pursuer can spend 1 Wound to gain the opportunity to 
impede, attack, or throw. The pursued can spend 1 Wound to negate that opportunity. 

o Bidding War. If both parties spend a Wound, then the pursuer can spend one or more 
Awesome Points. If the pursuer out-spends the quarry, then the pursuer can attempt an 
action. Otherwise, the quarry remains frustratingly out-of-reach. 
 If a character is in a chase with an NPC, the player gets half the Points. 

 
• Obstacles. By racing to hard-to-reach places, the quarry can be harder to pursue. Trying to climb, 

knock over a cart, start a brawl, or involve various other obstacles means the DM assigns a difficulty 
and the quarry tries to hit it. (Generally involves Daring, Brawn, or Cunning.) 

o If the quarry fails, the obstacle defeats the character, and the pursuers get an arena closer 
or get to interact with the quarry. 

o If the quarry succeeds and the pursuers fail, the quarry gains an arena’s distance and the 
pursuers must try again or go around. 

o If the quarry succeeds and the pursuers succeed, the obstacle is overcome. 
 
• Range Attacks. “Range” is before “Move” in the combat round, and it can end a chase. The pursuer 

or quarry can stop running for a round and use a range attack. To shoot on the run, spend 1 Awesome 
Point and use only 1d10 to hit. This only works with weapons that could be used while running; not 
bows or slings, but possibly guns or thrown weapons or crossbows. 
 

• Winded. Generally minions can run for 5 rounds, and toughs for 10. Subtract 1 round per load 
carried. Don’t bother winding player characters, let them run their hearts out. NPCs can run longer if 
you want them to. 

  



An History of the Legend of Hyrule 
 
The Lost War [2,000 years ago]  
 
The legends are vague, but there was a mighty army known as the Shadow Tide that swept across the 
whole world. Many splendid, ferocious armies banded together to do battle, and they all fell before the 
brutality of the Shadow Tide. Civilization was driven apart under the weight of the assault.  
 
King Hylia, under the banner of the Red Lion, faced the Shadow Tide in a lush jungle. He fought 
valiantly, but lost; the remnants of his tattered army were either driven into the desert, or the forces 
unleashed in the battle created the desert. In any case, the king and his honor guard and the remains of his 
soldiers traveled the Haunted Wasteland, harried by vicious attacks, their numbers dwindling.  
 
Finally they were trapped, hemmed in by mountains, and they made their last stand. The last of their holy 
men and women gathered together and invoked the power to create avatars of the three goddesses 
worshiped by the soldiers and royalty. The goddesses answered, the Shadow Tide was driven back, and 
reality was torn open—a volcano erupted in the center of the battlefield, towering over the last battle of 
the war, filled with dimensional refugees that poured out and came to the aid of the flagging forces of 
King Hylia.  
 
The presence of the goddesses created possibility for life in that barren corner of the Haunted Wasteland. 
To prove that even though they could never return, they would watch over their people always, they 
created the Golden Lands as a dimension adjacent to the world, and put within it the last of their essence 
in the form of a Triforce that could project power enough to protect this corner of the world from the 
forces of darkness for all time, whatever else became of the rest of the world.  
 
The Peace of Zelda [-50 to 50]  
 
When King Hylia died, his daughter Zelda took command. From the crude fort they had dug into the 
mountain, she organized expeditionary forces to survey their surroundings. They formalized a relationship 
of autonomous alliance with the Gorons, the strange but powerful race that had come through in the 
volcano at the Last Battle. The Treaty of Death Mountain formed Year One of the new Hylian calendar.  
 
They also encountered the Zora, who had been created by the energetic gift of the goddesses that made 
the land liveable by creating water that flowed from the mountains, through the valley.  
 
Queen Zelda’s forces grew stronger, explored the valley, and built the Gerudo Fortress on the edge of the 
Haunted Wastes, to provide protection from the ongoing skirmishes with the much-weakened Shadow 
Tide.  
 
The Great Unmaker [75-100]  
 
King Hylia, grandson of Queen Zelda, named a champion to face the Great Unmaker, a masked and 
monstrous creature from the Haunted Wastes. The Great Unmaker sought to unbind the Triforce 
connection to Hyrule and the avatars of the Triforce, perverting the Golden Land to a monstrous furnace 
for the Great Unmaker’s dream of unmaking the world.  
 
This hero, Link, faced the energies of the Great Unmaker and found ways to bind the world so it could not 
be unmade, creating safe places in the face of the amorphous monster’s assaults. Four great bindings  



secured Hyrule against unraveling by tying elements of reality into the stewardship of a handful of 
representatives of Hyrule.  
 
As the volcano’s integrity was threatened, Link bound Fire to one of the Gorons. A flood threatened to 
wash the valley clean of life, and Link bound Water to one of the Zora. As the Great Unmaker woke the 
woods and threatened to march them through the Hylian army, in a last-ditch effort Link bound the Forest 
to a Hylian hermit who stood against the chaos. Finally, in the battle at the gates of the castle itself, Link 
bound himself to Time. When he faced the Great Unmaker in single combat, he erased both from Time 
itself, and that binding moved to his successor, a Hylian squire who recorded the legend. All three 
Triforce avatars were slain, their energies bound up in the Golden Realm—but the Great Unmaker was 
sealed away as well, contained at last.  
 
The Desert Kings [95-200]  
 
King Hylia knighted many of the surviving soldiers, and gave them parcels of land along the border of the 
Haunted Wasteland. For a century, they fought against the forces of the Great Unmaker, who inherited 
evil monsters of the Shadow Tide.  
 
The Desert Kings elevated themselves, and elevated the King of Hyrule to the title High King. Armies of 
Goron and Hylian warriors pushed back the Haunted Wasteland, and cultivated lands. However, the 
further they got from Death Mountain and the protection the Goddesses left behind, the harder the 
fighting got. The brutal sun darkened them, the constant warring made them harsh and fierce, and the 
more they killed the more monsters seemed drawn to their lands, like moths to flame.  
 
The High King was more and more isolated, consulting with the Zora as the primary advisors of the High 
King. Their territory seemed to stop at Lake Hylia; beyond that was the domain of the fierce Goron 
warriors, and the armies of the Gerudo Fortress, protecting lands for a day’s ride in all directions.  
 
The War of Howling Death [205-215]  
 
The Cult of Scouring gathered sufficient power to send questing knights into the lands of the Desert 
Kings, killing several of them, compelling the squabbling kings to unite. However, by the time 
negotiations were worked out, questing cultists had penetrated the defenses of Hyrule and reached the site 
where the Great Unbinder had been sealed. They broke the seal, and the Great Unbinder poured back into 
the world, racing out to the Haunted Wasteland past the Desert Kings.  
 
All was not lost. The Triforce Avatars were also unbound; Wisdom grafted to King Hylia, Power to a 
Hylian living as a shepherd in the hills near Hyrule Castle, and Courage to a teenage soldier in the Gerudo 
Fortress.  
 
As the Desert Kings desperately struggled to defend their territories from the Great Unbinder and the 
monster horde, the three Triforce avatars quested, discovering their abilities and each other. They were 
drawn into the Golden Lands, and from there they traveled through the Hall of Gates. They discovered 
other races whose lands had been destroyed by the Shadow Tide. The bird-like Rito, the wooden Deku 
Scrubs, and the fey Kokiri came to Hyrule.  
 
Meanwhile, the Desert Kings were defending the fortress they built at the greatest distance from Hyrule, a 
massive castle in the desert. It fell to the Great Unbinder, who spent a week with thousands of chanting 
cultists and monsters, unbinding the captives of the Desert Kings. The Avatars of the Triforce raced to 
intervene. Before they could interrupt the ritual, all the men of the Desert Kingdom were slain, torn inside  



out, obliterated and unbound. As they died screaming, only the avatar of the Triforce survived as a 
Gerudo male.  
 
The army of the Desert Kings was annihilated, and the Avatars of the Triforce were badly hurt and 
defeated, driven from the Fortress of Howling Death.  
 
The Kokiri and Deku twisted the forests to the west of Death Mountain, so they were impassible even to 
the Great Unbinder’s monsters. The Hylian hermit who was bound to the forest surrendered his life and 
his claim, binding all the Kokiri so the woods would always protect them and they were immortal within 
it, but they could not leave it.  
 
In the Battle of Gravel, the proud Goron army stood against the forces of the Great Unbinder on the 
slopes of Death Mountain. They were destroyed, and the Cult of Scouring poured into the sacred 
underchambers of Death Mountain killing all they could.  
 
The future of Hyrule teetered in the balance as the Great Unbinder reached the center of the energies the 
Goddesses left to protect Hyrule’s future, and began to unmake them. Link, champion of Hyrule and 
Triforce Avatar, commandeered Time itself to act quickly enough to defeat the Great Unbinder by 
layering time over on itself so he could undertake many tasks at once.  
 
Link bound Air to a Rito, Spirit to a Gerudo widow, and Shadow to one of the Sheikah, mysterious 
protectors of the royal line. Gathering the seven guardians together with the other two Triforce avatars, 
Link descended on the Great Unbinder and completed a ritual to banish the Great Unbinder with the 
combined might of Hyrule’s energies, before the Great Unbinder could destroy Hyrule’s protection.  
 
In the aftermath, as the Cult of Scouring was driven screaming from Death Mountain, the High King 
gravely surveyed the damage. Only Gerudo women had survived the Howling Death as their men were 
unbound. The once-proud military Gorons had seen their strength shattered. Many refugees had swarmed 
into his kingdom and offered aid, now expecting reward. The Desert Kingdom had vanished.  
 
Working with Link and Gannondorf, the surviving Gerudo male who was a Triforce avatar and was 
named Desert King, Hylia formed a plan. It was clear that when the three Triforce avatars worked 
together and were assisted by the Guardians, no threat could destroy Hyrule. The Guardians were 
renamed Sages, and Link designed a chamber where they could all meet to unleash the united energies of 
Hyrule to open the Golden Realm on purpose, not just as a desperate gambit.  
 
Link mysteriously fell ill and died. The High King decreed that the limit of Hyrule was ten miles short of 
the Gerudo Fortress. The Rito settled Coneska Roost, built around Death Mountain’s cone high above the 
Goron sacred chambers below. The war was truly over.  
 
The Hourglass War [230]  
 
Kruchell, a talented thief, was a kidnapper as well. He managed to capture all the sages before they could 
be protected. Using them, the Cult of Scourging opened the gate to the Golden Lands where the pure 
Triforce could be accessed. The Knuclei, energy beings inhabiting suits of armor, marched against Hyrule 
and slew the High King, slaughtering their way from the soft interior of the kingdom out towards its 
defenses, from behind.  
 
Only quick thinking by Princess Zelda, King Gannondorf, and Link the Champion of Time managed to 
get the portal sealed and the sages rescued. 
 



The Temple Era [232-468]  
 
Queen Zelda decreed that the sages should have “safehouses” where their energies created nearly-
impregnable fortresses fueled by the energies they commanded, so that they could retreat to safety at once 
should any threat to the sages emerge.  
 
An Air Temple was built hidden in the smoke of the cone of Death Mountain, and a Fire Temple in the 
heart of the mountain far below. A Water Temple was built where the Goddesses first struck flinty 
mountain to create the life-giving river of the Zoras. A Spirit Temple was built in the Haunted Wasteland, 
guarded by the unbound Gerudo. A Shadow Temple was built in the mountains overlooking the King’s 
Road to the interior, guarded by the mysterious Sheikah. The Forest Temple was gathered together in the 
Lost Woods. Finally, the Temple of Time was built in the shadow of Hyrule Castle, over the chamber 
where the sages could gather to open the gate to the Golden Lands.  
 
As the sages intensified their energies and elaborated on the defenses of the temples, a badly ruptured 
Hyrule rebuilt its strength and confidence. New neighbors got to know each other. Disputes were brought 
to Queen Zelda, and her daughter (when the queen finally passed on.) It was a time of peace.  
 
While the Hylians consolidated their strength and their alliance with the Rito and Goron, the Zora 
retreated into their waters, only talking with the royal family. Likewise, the Sheikah maintained their 
mystery; while one would occasionally be spotted, they were not widely known and their role was not 
well understood. During this time, they created mystic stones that they planted through Hyrule.  
 
The Kokiri and Deku withdrew into the impenetrable forest, aiming to become legend instead of fact in 
the minds of the other races. Then they quarreled with each other, but war was unsatisfying; the Kokiri 
were immortal soldiers and the Deku were not very good soldiers. They settled for feuding and 
developing long, insulting jokes about each other.  
 
The Proud Widows, as the surviving Gerudo were sometimes known, retreated to the Gerudo Fortress and 
dug in. They incessantly scouted the Haunted Wasteland, slaying Shadow Tide monsters where they were 
found, driving the Cult of Scouring ever deeper into the wilderness.  
 
The Golden Age of Hyrule [500-1500]  
 
The King’s Highway began at Hyrule Castle and ended at the Gerudo Fortress, a symbol of the unity of 
Hyrule. Food was plentiful, the guidance of the Goddesses through the avatars of the Triforce steadied 
politics, and there was general contentment in Hyrule. Either King Hylia or Queen Zelda ruled, and the 
tradition of selecting a champion replaced military structure in the kingdom.  
 
The champion, usually taking on the title of “Link” connecting to the tradition before and after (whether 
male or female) could recruit any needed help from the allies of the Royal Family. Constantly vigilant, 
the Champion could identify and thwart any growing threats to the peace of the land.  
 
The Gerudo rarely left the Haunted Wastes, mostly on raids into southern Hyrule where they took what 
they wanted, to pay for their services guarding Hyrule. Even with skirmishes, there was general peace, 
and almost never any casualties. The deadly and mysterious Gerudo women protected Hyrule from the 
Haunted Wasteland beyond it.  
 
High King Necromancer Gannondorf [1500-1525]  
 



Gannondorf was the Desert King and a Triforce avatar, with Courage. He abandoned the Gerudo, faced 
the secrets of life and death, and with the power of the Goddesses he misappropriated, he became a 
fearsome necromancer. For the first time, a Triforce avatar betrayed Hyrule. Gannondorf channeled 
animating energy and recruited an army from the Barrow Hills, where the Desert Kings had once buried 
their nobility.  
 
Using treachery, Gannondorf slew the other two Triforce Avatars, and assumed the title of High King, 
filling Hyrule Castle with monsters and betraying the Rito and Goron, enslaving them as the other races 
pulled back in horror and sealed themselves off as best they could. The sages that survived Gannondorf’s 
treachery, or their successors, hid in the temples.  
 
A hero rose up and became a Triforce avatar. He discovered the hidden princess of the royal line, also a 
Triforce avatar, and together they managed to defeat Gannondorf by driving him into the Golden Lands 
when they combined all their Triforce energy; he was tricked into thinking he could absorb theirs, when 
instead the merging of energy threw him out of the dimension.  
 
The Silver Age of Hyrule [1525-1985]  
 
Gannondorf’s betrayal shattered trust between races, and between the Bound (Triforce avatars and Sages 
both.)  
 
The Goron race, having taken heavy damage from both the Knuclei and from Gannondorf’s deathless 
monster hordes, withdrew into Death Mountain to protect themselves. The Rito still served as messengers 
all over Hyrule, but allowed no outsiders in their settlement on the cone. The Zora, Kokiri, and Deku 
remained reclusive and hoped to fade into legendry. The Gerudo were functionally banished by royal 
decree, but continued to defiantly raid or steal as they pleased. Hylians assumed someone would protect 
them, and so left any military issues to the High Queen Zelda or the High King Hylia.  
 
Stubborn necromantic energies continued to flow through Hyrule, so it was not safe to travel alone 
(especially at night.) The Gerudo were less focused on protection, so more of the Shadow Tide and the 
Cult of Scouring could slip their forces into civilized lands. Knuclei still roamed in wilder corners of the 
world. There were fewer places to visit, and less reason to travel; fewer personal relationships between 
races led to strained and awkward contact when it was necessary to meet, or travel among others.  
 
Hyrule was shrinking. The Lost Woods were not open to travel anymore, nor the Lanaryu Valley of the 
Zora. Access to Death Mountain was forbidden by the Goron. The Gerudo Fortress was too far out in the 
Haunted Wasteland to risk visiting. Kakariko Village was one of the few places left where travelers could 
mingle almost comfortably with others different from themselves.  
 
Gannon, Desert King [1984-2004]  
 
A Desert King emerged, taking the name Gannon, and claiming he spoke for “the great” Gannondorf. 
Like Gannondorf, he turned his back on the Gerudo and pursued secret knowledge. He assaulted the 
Royal Family with a band of evil Gerudo who longed for revenge against their pale cousins. Reports vary; 
maybe the royal family was killed off, maybe not; this much is known. The High King survived.  
 
Gannon targeted the Temple of Time, seeking to break it open and free Gannondorf from the Golden 
Lands. He was stopped by Link, but Link was killed in the final battle at the gates of the Temple of Time. 
Several eyewitnesses said Gannon died, and was consumed in a pillar of purple smoke; those who have 
fought the Gerudo are not so sure he’s dead. 
 



It is time for a new Champion to emerge, for heroes to become avatars of the Triforce, and for Hyrule’s 
finest to check into the unpleasant rumors that sages have been disappearing… 
 


