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Credits and Acknowledgements
This book is a supplement, it requires the ―Old School Hack‖ game to play. Kirin Robinson released Old
School Hack, and in his acknowledgements, he says it is based on Eric Provost’s Red Box Hack game.
Check Old School Hack out at [www.oldschoolhack.net]. It is a great game!
Special thanks go to Matt Jackson, of lapsus calumni blog fame [http://www.msjx.org/], for his
enthusiasm and encouragement (and for the ghim, hobbin, kiskov, and sylari basics). Also, of course, to
Kirin Robinson for releasing the game in the first place; it is elegant enough in its structure that it really
captured my attention and my imagination.
And thanks to my loving wife, who put up with my interest in this new shiny toy. My game group, who
got to rock out with the system and help me gain experience in actual play. Thanks to the OSH forum
(including influences by Artikid, barsoomcore, BrentNewhall, Esoteric, Ethernaut, funeris, gmonkey,
isquish, JackAidley, MarkCausey, Nareau, Rel, Roohaa, tombowings, brownbeard, necropuzo, MacLeod,
etc.), and to those who visit my blog. Your enthusiasm helps fuel my creativity, and it doesn’t do much
good to dream all this up if no one uses it.
Awesome up! Let’s ride.
License
―Fictive’s Talents and Templates‖ is a free, non-commercial roleplaying game supplement for Old School
Hack. It is covered by the Creative Commons (attribution/non-commercial).

A Note on Compatibility
This supplement is designed to primarily be compatible with Old School Hack. However, there are some
notable changes.
Characters generated in the original game will not have trouble moving into the Fictive version, but
characters generated in the Fictive version will need DM permission to move into a game with the
original rules only.
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Character Generation
1. Choose a Template. You can either pick a template, or randomize by rolling 4d10 and looking at the
table of contents. Sometimes the DM will limit the templates available for a game.
2. Roll Attributes. Roll 2d10 and add them together a total of 6 times and
note the results on scratch paper. Then assign one of the numbers to each
of the 6 attributes.
Record the Attribute, not the Roll, on the character sheet.
When using attributes, the player rolls 1d12 and adds or
subtracts the attribute modifier from the chart. The DM sets a
difficulty.
In addition, there are some other practical uses for the attributes
the player should know about in assigning numbers to them.
A character gets +1 to an attribute every level.
ATTRIBUTE
Awareness
Brawn
Charm
Commitment
Cunning
Daring

Description
Alertness, perception, insight
Size, physical intimidation
Social aptitude, ability to inspire, persuasion
Devotion, intensity, resisting magic & suggestion
Trickery, sneakiness, lying, stealth, theft
Courage, reflexes, managing risk

Attribute Chart
Roll
Attribute
5 or lower
-2
6 to 8
-1
9 to 11
0
12 to 13
+1
14 to 15
+2
16 to 17
+3
18 to 19
+4
20 +
+5

Extra Usefulness
Notice things. Starting languages.
Carry heavy objects, wear armor.
Persuasion, likeability, leadership.
Strength of will.
Stealth, deception.
Reflexive dodging.

Positive attributes give the character advantages.
Brawn. Each +1 is 1 heavy object the character can carry without penalty.
Awareness. Each +1 is 1 additional language the character speaks, or musical
instrument the character plays well, or art form. (A negative has no effect.)
Possible languages: Elven, Dwarven, Draconic, Giantish, Goblinoid, Sylvan,
Trailsign, Thieves’ Cant, Camptalk, Tradespeak, and ethnic or racial dialects.
3. 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. (Exceptions for half-breeds and unusual
upbringing—with DM permission, first talent is restricted or racial from another template.)
4. Motive for adventuring. You can make one up, choose one from the generic or template list, or
randomize on the generic or template list. This is to give you a head-start on how to play the
character, to add a little interest from the beginning.
5. Equipment. Pick weapon, armor, backpack, signature item, and starting coins. (See the next page.)
6. Details. Choose a name, a concept, an age and birth year (the DM will tell you the current year), and
physical description. Your character does not start with scars, but will gain one each time your
character is injured badly enough to have one or fewer wounds left.
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Starting Equipment
Old School Hack is not a game about shopping or inventory management or logistics. It can be, but to
focus in on those elements misses the grand, fast-paced enthusiasm at the game’s heart.
What Starting Characters Have
Weapon. Start with a light, reach, heavy, range, firearm, or very heavy weapon. Decide what it looks
like and how it works. Feel free to make it interesting or gonzo (over the top ridiculous.)
Light, Reach, Heavy, Very Heavy. A light weapon may be a wizard’s wand, or a very heavy
weapon could be a ship’s anchor. Feel free to be creative with hand-to-hand weaponry.
Firearms come with 10 shots as a default, and cost 1 gold per additional shot. Ammunition
does not count towards encumbrance.
Ranged bow weapons (whether they are longbows, crossbows, etc.) have a default 20 shots
each, and cost 1 silver per additional shot.
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: 4 count as a weapon, for encumbrance. (Throwing axes, light knives)
Ranged only: 10 count as a weapon, for encumbrance. (Shuriken, tiny knives)
Encumbrance Rule on Weapons: Every weapon after the first 2 counts as +1 heavy object. Heavy
weapons count as 1 heavy object. Very heavy weapons count as 2 heavy objects.
If a character has a heavy shield and heavy sword, that’s 2 heavy objects. If the character
also has 2 weapons, then both those are 1 heavy object +1 heavy object for being over the 2
weapon limit, so each would count as 2 heavy objects.
Armor. Start with light or heavy armor if desired, free of charge. Take a shield if you want.
Heavy armor counts as 1 heavy object. Very heavy armor counts as 2 heavy objects.
A shield counts as a weapon. A heavy shield counts as a heavy object.
Backpack. Characters may start with a stocked backpack if they wish. It counts as a heavy object, so
it affects encumbrance. However, it has in it the normal sorts of supplies characters would want.
10 meters 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. If it is bulky or not something that makes sense, 2 or more Awesome Points.
Signature Items. Each template lists a signature item that the character starts with.
Starting Coins. Everyone gets 3d10 coins, the template indicates whether that money is gold or silver
or copper, and if there is a multiplier.
Base Economy
Metric system. 10 copper = 1 silver. 10 silver = 1 gold.
1 gp: Cheap adventuring stuff. Rope, 3 meter pole, fishing gear, torch, sling, a meal, an ale
5 gp: Basic stuff. Lock picks, lantern, tent, lousy cart, beast of burden, a night of drinking
25 gp: Cool stuff. Horse, light armor, elven wine, holy water, spyglass
100 gp: Expensive. Warhorse, heavy armor, carriage
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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 on 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.
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.)
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.
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.
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.
Time to Use. Different talents take different amounts of time to use.
Free action. This takes no time, but if in doubt about when it activates, can only be used on the
character’s turn.
Action. This counts as a shoot action, move action, fight action, etc.
Focus action. This starts in phase 3 and activates in phase 7 of the round if the character is not
injured in that time. The talent is only exhausted if it is successful.
Longer. Some talents specify they take a minute, or an hour, or some other time increment.
Character Building Advice on Talents
Halfbreeds. If you want a human-elf, or a human-orc, or a ghim-goblin, or whatever genetic mixing
your DM will allow, it is permissible to take a first talent from the template of the other race. The
second talent, gained upon second level, must be from the character’s base template. This allows
other racial talents to be gained as the character continues to develop. It is possible to add racial
talents later, with the DM’s permission, but this is a way to start play with a halfbreed.
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.
Work History. A character may take an occupational talent at first level, but the character will not
get an Attribute bonus at second level.
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Templates for
Humans
This game can be enjoyed with all-human characters. If you want, you can even randomize what template
to use, on 3d10! The DM may limit what is available in the game, so check in with the DM first.
For humans, no Attribute may rise above 8.
Templates for Humans (Randomize with 3d10 if desired) Bold templates are from the original game.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.
15.
16.

Archer ............................................9
Assassin .......................................10
Bard .............................................11
Beastmaster .................................12
Cleric (Adapted) ........................13
Fighter ........................................14
Gambler .......................................15
Gladiator ......................................16
Hunter ..........................................17
Knight ..........................................18
Mechanic .....................................19
Monk ...........................................20
Musketeer ....................................21
Necromancer ...............................22

17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27.
28.
29.
30.

Ninja ............................................24
Noble ...........................................25
Nomad .........................................26
Prostitute......................................27
Questing Knight ..........................28
Samurai .......................................29
Scholar.........................................30
Scout............................................31
Shaman ........................................32
Swashbuckler ..............................33
Thief............................................34
Tumbler .......................................35
Wizard .........................................36
Zealot ..........................................37
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The Archer
The Archer has a lifetime of developing eye-hand coordination to strike with tools that magnify strength
and collapse distance.
Inherent—Trick Shot
Choose Brawn, Cunning, or Daring as a trick shooting style with a bow and crossbow. If you are not
shooting to injure, shoot as an attribute test instead—so you can spend Awesome Points to boost the
roll. This kind of shooting can intimidate. Shooting to disarm has 12 difficulty, adjusted by the DM as
needed.
Limitation—Specialist
Seems like people want to take you into places with low ceilings, twisting corridors, forest canopy,
deep water, and other inconvenient places. And they want to go when it is dark or foggy or raining or
snowing. Also, they tend to assume you can’t take care of yourself in hand to hand.
Signature Items: 2 quivers of arrows, fletching kit. Starting Coin: 3d10 silver.
Available Talents
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.
Long Shot.* Arena. Your range is +1 arena per Brawn rating, if you fire as a focus action and can
arch the shot (no low ceilings or tree cover.)
Multiple Arrows.* Arena. You can fire 1 additional arrow per +2 Cunning at once when firing as a
focus action. Each arrow after the first is -1 to hit. Roll one to-hit against all target ACs. The arrow
targets must be within 2 meters of each other. Multiple arrows hitting one target each count as a
separate attack to the one hit.
Rapid Shooting.* Arena. You can fire a bow (not a crossbow) more than once in the round by
spending 1 Awesome Point for the second attack, 2 for the third attack, 3 for the fourth attack, and so
on, up to 1 extra attack per Brawn rating—this takes a lot of strength.
Staves and Sticks. Constant. You can use a bow, crossbow, or arrow in hand to hand without
damaging it. Shortbows, light crossbows, and arrows count as light weapons. Longbows count as
reach weapons. Heavy crossbows count as heavy weapons.
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The Assassin
The Assassin makes a living by assuring that the target does not.
Inherent—Low Profile
Any thug can kill. You can get to the target, unsuspected, and send a variety of messages with the
death. Attribute tests to avoid identification as an assassin, either socially or through stealth, are +2.
Limitation—Ruthless
You strike at others through their attachments. You don’t want to be as vulnerable as they are.
Signature Items: Vial of poison, dose of weapon venom. Starting Coin: 3d10 gold x10.
Available Talents
Deadly Weapons. Constant. Can put venom or poison on one or more weapons. This takes a full
minute, or a focus action with a Cunning1 test difficulty 6; failing the test, you poison yourself.
Poison and Venom.* Constant. Can identify, harvest, handle, and brew dangerous substances for
ingestion, skin contact, inhalation, or other unpleasant entry vectors.
Reach Target. Arena. If a target is protected by others, roll opposed Cunning vs. defender Daring.
Defenders get +2 per defender beyond the first. If successful, attack the target and ignore the
defenders.
Silent Death.* Arena. If undetected (or unsuspected) by a target, you can make that target dead by
rolling 1d10 and getting a number higher than the target’s wound boxes. Otherwise, the target is not
injured, and is now aware of you. APs cannot be spent on this roll. If used in combat, this takes a
focus action.
Targeted Strike. Arena. You can ignore up to +4 to armor class from armor, trained to aim for
unprotected areas.

1

Improvement can drop the difficulty to 4.
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The Bard
The Bard is a student of legendry, song, and lore, but also the human heart and the world as it is and as it
could be.
Inherent—Musically Gifted
You can play any instrument, and choose one to get a +2 bonus (playing with Charm). You have a
knack for quick memorization and skilled improvisation both. You have a vast library of poems,
chants, songs, and tunes in your head, and you can make up more on the spot. When you perform,
those in the same arena are -2 to Awareness tests to notice anything else.
Limitation—Tempered Perspective
You know too many stories. Thinking in absolutes frames legendary stories, but has little use in the
real world. No one is wholly good or evil, selfish or generous. You’ve learned that the way you can
tell the heroes from the villains is by framing the story—something only survivors get to do.
Signature Items: Musical instrument, note folio. Starting Coin: 3d10 silver x10.
Available Talents
Compose.* Rested. Create a song or poem about an event or an exploit. Share it. In a situation where
it would make a difference to the adventure, the DM can allow you to spend 1 AP and roll to see if
the people you are talking to have heard the song or heard of the people in the song; the difficulty is
12, -1 for each additional song or poem involving the people. No more than 1 song can be created
about each adventure. The DM can modify the difficulty based on setting. Those featured in a song
can note that on their sheet, and also ask the DM to check and see if their fame precedes them.
Counter Influence.* Rested. Make music for at least a round. Grant all who hear a Commitment test
at +2 to resist any mind control, persuasion, or magic effect currently influencing them.
Magnetic Charm.* Rested. You can make one person feel like they are the most important thing in
the world. Make a Charm test at +4, resisted by Commitment. If the target does not succeed, the
target believes you are a good friend, and will risk unemployment, hazard, embarrassment, and
discomfort to please you. However, these newfound friends tend to be jealous, and the weird
compulsion seldom leaves them neutral towards you when it eventually ends a day or a week later. If
mistreated, the target gains another Commitment test against your Charm without the +4.
Mockery.* Rested. Either work into a composition, or work out in person, a devastating nickname or
disastrous slur to the reputation. The target suffers a -2 to social interactions in a setting where the
mockery has caught on, must cope with people humming the catchy tune mocking them or trying not
to let the popular nick-name slip out, or curiosity from those who wonder if the target really is as
deviant as the rumors say. This is a dangerous talent that does not have a set duration, and can bring
woe to those who abuse it.
Suggestive Inspiration.* Rested. Making appropriate music for at least 10 minutes, you can suggest
that your listeners prepare to fight, sleep, or celebrate. They get +2 to one Commitment roll or one tohit roll in the next hour (can be applied after rolling), or are +2 difficulty to resist falling asleep
(Commitment test), or +2 to Charm tests or Brawn rating (for drinking) during a celebration.
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The Beastmaster
The Beastmaster has a gift for communicating with animals, and securing their help.
Inherent—Master of Beasts
You can communicate empathically with all animals and animalistic monsters. Also, you can exert a
measure of control over any animal with equal to or fewer wounds than your Commitment bonus. In
case of a conflict, both you and the animal test Commitment, you with your bonus and the animal
with +1 per current Wound. If you win, it obeys you.
Limitation—Awkward Words
You are spoiled by your ability to easily understand and communicate with animals. People, with
their layered nuanced needs and communication methods, are too difficult—so few are worth the
struggle to have clear communication, much less trust and friendship.
Signature Items: Jerky treats and sugar lumps. Starting Coin: 3d10 copper.
Available Talents
Animal Empathy.* Constant. Upon seeing an animal, you can immediately tell its mood, the source
of any distress or enthusiasm it is experiencing, what it wants, and its gender. In obscured, swift,
indirect, or other difficult cases, an Awareness test may help uncover these facts.
Beastsight.** Rested. You can settle into a trance as a focus action, then see through the eyes of one
of your animal companions (or test Commitment difficulty 10 to see through a sympathetic animal
that is not one of your companions.) This lasts as long as it needs to, up to when you rest again.
Breaking contact (including if the animal dies) disorients you for one round, then you can act
normally.
Companionship.* Rested. You can have sympathetic, helpful animal companion(s) with wounds
equal to or fewer than your Commitment. You must be rested to gain a new companion. While they
are sympathetic, helpful, and more clever than most of their kind, they will not react well to abuse or
being exposed to extreme danger while you are safe (unless they volunteer.) Releasing an animal
from service requires you to be with the animal. There are no hard feelings on the animal’s part when
it is released from service.
Restful Company.** Rested. Resting for at least 10 minutes with all your animal companions counts
as being Rested, by activating this ability, once between periods of actual rest.
Vitality.** Constant. You can borrow 1 Awesome Point from the DM per wound of animal
companion in the same arena. When you gain more, the animal vitality is paid back first.
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The Cleric
A holy warrior, the Cleric’s faith inspires righteous acts, salves the wounded, and rallies companions.
Inherent—Divine Favor
You are under the wing of one or more deities and have their protection. As long as you visibly wear
representation of your faith, your Armor Class increases by a single point.
Limitation—Humility
You are bound by the strictures of your faith, whatever they may be. It is important to you to present
the ideals of that faith to others.
Signature Items: Holy vestments, holy symbol, incense. Starting Coin: 3d10 gold.
Clerics begin with one of these talents, and choose a deity to serve (or use the general spell list). These
talents, and those in the canticle they choose, both count as being from the cleric base template.
Canticles of Divine Aid

Blessing.** Rested. Focus action. Borrow up to 1 Awesome Point per level; the deity garnishes
awesome wages until the debt is repaid. These borrowed Awesome Points can go to you, or to the
bowl, your choice—but you must pay them back to the deity either way.
Channel.** Rested. Focus action. Channel divine energy through a holy symbol. This is usually used
to affect a holy site or object sacred to the god, or to strike the god’s enemies. The effect is equal to
inflicting 1 wound or 1 point of change per Commitment of the cleric. The effect is up to the DM’s
ruling of what the god wants or what is holy or what is an enemy; none of the gods take a casual use
of this talent lightly.
Empowerment.** Rested. Focus action. Recharge all divine spell talents (except this one) as though
you rested.
Inspire the Faithful.** Rested. At least 5 minutes to cast. Pray with the faithful followers, and
afterwards they all get +2 to Commitment tests until they sleep again.
Reinforce Symbol.** Rested. Focus action. For about an hour, either get +1 AC from the displayed
holy symbol, or have the god’s sacred weapon do +1 wound to those hit.
Randomize or Choose the Cleric’s God (1d12/2)
1. Dufell (deeps)
2. Geldurk (war)
3. Saegrak (air)
4. Thogro (sea)
5. Urmia (civilization)
6. A forgotten minor god, you are the only follower, but you hope to found a church. General list.
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The Fighter
The Fighter is the tough warrior who’s good at surviving when things get violent.
Inherent—Steely-Eyed
You’re good at hitting things. Every roll you make to hit something gets +1 added to it.
Limitation—You Look Like a Nail
To someone with a hammer, everything looks like a nail. It is not always easy to look for non-violent
solutions when violence is a matter of such expertise.
Signature Items: Awesome decorated helmet. Starting Coin: 3d10 gold.
Available Talents
Armor of Scars. Constant. You get +2 wounds. Plus you’ve usually got some old war stories and a
don’t-mess-with-me countenance that gives you a +2 on any Charm check when trying to talk
someone out of violence.
Charger. Arena. You can act twice in a row to move and attack with a +2 bonus to the attack.
Exploit Weakness. Rested. As a focus action, you can carefully observe that a foe has a weakness. If
you can take advantage of it, subsequent attacks you make against it get a +2 bonus to hit and do +1
wound.
Heft. Constant. You can carry one more heavy weapon or armor than your Brawn would allow, and
when you choose to wear no armor at all, your sexy build gives you a +2 on any Charm check you
make against someone that might be attracted to you.
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.
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The Gambler
The Gambler understands that you take your chances if you want to get paid, and you don’t play your
cards—you play the other players.
Inherent—Bluff
You are hard to read. Your cunning is +4 when you are lying. You understand the value of appearing
weak when you are strong, and strong when you are weak. Above all, keep them guessing.
Limitation—Double or Nothing
You can get a bit… carried away. Lean on those lucky streaks. And when they vanish, you fall hard.
Signature Items: Dice, pack of brightly colored cards. Starting Coin: 3d10 gold.
Available Talents
Carousing. Rested. You know how to celebrate in a way that includes everyone nearby. Rousing
songs, making all jokes funny whether they are or not, and showing people a genuinely good time.
Easy come, easy go. This celebration is often used as a distraction, or to get into the good graces of
those you need to impress, or to get the attention of certain local elements. Sometimes just for fun.
Cheating Skill. Constant. You know the sleight of hand, the grip on dice, the count of the cards. If
you want to cheat, you can add your Cunning to a roll (or double your Cunning bonus if it is already
part of the game). Others detect the cheat on an Awareness difficulty 10 test.
Leaning Luck.* Rested. When it really matters how the cards or dice fall, roll an extra die of the
appropriate type and keep the most favorable result. This works when gambling, but also in combat or
when testing attributes.
Prick of Pride. Constant. You know how to use subtle or blunt techniques to question another
person’s courage, honor, and financial security in ways that motivate them to wager even when that
wager is unwise. Your Cunning against their Commitment.
Sense Weakness. Rested. Consider a group for at least 10 minutes, by playing with them or watching
them interact. Then, gain +2 on an Awareness test for each member, DC 7 (+ their Cunning bonus.) If
successful, you have a sense of the social pecking order of the group, who is hiding something, and a
ploy more likely to succeed against each.
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The Gladiator
The Gladiator knows clashes are bloodsport— supposed to be entertaining and suspenseful, not just gory.
Inherent—Built
Years of hard living and constant combat toughened you. Get 1 extra wound box per Brawn.
Limitation—Thirst for Fame
Popularity is just as important as combat skill in an arena culture. Succeeding in the shadows is
worthless. People must know. There must be glory. Sneaking around is one thing, anonymity another.
Signature Items: Wooden sword with arena name and your name on it. Starting Coin: 3d10 gold.
Available Talents
Feint. Arena. Always roll simultaneously with other attackers in the arena. Activate this talent to
trade rolls with one of them.
Make it Look Good. Constant. A successful hit renders the target -2 to attack and attribute rolls
instead of doing damage. A point of penalty ―heals‖ every 10 minutes.
Rhythm & Distance. Constant. Familiarity with all melee weaponry grants +3 arena bonus instead
of +2 for all weapons but Ranged.
Roll With It. Arena. The cost to reduce an incoming attack’s damage by 1 wound is halved to 1 AP.
Show Off.* Arena. Take a focus action strutting and flexing, and heal one wound box. Only works if
three wound boxes are left uninjured, and if there is an appropriate audience.
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The Hunter
The Hunter has a gift for making living beings into corpses, then harvesting their skin and meat.
Inherent—Forage
You can find food just about anywhere. You can spend 1 hour looking for food and automatically
find enough servings for [1 meal per Awareness bonus]. You can also test Awareness, and if
successful, find an additional serving. You can also use Awareness to identify what is edible and what
is not in animal corpses, mushrooms, berries, clouded water, etc.
Limitation—Civic Claustrophobia
People sure like to pack in tight with each other. Then the vermin move in. All the noise, the body
odor, sewage in the streets, crime, oppression, laws, taxes… Every time you go to town you can’t
wait to do your business and get out, back to the wilds where things make some sense.
Signature Items: Leather clothes. Starting Coin: 3d10 silver.
Available Talents
Breathless Shot.* Arena. 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 (1d10 /2 round up) wounds on a successful hit.
Butchery. Constant. Small animals can make 2 servings of meat and 3 silver of hide. Medium
animals (half human size) can make 6 servings of meat and 1 gold of hide. Big animals (human size)
can make 20 servings of meat and 5 gold of hide. Huge animals can make 60 servings of meat and 15
gold of hide. It takes about 5 minutes to extract a serving of meat from a corpse, and 5 minutes per
silver piece to prepare the hide. Special elements like ivory, venom, and delicacies can be identified
and removed. Adjust these guidelines as needed.
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.
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.
Tracking.* Constant. Identify who or what was present, and where they went. Add difficulty for
elapsed time, rain, difficult terrain, and so on. Can test Awareness to know one important fact about
what happened or the state of those making the tracks. Can be opposed with Cunning.
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The Knight
The Knight is part of a feudal system trading freedom for protection in a grand, violent pyramid scheme.
Inherent—Elite
You got the best combat training and experience available. For morale, you gain +2 to Commitment
to keep fighting, and +2 to Charm to keep others fighting. For tricks in combat, you gain the ability to
spend a single Awesome Point to raise a single combat roll by 2 once per arena (after rolling).
Limitation—Obligation
You are meshed in a net of family alliances, feudal trades of services and funds for lands, and
requirements that you protect those who generate your livelihood, the ones below you in the feudal
structure. You cannot operate independently and have honor in the eyes of your peers, family, and
culture.
Signature Items: Signet ring, tabard and shield with heraldry. Starting Coin: 3d10 gold x10.
Available Talents
Armor Skill. Constant. Armor grants +1 Armor Class more than it normally would, and counts as 1
load lighter (minimum 0 loads.)
Command Skill.* Constant. You are accustomed to giving orders, measuring others to determine
their true capacity, and gaining trust. +1 for leadership rolls, whatever the attribute. (Brawn to
command brutes, Cunning to devise plans to gain or keep command, Daring to deal with intimidation,
Commitment not to fall back, Charm to manipulate, Awareness to judge character, etc.)
Logistician.* Constant. You understand that wars may be affected by valor and strength, but they are
won with supply lines, equipment, and efficient travel. On a personal level, you can pack a load to
reduce it by 1 heavy item effectively. On a group level, you can increase a group’s travel time by 1/5.
On an army level, you can either increase a column’s speed by 1/5 or increase its carrying capacity by
1/5.
Politician.* Constant. You can see past the immediate consequences to the long-term implications of
political and military decisions. You speak the special code of politics, understand and offer veiled
threats and promises, and think one thing while saying another. Gain +2 to Awareness and Charm
when understanding or dealing with political situations.
Shield Skill. Constant. Shield grants +1 Armor Class, and also can take 1 hit more than a shield of its
type (2 hits for a light shield, 3 for a heavy shield) before disintegrating.
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The Mechanic
The Mechanic has an uncanny gift for working with moving parts, schematics, and machines.
Inherent—Engineering
You can see how it works. A structure or a machine (anything constructed with moving parts) tells
you how it is operated and repaired, somehow. A focus action for normal machines or structures, and
a minute or an hour for more complex structures or puzzles. Either you just know, or if in doubt, test
Awareness to understand how a machine or structure is built and used. +2 to Awareness rolls to detect
secret doors, traps, or mechanical features.
Limitation—Mysterious Meat
People are machines too, in a way; cooling systems, joints that hinge in clever but understandable
ways, bone scaffolding and levers. But what’s in the skull—well, that’s a pile of squishy meat no one
could be expected to figure out.
Signature Items: Toolkit, tough gloves, firestarter grip. Starting Coin: 3d10 silver x5.
Available Talents
Demolitions.* Rested. You can look at a room (with a mostly unobstructed view) or a machine as a focus
action—then you know where the load-bearing points and weak points are. Test Awareness to make a plan to
bolster or collapse the structure or machine. You may not be able to bolster or collapse it, but you know how to.
This talent allows you to create or use explosives, siege engines, or forceful water.
Inventor.* Rested. If you want, you can invent devices to make your life easier. Each week of work earns a
Cunning test. An invention can either give a +1 to a roll of some kind, or allow Awesome Points up to the
Cunning bonus to be spent on a special effect (generally once per arena.) You can carry 1 invention per
Cunning point at a time. If you roll doubles or a 1 while using the device, it either doesn’t work this time and
the user takes 1 wound, or it breaks, your choice. Others must successfully test Cunning to use your invention,
and can only use one at a time. The DM may allow other basic systems or effects to be created with this talent.
Confronted with an unknown device, test Cunning to figure out how it works. (+2 with ―Repair‖ also.) The DM
is the last word on this.
Locksmith. Constant. Locks have a difficulty between 1 and 10. Each focus action you spend on the lock
reduces its difficulty by 1. When you decide to roll to open the lock, add +3 difficulty to the Cunning test for
each remaining difficulty. With quality tools, the base difficulty is 3; normal tools, 6; improvised tools, 9; no
tools at all, 12. Each test after the first increases base difficulty by 3. Complex or simple locks may also affect
the difficulty as the DM wishes.
Repair.* Rested. You can fix it. Whether it is the great stone wheel that operates the ancient gate, or the broken
serpentine on a pistol, or a mast snapped off a ship, or a wall fallen to sappers, you have the know-how to direct
a work crew of up to your Charm rating, delegating as needed and repairing a machine or structure. Scale
determines time frame; a sailing ship or wall, 1 day per roll. A gate or room, 12 hours. A wagon or door, 6
hours. Hinges or wheel hubs, 1 hour. Anything smaller, 30 minutes. Halve times with ideal conditions.
Confronted with an unknown device, test Cunning to figure out how it works. (+2 with ―Inventor‖ also.)
Trapmaster.* Constant. You are +2 Awareness to see mechanical traps (stacks with ―Engineering.‖) 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.
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The Monk
The Monk’s detachment from desire has honed an ability to detach foes from their health.
Inherent Ability—Zen
Use inner focus to accomplish the impossible. Find your center as a focus action. In rounds following,
to accomplish a single task (including winning combat, crossing dangerous terrain, or convincing
someone) you can take your Commitment and add it a point at a time, possibly over several rolls,
after the dice are rolled, until it is gone. Also, once between periods of rest, you can find your center
as a focus action then carry an additional heavy item per Commitment for up to 1 minute per
Commitment.
Limitation—Detachment
You cannot own more than you carry, and you like to travel light.
Signature Items: Bowl, prayer beads, gi (combat pajamas), straw hat. Starting Coin: None.
Available 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. This
does not work against firearms unless you spend 3 Awesome Points. The DM may feed the bowl to
add difficulty for especially dangerous attacks.
Fighting Techniques.** Constant. You have a fighting style to copy light, reach, and heavy weapon
types unarmed. Using or switching combat styles is a free action once a round on your turn. Your
unarmed attacks do damage as that weapon style.
Hardened.* Constant. Physical punishment and discipline have toughened your body. You can make
a Brawn test difficulty 7 to reduce wounds inflicted from each attack by 1.
Koan Discipline.* Constant. Your mind is trained to engage riddles, ideas, and obstacles in a variety
of ways. As you use non-linear thought, association, intuition, and re-framing, you see the world
differently. The DM may charge you Awesome Points (up to 3) if you request insight, or agree to
accept it. The DM can give you a fact that you could only know through intuition or a flash of
wisdom. Also, mental attacks are at -2 against you, or you ignore their effects with a Commitment
test, whichever is most appropriate.
Meditation.* Rested. You can meditate for an hour and overcome a disadvantage. If reduced to 0-1
wounds, you can heal a single wound. If disadvantaged with poison (that will not kill you in an hour)
or some other impediment, whether magical or psychological, you can purge one of those. Meditation
can be used to reset the wounds to heal daily. The DM may feed the bowl to require a Commitment or
Brawn test, or add other complications.
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The Musketeer
The Musketeer is a dashing warrior who makes brutal violence look like ―action‖ and ―adventure.‖
Inherent—Paired Weapons
Whether with pistols or blades, you’re used to fighting with two weapons at once. With two weapons
(paired light blades and paired pistols only), roll 4d and choose the highest two to hit.
Limitation—Chivalry
Do not strike a lady, allow downed foes a chance to rise or find their weapon once more, be gracious
to the weak and remind the strong of their duty—that sort of thing.
Signature Items: Extraordinary hat and poncho. Starting Coin: 3d10 gold.
Available Talents
Duelist. Arena. Saluting a foe (free action) and engaging in combat with that foe (who must be
tougher than a minion or a guard) grants a +2 to-hit bonus against that target for the duration of the
fight.
Enough! Rested. Can attack up to all others in the same arena. Each attack after the first costs 1
Awesome Point.
Net of Steel. Arena. Can attack twice if outnumbered.
Parry.* Constant. When using paired bladed light weapons, instead of rolling 4d10 to hit and
choosing the top two, you can roll 2d10 to attack normally but subtract 1d10 from a melee attack
against you this round. (Cross template, roll 1d10 to attack and 1d10 to parry.)
Powdermaster. Constant. Only misfire when rolling two ―1‖ results to hit.
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The Necromancer
The Necromancer has found that good help is dead help. Less back-talk and cowardice. More power over
the stuff of life and death itself.
Inherent—Magnificent Corruption
You can learn necromantic talents. Also, upon leveling, you can use your Attribute point to buy a
Death Talent for created undead. You can also choose to lose 1 point of Charm or Brawn per level to
gain an additional Attribute point or Death Talent as your corrupting power weakens your meaty
frame and your humanity itself.
Limitation—Blasphemous
You corrupt the natural order of life and death, introducing the energies of death into corpses or the
spirits of the dead in a profoundly offensive and invasive manner. Your power comes at the expense
of manners, good taste, decency, and in most cases, integration into society. Plus, you smell kind of
rotten, and have to use perfumes even if you bathe frequently, just to get that spicy mummified smell.
Signature Items: Perfume, dark robes. Starting Coin: 3d10 gold.
Available Talents
Commitment controls undead. You can control 5 wounds of undead per Commitment rating at a time.
Automatic for stupid or automated undead, opposed Commitment for others (who are +1 per wound.)
Raise Minion.** Constant. Focus action. Raise a skeleton or corpse as a minion to serve you. It lasts
until destroyed, but is stupid and without initiative. Up to 5 minions per Commitment can be raised
between periods of rest. Corpses must be in your arena for this talent to be used. By spending 1
Awesome Point for each after the first, multiples can be raised at once, up to 1 per your Commitment.
Raise Guard.** Arena. Focus action. Raise a skeleton or corpse as a guard to serve you. It lasts until
destroyed, and has minimal intelligence. You can assign it 1 known Death Talent per Commitment
bonus, at the cost of 2 Awesome Points each.
Raise Monster.** Rested. Animation takes 10 minutes per wound. Compile a golem of corpses (1
per health level minimum) or a bigger carcass to serve as an undead monster. It can have a number of
wounds equal to your Commitment x3. The monster can be granted up to 1 Death Talent per your
Commitment.
Life and Death.** Rested. Focus action. Drain 1 wound to replenish 1 wound. The source of wounds
is any target that is touched, and the receiver of healing is any target that is touched. You can drain
undead to heal yourself or others, or drain others to heal yourself or undead or another living target.
You can also drain 1 wound from a living sentient to erase 1 year of aging damage in yourself.
Incorporealize.** Rested. Focus action. You can create undead out of lingering powerful emotions
of someone who died, or from cremated ashes. You no longer need intact corpses. This talent
modifies the ―Raise‖ talents, it does not function on its own.
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o

Incorporeal undead can only be struck by a blow ―to the face‖ or magic, and can only be injured by
magic weapons or spells. They can move through solid objects. When they strike, they do 1 wound as
death energy is infused into a living system. They can fly 2 arenas a round if they choose.

Death Talents
These talents are learned by the necromancer, but their only use is to infuse them into the raised undead.
The necromancer can gain 1 instead of an Attribute point upon leveling, and upon leveling can lower
Brawn or Charm by 1 to gain another.
o

Compelled to Answer. Rested. The undead will answer 1 question per the raising necromancer’s
Commitment. It can only lie if it beats the necromancer’s Commitment with its Cunning roll,
generally at no bonus. It can only answer questions that the corpse’s owner knew in life. It can answer
questions for 1 day per the raising necromancer’s Commitment.

o

Disguised. Constant. Appears to be alive, if distracted and withdrawn. An Awareness test in the same
arena, or at -2 from an adjacent arena, identifies the ruse. This can only be cast on fresh corpses, less
than a day dead.

o

Life Drainer. Arena. Focus action. If it gnaws at or punctures and drains or uses some other method
to pull life out of a target, the target loses 2 wounds and the undead gains 1.

o

Mighty. Constant. Counts as +2 to Brawn, and does +1 wound in combat.

o

Paralyzer. Arena. If it touches a target with a hand or appendage, not a weapon, the target must test
Commitment or be immobilized for about a minute, unconscious and vulnerable.

o

Rest. Rested. It can lay down and pretend to be dead, activating at a signal from the controller or
when some set condition is met. If it rests more than an hour, all wounds are healed.

o

Stench. Constant. Those in melee range must pass a Commitment test at -2 or be -2 on all rolls while
in proximity, and for a minute afterwards.

o

Terrifying. Arena. Its horror is unveiled for a moment, and all living beings in the arena must test
Commitment or flee.

o

Tough. Constant. It can ignore the first wound dealt by any attack.

o

Weaponized. Constant. Choose one appropriate weapon type, and the undead is either armed with a
weapon of that type or is physically modified to function as though armed with such a weapon.
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The Ninja
The Ninja is a shadow warrior; spy, assassin, cheater. Winner.
Inherent—Graceful Moves
When moving (and not wearing any armor), add Cunning and Daring together. 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—Trust Issues
Your training has taught you that no one is truly safe. Paradoxically, the more vulnerable people are
willing to be, the more foolish they seem.
Signature Items: Ninja garb with mask, parchment with calligraphic haiku of your birth season.
Starting Coin: 3d10 silver.
Available 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.
Flashbang Exit.* Arena. During the ―Defend or Protect‖ phase of combat, cause 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.
Hail of Projectiles.* Arena. You fling a rapid-fire mass of palm-sized ranged weapons, gaining +2 to
hit or +1 wound damage, choose after rolling to hit.
Nondescript. Constant. Others are always -2 to detect you, and if you are actively stealthy they are 4. You blend in with a crowd, or in a shadow.
Ranged Impede.* Arena. You can throw caltrops in half an arena, or use a reach weapon (that has a
long rope or chain) to cover up to half an arena, to impede someone across a barrier or at a distance.
A successful impede can also act as a grapple hook and line if the character is falling but in range of
something stable.

http://fictivefantasies.wordpress.com/

25

The Noble
The Noble was born to rule, educated to refinement, and prepared to lead. Hence, quite dangerous.
Inherent—Blue Blood
You get +2 to Charm when dealing with the better sort, bringing to bear your classical education and
etiquette. You also know the basics of the intricacies of politics among the rulers of your context
(usually broader than a single nation), and can check Awareness to recall the finer points of heraldry,
bloodlines and genealogy, or gossip among the noble set. This sort of thing has been the background
chatter of your whole life.
Limitation—Standards
You grew up with certain expectations of comfort, education, and respect; when you don’t get them,
or half of them, or company that would even understand what you’re talking about… it’s hard.
Signature Items: Signet ring, diary, pomander for aromatherapy. Starting Coin: 3d10 gold x10.
Available Talents
Appraise.* Constant. You know quality. Whether it is real estate, food, furniture, art, gems, or
horseflesh, you can quickly assess its base value and determine the best market for it. Difficult cases
or subtleties, or detecting forgeries, may require an Awareness test. You can often increase the value
of an item when it is sold by 10% by going to the best market for it.
Classical Education.* Rested. You can know one important fact about a region, a person, a legend,
or some other appropriate subject that may have been covered in your extensive education. If it is
sufficiently obscure, or there is a backup question, test Awareness.
Connected.* Rested. Your family has developed networks and friendships and enemies in a
surprisingly broad context. Your signet ring and name may open doors for you. Creating a
sympathetic NPC (with a sufficiently interesting description) only costs 1 Awesome Point.
Flattery. Constant. You instinctively sense what they want to hear, and you have no trouble
suppressing your gag reflex and saying it to them. Gain +4 to Charm attempts when you want to
really turn on the flattery—but if you still fail, then they sense manipulation, and you are then –2
Charm until you get past the awkwardness somehow.
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. Test
Charm against Commitment; if successful, the intimidated target complies with a request, or is –2 to
rolls until successfully making a Commitment test as a focus action at least.
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The Nomad
The wind is the only standard of freedom left to exceed, and when your horse is at full gallop beneath
you, that’s as close as mortals get.
Inherent—Horse Lord
Your horse has a symbiosis with you. When mounted or leading the horse, you and the horse can shift
health; if you are wounded, the horse can give up one or two wounds to heal you, and you can give up
wounds to heal the horse. This takes a focus action, or costs an Awesome Point per wound.
Limitation—Close to the Horses
You are bow-legged, you smell like horses and greasy campfires, and you have little in the way of
civilization and table manners.
Signature Items: A bridle you made yourself, and a distinctive saddle. Starting Coin: 3d10 copper.
Available Talents
Horse Whisperer.* Constant. Befriend the horse as a focus action. Then, you can get the horse to do
anything you want the horse to do. If the DM wants the horse to behave differently, or face unusual
challenges, the DM can feed the bowl 1 Awesome Point for every 3 difficulty on the roll (giving you
half the Awesome Points), and the character can control the horse with either Commitment or Charm.
Horsemaster.* Constant. As a free action, move around on horseback to face any direction, hang
down on the side, mount, dismount, stand up, transfer horses, or whatever. If the DM calls for a roll
for an unusual circumstance, the DM must feed the bowl 1 Awesome Point for every 3 difficulty on
the test.
Mounted Symbiosis.* Constant. You can spend Awesome Points for your horse to succeed at
difficult tasks, as long as you are in the same arena. This can involve getting around obstacles
(jumping fences or chasms) and also increasing or reducing damage.
Stunt Rider.* Constant. Add your Brawn or Daring to the roll to stay mounted. Take 1 less wound
from falling damage when unhorsed.
Ultimate Obedience.** Constant. Any Awesome Points the DM spends to create a difficulty for a
mounted task go straight to you.
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The Prostitute
From desperate and sick guttersnipes to politically powerful and wealthy courtesans, some people make a
living by exchanging physical pleasures for coin.
Inherent Ability—Seduction
You are skilled in offering physical and psychological inducements that lead others to forget their
duties, vows, and better judgment. When persuading a target, gain +1 per level.
Limitation—Whore
Even customers tend to hold you in contempt, an objectified resource. Even if it is easy to convince
them to pay for your favors, it is always difficult to convince them to take you seriously.
Signature Items: Perfume and makeup, provocative clothing. Starting Coin: 3d10 silver.
Available Talents
Code of Transaction.* Rested. You know how to identify and approach potential clients and
negotiate the conversation to minimize awkwardness. Per Charm, you can get 5 gold for something
simple, 10 for a standard exchange, and 20 for something strange. Usually takes 1 hour.
Escape. Arena. You know how to hurt someone who is trying to hinder your movement. If they grab
you or spread themselves to block your way, automatically succeed on the counter-attack, striking a
single impeding character.
Pleading.* Rested. As a Defend action, you can beg for your life, safety, and/or escape. Your
attackers must succeed in a Commitment test vs. your Charm, or they spare you. (This can stack with
Seduction, if relevant.)
Sensitive Spots.* Arena. Striking unarmed or with a light weapon, a successful attack does +1 wound
if hitting by 5 or more. Points can be spent to boost damage as normal.
Streetwalking. Constant. You know how to advertise and handle rapid sexual transactions. Every 3
points on a Charm test are 1 gold. This generally takes 5-15 minutes per customer.
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The Questing Knight
The Questing Knight is inspired to undertake journeys and dangers to gain strange wisdom and prizes.
Inherent—Heroic
It isn’t the fame. You want to actually do the things that the minstrels sing about. Gain a +2 morale
bonus to rolls, and a +1 to hit in combat, when engaged in a scene that will make a good story told
around a campfire or worked into an epic tale or poem.
Limitation—Restless
You feel the tug of the horizon, you harbor aggressive curiosity about lost treasures and
insurmountable dangers. You are one with the magic weave of the world, you must pursue the
dangers and rewards that only the mythic can offer.
Signature Items: Icon of a patron saint, token of a faraway lover. Starting Coin: 3d10 silver.
Available Talents
Fancy Swordplay. Arena. Roll attack dice at the same time as those attacking you in melee. Trade
one of your dice for one of theirs.
Legendry.* Constant. You have absorbed every story, every fragment of lore you could get. Asked
about any legend, you know at least 1 thing, and most of the story if you succeed at an Awareness
test. Awareness tests can also possibly reveal answers to follow-up questions.
Strange Fate.* Constant. You are worked into the mystic fabric of the surreal in the world. If
anything weird and magical, heroic and deadly, legendary and insane is going on in your
surroundings you are pulled into it. The advantage is, with an Awareness test you can sense whether
something is part of that mystic fabric, or just a coincidence.
Transforming Quest.* Rested. When completing a quest set by a supernatural being and achieving a
supernatural end, you can either immediately gain a level, or gain a permanent new wound box. Also,
keep track of how many transforming quests have been completed; that is a bonus to social rolls with
creatures of legend, who would understand what the questing knight does.
True Strike.* Arena. Add your Commitment to your roll to hit, or add +1 wound to the damage.
(You can decide after rolling to hit.) In addition, this single attack affects incorporeal creatures, and
creatures that can only be injured by mystic attacks.
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The Samurai
The Samurai has a single minded determination drawing from a garden of cultivated abilities.
Inherent Ability—Honor
Honor is more valuable than life itself. To meet the demands of honor, you can sacrifice 1 wound to
gain +2 on a Commitment or Daring test to preserve your honor. You can die this way.
Limitation—Loyalty
Ronin (masterless samurai) may boast all they like, but they feel a withering shame at having failed
their masters. A samurai is only complete when in service to a daimyo, a feudal lord. Ironically, the
samurai masters self and expands capacity to respond, in service to the will of another.
Signature Items: Daisho (count as a single heavy object for a heavy weapon and a light weapon).
Travelling clothes, calligraphy set. Starting Coin: 3d10 gold.

Available Talents
Focus.** Rested. Center down as a focus action, deciding one thing to accomplish. Then, in
accomplishing that thing, add Commitment to any needed attribute tests, and count Commitment as
extra health levels that are lost as soon as the objective is reached. This must be something that can be
done in a minute or less. Expanding the duration to hours costs 3 Awesome Points.
Honor Blades.** Constant. Creating honor blades requires using a daisho (katana and wakasashi,
bastard sword and shortsword) and fulfilling a mighty quest for a daimyo that brings honor to past
and future generations (This may have been done by an ancestor, the honor blades coming into your
possession). Henceforth, honorable samurai of that family who legitimately own those blades and use
them gain 2 advantages, chosen after rolling. An advantage can either ignore a level of armor (AC 2),
inflict +1 wound, or grant +2 to Commitment tests. This talent no longer works if the family’s honor
is stained by shame.
Powerful Strike.* Arena. You can strike as a focus action. If you hit, either you double damage, or
do normal damage and also a free ―Throw‖ move representing the target being hurled back.
Wily.* Rested. Part of your straightforward honorable mandate is to use every strategy at your
disposal. Your trained wits allow you to combine your Cunning and Daring together for a Cunning or
Daring test.
Zen Archery.* Rested. The character can hit anything within range with a clear line of fire when
using a longbow, even 2 arenas away. Firing takes a focus action. The character does not need sight,
wind can be blowing, there can be any number of distractions. But the arrow will hit one target.
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The Scholar
The Scholar is interested in the ―archeology‖ and ―lore‖ side of loot—and can use them to get you to the
more shiny variety.
Inherent—Expert Linguist
Knows all local languages, probably knows dialects encountered. For difficult, dead, or unknown
spoken or written language, a few minutes and an Awareness test may be able to communicate basic
information.
Limitation—Curious
Half-mad to go into dangerous situations for academic motivations, you are more interested in
answers than in safety. This can sometimes cause problems.
Signature Items: Specimen containers, journals, reference book. Starting Coin: 3d10 gold x5.
Available Talents
Cartographer. Constant. Can accurately read and draw maps. Upon studying a map, can identify one
useful conclusion from it that others would miss.
Conversationalist.* Rested. Widely read, you can engage just about anyone in conversation on
something that interests them. Gain +2 on a Charm check.
Educated Poise.* Constant. Can relate to nobility and the educated with comfortable ease, gaining
+2 to any attribute needed in social dealings with them (usually cunning, daring, commitment, charm,
and awareness.)
Scholar of Note.* Rested. About once per session or setting, NPCs created with Awesome Points are
more connected, expert, reputable, or powerful than those normally generated.
Sketch Artist. Constant. Can draw glyphs, portraits, statues, etc.— visual representation as needed
given a few minutes to do so. Skilled enough for the accurate work to be useful.
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The Scout
Somebody must be willing to risk being outnumbered, trapped, and murdered just so everyone else knows
what’s ahead.
Inherent—Military Intelligence
As a focus action, you can automatically get a rough count of everything you see. Also, you have a
sense of the logistical consumption rate of individuals, armies, and communities, and travel time
expectations.
Limitation—Wary
It’s hard not to start feeling expendable when they keep sending you out up front all alone.
Signature Items: Compass, birdcall whistle, spyglass. Starting Coin: 3d10 silver.
Available Talents
Birdcall.* Constant. You can imitate the calls of various local and exotic birds. These calls are
generally used to communicate basic information and orders with a minimal risk of detection—those
who are proficient detect the bird calls with an Awareness test difficulty 7, others with difficulty 14,
and even then they don’t understand it.
Elusive.* Arena. If you can get out of line of sight, then you disappear. Pursuers without special
means (like scent ability or magic tracking) cannot detect you; they only get a roll if the DM feeds the
bowl and gives you half.
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.
Sprinter. Rested. You can lose 1 wound to cross 2 arenas during the Move phase.
Survivor.* Rested. As a focus action, you can heal 1 wound per Brawn, or 1 wound if you have less
than 3.

http://fictivefantasies.wordpress.com/

32

The Shaman
The Shaman can speak to the spirits of the world and of the dead; the shaman is seldom lonely.
Inherent Ability—Animist
Choose one attribute besides Brawn or Awareness. That is your style of connecting to the spirit
world. (If you can’t use the tactics of your style, you get no bonus, but do get penalties if applicable.)
Use Awareness to see spirits, as a focus action (against a difficulty set by the DM, default 7.) Then
interact with them as though they were people. Your focus on the energy of the place compels energy
to take form in a spirit shape that no one but the shaman can usually see. You and spirits can only hurt
each other if Awesome Points are exchanged.
 Charm—Diplomat. Cunning—Trickster. Daring—Hero. Commitment—Commander.
Limitation—Cracked
You do not see what other people see when you look at the same thing. The best shaman have given
themselves permission to enjoy that difference, allowing it to change them, and hamming it up until
they really are genuinely crazy. It keeps the rabble with their chorus of mundane demands away.
Signature Items: Pigments and chalk, a whistle, lucky amulet. Starting Coin: 3d10 silver.

Available Talents
Ancestors.** Rested. You can call upon one of your ancestors to aid you, or call upon an ally’s ancestor to aid
the ally (if such an ancestor is willing and present in the ally’s blood.) This aid only comes for a critical
moment, or for a day of lesser aid. The target gains +2 on an Attribute’s tests, or +1 to hit, for a day. For a
critical moment, choose between +4 to an attribute test or +2 to hit in combat or +1 wound. If the task was not
directly relevant to the spirit’s honor, then you or the ally must make an offering to the spirit before it may
consent to help again. A little-known fact is that this talent can be reversed also, cursing a person with a
shameful rogue in their bloodline, haunting them in the present… Your ancestors cannot help others, but the
ancestors of others may choose to help you. Don’t make them angry or they may reverse themselves.
Converse With the Dead.** Rested. If you are in a haunted place, or have an object with powerful meaning for
the departed, you may attempt to contact the spirit as a focus action. You mentally go to a misty in-between
place, shaped by the one you are contacting, and you may meet there for a brief conversation. You cannot hurt
one another. You may only attempt to contact the dead once per week per ghost, though the dead can contact
you up to once a day if the DM feeds the bowl or requires Awesome Points (depending on whether that’s a
good thing or not…)
Expand Style.** Constant. You can add another Attribute to your style, and get the Attribute bonus on
interacting with spirits in that way. (There are advantages to choosing whether to be a commander or a trickster
that reach beyond a bonus on a roll.) This talent may be taken more than once.
Ghost Strike.** Arena. You can strike ghosts and spirits as though they were physical. Also, you can ignore
armor and strike the person within it—they get no bonus to AC unless the armor is magic, then it is downgraded
a level. You can use this with a melee weapon or a thrown weapon.
Secrets.** Rested. Spend Awesome Points to create an NPC, or find a likely spot for a ghost or spirit that is ―in
the know‖ or willing to pry for you. The ghost or spirit may provide an answer to a question, if properly
motivated by your style.
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The Swashbuckler
The Swashbuckler uses fancy footwork and witty repartee to mask the terror and pain of combat.
Inherent—Evasive
You can either wear armor or take your Daring bonus to raise your Armor Class from base 8.
Limitation—HeaRtbreaker
Commitments are boring. You need new romance, new adventure, new challenge! You love to get
into positions of power and the hearts of lovers, but you don’t care to stay there.
Signature Items: Rum. Starting Coin: 3d10 silver.
Available Talents
Blather. Rested. As a focus action, immobilize a single foe with a stream of half-sensible
commentary, questions, and demands. The foe must test Commitment against your Cunning to be free
of the effect—until free, the target can do nothing but stand there.
Cheater. Arena. On a successful Cunning vs. Commitment test, switch a foe’s bonus to a penalty
until the foe takes a focused action to repair the cheat or switches tactics to get around it.
Cutting Wit. Arena. You issue a stream of insults against one or more foes in the same arena (or an
adjacent arena if they are using ranged weapons). Foes targeting the character must roll an extra die,
and drop the highest.
Ha HA! Arena. In a burst of enthusiasm, add Daring to a melee attack roll.
Surefooted.* Constant. Gains +4 to ability checks or saves to manage treacherous footing, like
heaving wet ship decks or patchy rope bridges or the rooftops of market stalls.
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The Thief
Nimble and full of trickery, the thief is someone who can slip into difficult places and uncover secrets that
no one is supposed to know.
Inherent—Opportunity Knocks
Every now and then fortune smiles on you and pulls your fat out of the fire. Once per game session
you get an automatic success on any Cunning or Daring test, or on a single attack roll. You can
choose after a roll.
Limitation—Greedy
Your covetousness and dislike of sharing are constantly at odds with the obvious convenience of
having friends and traveling companions.
Signature Items: A couple empty sacks, hooded lantern, grapple hook. Starting Coin: 3d10 silver.
Available Talents
Backstab. Arena. Attack an opponent who is attacking somebody else this round. Get +2 to hit
them and do an extra 2 wounds.
Busy Hands.* Constant. As a focus action, a successful Cunning check against a same-arena
opponent’s Awareness allows you to remove and acquire any visible object that they are not
actively holding, no matter what the situation is. During combat this is usually noticed, regardless
of success.
Distraction.* Rested. Make a Daring check at +2 as a focus action, instead of the usual Brawn
check you would use to throw an opponent. If successful, you force an opponent to move to
another arena they have access to. You do not need to be in the arena where the target begins or
ends, as long as you are in an adjacent arena. You do need to describe how you did it.
Endless Daggers. Constant. You like to always have a cache of sharp things hidden around your
person, which you can use above and beyond your main weapon as a secondary ranged or light
weapon. Any attempt to disarm you will always result in you having at least one small blade
somewhere that was missed. These daggers do not count towards your total number of weapon
types.
Quick Reaction.* Constant. When you are surprised by something or someone, including traps,
add +2 on the next die roll you make as long as it happens directly afterwards.
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The Tumbler
The Tumbler is a supple and charming gypsy entertainer; a juggler, acrobat, joke teller, and adventurer.
Inherent—Showmanship
Juggling, singing, and tumbling are good, but showmanship is what gets the laughs—and the
coins. Get a +2 on Charm tests while performing, and gain 1d12 silver + natural Charm modifier
(adjusted by DM for wealth of setting) per hour of busking. Those nearby the entertaining
tumbler are –2 on Awareness tests to look at their surroundings.
Limitation—Crusty Juggler
Oh, everyone laughs, some toss coins. But no one trusts you to behave yourself around money,
important people, or clean furniture.
Signature Items: Colorful outfit, extra hat for tips, tambourine. Starting Coin: 3d10 copper.
Available Talents
Balanced.* Constant. Honed sense of spatial relationships grants +2 bonus to all movement related
tests, including Impede, Push, and Throw.
Dodge.* Arena. When hit with a melee attack, test Daring against a difficulty of half the success to
hit you. If successful, you dodge the attack.
Flexible Truth.* Constant. Years on the margins of society have gifted you with a talent for
reframing a story (or generating one from scratch) in a very convincing way. Gain +2 to Charm tests
when lying or offering misleading truths. Gain an additional +1 per absolutely true fact included in
the story. This talent is countered by the target’s Awareness.
Hey Rube!* Rested. It only costs 1 Awesome Point to create a sympathetic busker (street entertainer)
or gypsy NPC in a city environment or on a well-traveled route.
Juggling.* Constant. Can juggle objects equal to ½ Daring without needing to roll. Also, +1 to hit
when throwing ranged weapons within the same arena.
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The Wizard
The Wizard has studied the inner workings of the magical forces that permeate the world, and has some
control over them.
Inherent—Veil Touch
You see the mystical forces at work, where other users of magic have left their mark, or their spells
are in effect or were within the last day or two. Not only that, you can leave your magical mark on
any wall or object, visible only to people whom you feel would need to see it.
Limitation—Power Hungry
You wouldn’t have the knowledge you have if you weren’t ruthlessly passionate about being able to
control stuff. Someday time and space will change at your whim, and who knows how that will affect
you.
Signature Items: 5 doses of flashpowder, a scroll case. Starting Coin: 3d10 gold x5.
Available Talents
1. Arcane Protection.** Rested. Focus action. Gain +2 to AC for an hour. This protection can be
sacrificed to reduce incoming damage by 1 wound. This stacks with armor. This spell only works on
the caster. When this spell is active, you do not get 2 Awesome Points for fighting without armor.
Counter-Spell.** Rested. Cast during the defend/protect phase, this spell allows you to intercept any
magic cast in your arena or an adjacent arena. Both the one you intercept and you roll 1d12 and add
your level to the roll. On a tie, they cancel each other out. If you get a higher success, the spell is
cancelled and the other spellcaster takes 1 wound. If you lose, the spell works and you take 1 wound.
Menace.** Rested. Focus action. Gain a flat +6 bonus to an Intimidate test; when overcoming being
intimidated, this spell guarantees success in overcoming fear and also projects intimidation.
Mystic Attack.** Arena. During the Shoot phase, attack any target you can see in your arena or an
adjacent arena. Attack with 1d10+Level2 to hit, inflicting 1 wound.
Rejuvenate.** Rested. Focus action. Count all spell talents as being rested except this one. This does
not rest or nourish the caster’s body, only the caster’s mystic reserves.

2

This can be improved to be +1 to hit.
http://fictivefantasies.wordpress.com/

37

The Zealot
The Zealot knows the end is near, and is desperate to atone, rebuke, and admonish before it’s too late.
Inherent—Desperate Madness
Zealots always count as rolling a 12 (modified by their bonus or penalty) on Commitment.
Limitation—Desperate Madness
Money, fame, success, failure, pain, pleasure—these things are meaningless. Any moment the last
walls could crumble, the world will be judged by its gods, and oh… you will be found wanting. All of
you, and me among the worst. It’s not too late to repent and sacrifice. But it could be—any moment—
Signature Items: Book of prayers, switch of thorns. Starting Coin: None.
Available Talents
Berserk.* Rested. Add Daring to AC and Commitment to rolls to hit, and take 1 wound each round
from overexertion. Stacks with ―Desperate Fury‖ talent.
Canticle of Apocalypse.* Arena. Can combine a focus action with any other action; the focus action
is preaching, singing, ranting, or reciting scripture. If successful, those in the same arena test their
Commitment against your Commitment; those who fail must retreat or lose a round.
Desperate Fury.* Constant. Can take a penalty to armor class of up to -4, and get that as a bonus to
hit instead. Must be activated for free in the first phase of the round.
Sacrifice.* Arena. Down an unbeliever foe, and heal one wound (up to maximum).
Shriek.* Rested. Lose 1 wound and tear out a horrific scream of rage, fear, and madness. All foes in
the arena or adjacent arenas must test Commitment or be –2 to hit for the rest of the fight.
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Templates for
Other Races
Part of what makes fantasy gaming enjoyable is playing or encountering aliens who are somewhere on the
spectrum of wholly other or a stereotype of a human extreme. The following races are pulled from a
variety of sources, and intended to add a flavor to your setting. These are only available if the DM agrees
they are appropriate for the campaign.
Here are the Attribute caps for various races. None of them fall below 5, so you can generate Attributes
normally—the question is, how high you can raise them as you level. This information is repeated on the
templates for the races as well.
Race
Human
Cosmic Channeler
Dwarf/Ghim
Elf/Fey Warrior
Goblin
Hobbin
Kiskov
Orc
Primordial Ape
Shokoro
Sylari

Awareness
8
10
8
10
10
10
8
5
10
10
10

Brawn
8
10
8
5
5
5
12
10
12
10
5

Charm
8
10
5
8
5
8
5
5
5
5
8

Commitment
8
10
10
8
5
8
10
8
5
5
5

Cunning
8
10
5
10
10
10
5
10
8
10
8

Daring
8
10
8
8
8
8
8
8
8
8
5

Templates for Other Races (Randomize with 1d12 if desired) Bold templates are from the original game.
1.
2.
3.
4.
5.
6.

Cosmic Channeler .......................39
Dwarf ..........................................40
Elf 41
Fey Warrior .................................42
Ghim............................................43
Goblin .........................................44

7.
8.
9.
10.
11.
12.

Hobbin .........................................45
Kiskov .........................................46
Orc 47
Primordial Ape ............................48
Shokoro .......................................49
Sylari ...........................................50
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The Cosmic Channeler
The Cosmic Channeler is a conduit for the awesome power of the universe itself.
Attribute Maximums
Awareness
10

Brawn
10

Charm
10

Commitment
10

Cunning
10

Daring
10

Inherent—Cosmic Power
You can borrow up to 1 Awesome Point from the DM per your level at any given time, paying them
back as you get them.
Limitation—Alien
You can do some freaky things, and once people see your power, they tend to fear you.
Awesome Points spent on cosmic Talents do not contribute towards leveling up.
Signature Items: Meditation beads. Starting Coin: 3d10 copper.
Available Talents
Charge Up.** Rested. As a focus action, gain 1d53 Awesome Points from the DM, drawing energy
in. As long as you have at least 1 AP, you can glow as bright as a torch at will.
Cosmic Strength.** Constant. Spend 1 Awesome Point to increase Brawn by a +4 for 1 roll. Ignores
1 point of encumbrance for about an hour per point spent (multiple points stack for weight, but not
duration).
Energy Bolts.** Constant. Spend 1 Awesome Point to fire energy as a ranged weapon, doing 2
wounds upon a successful hit.
Flight.** Constant. Spend 1 Awesome Point to fly for the duration of a fight, about 10 minutes of
high speed, or an hour at cruising speed. Double normal speed. Carry 1 human-size/weight passenger
per extra Awesome Point spent, up to Encumbrance load.
Shrug it Off.** Constant. Spend 1 Awesome Point to deflect 1 incoming wound, up to all wounds.

3

1d5+1 improved.
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The Dwarf
The Dwarf is a bearded ball of boastful fury hailing from underground realms. They are natural craftsmen
and warriors, and tend to be fiercely loyal.
Attribute Maximums
Awareness
8

Brawn
8

Charm
5

Commitment
10

Cunning
5

Daring
8

Inherent—Fierce & Proud
You’re a dwarf, so you cannot be pushed out of your arena (alas, you can still be thrown.) Your
starting Commitment bonus is increased by one.
Limitation—Proud & Fierce
You have a hard time forgiving any slight you think is made against you.
Signature Items: Pickaxe, whetstone. Starting Coin: 3d10 gold x10.
Available Talents
Battle Oath.* Rested. As a focus action, make a solemn vow about a specific outcome in the current
fight, and get +1 bonus to all attack rolls while the vow’s conditions are in effect. Once the vow is
broken somehow, all combat rolls suffer a -1 until the combat ends.
Braids of the Clan.* Constant. Any regular dwarf you meet, no matter where you are, you happen to
know them or know someone that does. You easily have something to talk about. These dwarves are
usually eager to provide you with help or information.
Impressive Partying.* Constant. When it comes to celebrating and carousing, no one else holds up.
You automatically beat anyone who does not have this talent at any sort of drinking or cursing
contest. Matches against others with this talent use a contested Commitment or Daring roll.
Shield Bash. Arena. If you are wielding either a shield or a hammer, you can attempt a special attack
that also stuns an opponent, preventing them from using the attack action this round or the next.
Under the Mountain.** Constant. You can never get lost underground, and you’re always able to
sniff which direction heads up to the surface most directly. Any Awareness test you make that relates
to searching stonework or assessing its quality is +4.
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The Elf
A creature of the mysterious woods, the Elf has a natural grace that comes from being one of the firstcreated. Elves blend martial skills with a natural affinity for certain magic.
Attribute Maximums
Awareness
10

Brawn
5

Charm
8

Commitment
8

Cunning
10

Daring
8

Inherent—Pointed Awareness
You have a sense of the world around you that seems almost unnatural. You get to increase your
starting Awareness by one, and any initiative roll you make is improved by two.
Limitation—Restless
You are driven in a way other elves are not, you’ve left your people to go adventuring. You know this
sets you apart from your kind. Other elves think of you as strange.
Signature Items: Camouflaging cloak (+1 Cunning to hide). Starting Coin: 3d10 silver.
Available Talents
Animal Friend.** Constant. You can speak with any natural animal of the forest (and possibly those
from outside the forest) though they may not want to be friends with you. If you do manage to make
friends with an animal, it will travel with you and help you out for at least a day, maybe more.
Perfect Accuracy.** Arena. Delayed attacks with a ranged weapon get +2 to hit if not interrupted by
the Attack turn. Outside combat, as long as you aim for at least a minute at something you can see,
you will always hit it. You can initiate combat this way.
Fey Spirit.* Rested. As a focus action, you can summon a floating light source that follows your
commands. It can shine as brightly as a torch or as dimly as a candle. You can bind the spirit to a
single item to light up the same way, specifying what conditions make it glow (orcs being near is a
common one.) It will not leave your arena unless you pass a Charm test difficulty 64, then it will go
no further than an adjacent arena.
Forest Step.** Constant. You get +2 to any roll to travel from one arena to another. You are
untrackable and never get lost in the woods.
Nimble Attack. Arena. As a focus action, attack a foe in an unexpected way, describing something
cool involving the environment of the arena. Do +1 wound and a cool effect if you successfully hit,
such as knocking the foe down, embarrassing the foe, carving your initials, etc.

4

If improved, difficulty 4.
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The Fey Warrior
The Fey Warrior has left the sylvan haunts of enchanted woods to quest among the Younger Races.
Attribute Maximums
Awareness
10

Brawn
5

Charm
8

Commitment
8

Cunning
10

Daring
8

Inherent—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—Mundane Culture
Greed, grudges, politics, power lust, and systemic injustice are hard for you to understand. Therefore,
almost nothing about civilization makes sense to you.
Signature Items: Forest garb, fishing line and hook. Starting Coin: 3d10 silver.
Available Talents
Acrobatics. Arena. Cut falling damage in half, rounding down. Also, as a focus action, maneuver to
attack a foe ignoring the foe’s reach weapon AC, shield, and 1 level of armor.
Block Missiles. Constant. You can huddle behind a large shield as a defend action and deflect 1
Wound from all incoming ranged attacks from a 90 degree arc.
Fey Allies.* Rested. You have made friends among the fey in your travels. 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. Then it flies away, and sends another to find you in the next day or so.
Fey Arrows.** Arena. Spend 1 Awesome Point on an arrow, and it will count as magic and do one of
the following: be +1 to hit, hit incorporeal creatures, or do 2 wounds to whatever it hits.
Fey Pockets.** Constant. You can carry 1 heavy object without counting it towards encumbrance;
sometimes things you carry forget to take up space or be so very heavy.
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The Ghim
Four to five foot tall, strong, practical builders. They see themselves as representing order, skill, and
muscle.
Attribute Maximums
Awareness
8

Brawn
8

Charm
5

Commitment
10

Cunning
5

Daring
8

Inherent—Focused
You don’t do anything halfway. Any time non-Ghim magic is used on you, it is ineffective if you roll
above a 6 on a d12—whether you want the magic to work or not. If the magic normally has another
save, you get that save normally. You get +1 Brawn. You can see quite well in dimness, ignoring up
to -4 to Awareness from dimness.
Limitation—Narrow
If it isn’t Ghim, it’s shoddy. Other races don’t think as clearly, they have lazy aesthetics, their ethics
and morality and culture and religion… well, it just isn’t as good as reliable old Ghim wisdom.
Signature Items: Hammer (any weapon category). Starting Coin: 3d10 gold x5.
Available Talents
Craftwise.* Constant. You can use Brawn, Cunning, or Awareness on building and repair checks.
Add +2 to any check to build or repair a structure or object.
Darksight.** Constant. You have meditated and trained to the point where you have sharpened the
low-light vision of the Ghim into a quasi-mystical ability to see in complete darkness, to a range of 9
meters.
Hammer Mastery.* Constant. You have learned the depths of interactivity with kinetic energy
transfer, planes and angles, and the creative application of force. You are +1 to any test using a
hammer. In combat, you can choose: +1 to hit or +1 wound.
Hearty.** Constant. Your strength has a depth of muscle tone and bulk that allows you to take more
punishment than weedier types. You get +2 wounds, and you are +2 to Brawn to ignore damage from
hand-to-hand attacks.
Strength of Will.** Rested. Trained in the teachings of Ghim philosophers, you are able to focus all
your strength when challenged. You can add your Commitment and Brawn together when testing
either Commitment or Brawn. (This includes the inherent ability +1 Brawn bonus.)

http://fictivefantasies.wordpress.com/

44

The Goblin
Smaller of stature than all the other classes, the Goblin is a curious and sometimes dangerous creature that
has been touched by malevolence. Some Goblins are evil, others merely mischievous.
Attribute Maximums
Awareness
10

Brawn
5

Charm
5

Commitment
5

Cunning
10

Daring
8

Inherent—Dungeon-wise
You are able to see quite well in the dark. You are only about two and a half to three feet tall, so it is
very easy to get into places that your fellow adventurers cannot. You can speak to and understand
most monsters. Your starting Cunning is increased by one.
Limitation—Hated
Trying to fit in a civilized environment can be difficult. Not that there aren’t goblins that manage to
fit into regular human or demi-human society, but it doesn’t change the constant distrust people seem
to have of you.
Signature Item: A stick with dead, dry rats tied to it. Starting Coin: 3d10 copper.
Available Talents
Cast Iron Stomach.** Constant. You can eat pretty much anything. You can retrieve it later if
you’re willing to get your hands dirty. You always have a Light weapon, even if you’ve been
disarmed, thanks to those sharp teeth of yours.
Heart of Gold.* Rested. You can become adorable. Looking at your big innocent smile, no stranger
can believe you’ve done something bad. Those with some experience with you may know better.
Against a hard target or someone who should know better, Cunning at +4 against the target’s
Awareness.
Shadowkin.* Constant. As long as there is a dark place nearby, you can disappear into it as a focus
action. Anybody attempting to attack you must succeed at an Awareness check vs. your Cunning first.
Once successfully in the shadows, you receive a +2 on your next attack, after which you are once
again clearly visible.
Slippery.* Arena. The first attack on you during a round you’ve spent Moving automatically misses,
but you cannot choose the move action on the following round.
Underfoot.* Rested. You can give up an existing action to automatically succeed at Impeding
someone, and doing so trips them up enough so that their next roll is made at a -1.
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The Hobbin
These unshod little people are 3-4 foot tall. They feel an intense connection with the natural world and its
materials.
Attribute Maximums
Awareness
10

Brawn
5

Charm
8

Commitment
8

Cunning
10

Daring
8

Inherent—Socially Gifted
You grew up immersed in music, song, laughter, and the good things in life. You are +2 to Charm.
Also, you gain a musical instrument in addition to an extra language with each starting bonus point of
Awareness.
Limitation—Short
You grew up around lots of laughter from big people; when you had to climb something to get at
things on shelves, or when people tripped over you, or you were trying to carry large objects. Ha ha.
Being small and cute (and often round) has its down side.
Signature Items: Small bagpipe, pipeweed and pipe, pumice stone, pouch of spices, wheel of cheese,
loaf of bread, apple. Starting Coin: 3d10 silver.
Available Talents
Defuse.* Rested. Hobbin are peaceful people, generally. When violence threatens, if you can gain a
hearing, you can make a Charm test at +2 to calm tempers and make diplomacy or negotiation
possible.
Evasive.* Constant. You make the most of your small size, adding +2 to your Armor Class for
reflexive minimizing of your profile and twitchy dodging.
Hearthmaster.* Constant. You have an uncanny relationship with fire. You can always get a fire
started as a focus action if you have flint, steel, and tinder (unless the DM feeds the bowl, then you
may get a Cunning test.) You can also automatically put out a fire campfire size or smaller as a focus
action (unless the DM feeds the bowl, then you may get a Daring test.)
Hospitable.* Rested. You can make a group feel at ease. With a pack of crackers and a waterskin,
you can use your friendly wit, creative eye, and humor to create a small restful haven even in
dangerous environs like caves or cells. You can help up to 1 person per your Charm count as Rested
in 1 hour, as long as there is something (however minor or unpleasant) to eat, and a place to stretch
out.
Uppercut.* Arena. Your combat training focused on fighting things bigger than yourself. As long as
you can attack upward, you can use a fancy move to gain +2 to hit or +1 wound against something
bigger than yourself—decide which after rolling to hit. This stacks with spending Awesome Points
for more damage. Used unarmed, this talent can deny the target the ability to shrug off the damage
with a Brawn test, instead of +1 wound.
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The Kiskov
Imposing bison-minotaurs, these honorable warriors use their strength to sail the seas and mine the
depths.
Attribute Maximums
Awareness
8

Brawn
12

Charm
5

Commitment
10

Cunning
5

Daring
8

Inherent—Mighty
Half again human height and five times as heavy, these big warriors compensate for being easier to
hit by having hide as tough as light armor. (No change to AC). Their bare-handed attacks count as
light weapons. They can carry 2 additional heavy objects because of their size. Weapons sized for
them do +1 wound.
Limitation—Bound by Honor
Kiskov will stand by their word, once given, counting honor as more valuable than life. Outside their
own culture, they struggle to understand cultures where words are not solid, and honor is flexible.
Signature Items: Compass, log book. Starting Coin: 3d10 silver.
Available Talents
Conviction.* Constant. Double Commitment on any test where the result of failure compromises the
ability to honor the terms of a vow.
Family Honor.* Rested. State full name, including family lineage (this takes a focus action).
Automatically pass a Commitment test. This talent is ineffective if your family is dishonored.
Muscle Depth.** Constant. Gain +2 wounds. Test Brawn difficulty 7 to ignore 1 wound from any
attack (excellent when used with a shield.)
Salty Blood.** Constant. You get +2 to Daring or Cunning tests to keep your footing or climb. With
an Awareness test difficulty 7, you can predict the next 6 hours of weather, on a saltwater coast or at
sea.
Trample.** Arena. You can move over (and do 1 wound to) up to 1 minion on your way through an
arena, or between arenas, per Brawn. Or, you can do +1 wound to a guard, character, or monster that
is half your height automatically if you score a hit in combat.
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The Orc
Attribute Maximums
Awareness
5

Brawn
10

Charm
5

Commitment
8

Cunning
10

Daring
8

The Orc finds a natural fit with a group willing to kick down doors, kill everyone, and grab everything.
Inherent—Brutal
You get +1 Brawn. Once per arena, you can add 1 wound of damage without spending an Awesome
Point (this can stack with spending an awesome point).
Limitation—Rude
You are ugly, you don’t smell very good, and you come without the necessary patience to care about
other people’s stupid feelings and ideas.
Signature Items: Sack of half-chewed dead things. Necklace with rune on stone medallion.
Starting Coin: 3d10 silver.
Available Talents
Animalistic Senses.** Constant. Gain +2 to Awareness tests involving seeing, hearing, and smelling.
Gain an additional +2 to see in dim light. Choose an animal totem to venerate.
Carnivore.** Rested. Once per day, you can eat at least two fist-fulls of fresh raw meat and get 1
wound back, no matter how badly you are hurt.
Rage.* Rested. As a free action at the beginning of the round, channel the ancestral fury and fly into a
rage. You become immune to mind control through charm or magic for about a minute (12 rounds).
You do +1 wound on all attacks, and are +2 to hit. You ignore the first wound inflicted by any attack.
When the rage is over, you lose 2 wounds to exhaustion and strain.
Tireless.* Rested. Once between periods of sleep you can dig into your body’s reserves of vitality
and count as though you just ate a meal and slept 6 hours after a few minutes of dozing.
Thug Culture. Constant. Substitute Brawn for Charm tests to command underlings or to support a
stronger leader. Bullying feels natural and comfortable, both giving and receiving it. Those who
understand the strongest should rule will be attracted to you.
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The Primordial Ape
The Primordial Ape has human intellect (at least) and a profoundly powerful weaponized body.
Attribute Maximums
Awareness
10

Brawn
12

Charm
5

Commitment
5

Cunning
8

Daring
8

Inherent—Massive
About human height and x3 a human’s weight, the ape is thick and deeply strong. Bare handed, attack
as a heavy weapon with crushing grip, sledgehammer fists, and a mighty bite. Test Daring to ignore 1
wound from each attack, difficulty 12.
Limitation—Big Dumb Animal
You cannot speak, and you do not look intelligent.
Signature Item: Gnawed bone. (Light, reach, heavy, or very heavy.) Starting Coin: 0
Available Talents
Agility.* Constant. You are +2 to push or throw, and to resist being pushed or thrown, as well as to
cross barriers and climb up and down between arenas, and to dodge area of effect attacks.
Display.* Arena. You rise up, bare fangs, pound chest, and show off. Minions automatically flee your
arena. All those wishing to attack you must test Daring difficulty 7 to do so, and are -2 to attack this
round.
Growling Speech.** Constant. Knows rudimentary sign language that was a gateway to learning to
speak, in a low accented voice.
Smack.* Arena. After hitting and doing damage, spend 1 Awesome point to stun the target. The
target cannot act this round (if the target has not yet gone) or next round (if the target acted this
round). Or, grants +4 to a throw of a target into another arena.
Tough.* Constant. Costs 1 Awesome Point to ignore 1 level of damage. Stacks with ―Massive.‖

http://fictivefantasies.wordpress.com/

49

The Shokoro
Scales and tails, claws and jaws, remnants of a more sluggish and glorious era of history now long gone.
Attribute Maximums
Awareness
10

Brawn
10

Charm
5

Commitment
5

Cunning
10

Daring
8

Inherent—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—Cold Blooded
You don’t like it dry or cold or high altitude.
Signature Items: A skull of something you killed, and often some teeth also, worked into your
weapons or outfit. Starting Coin: 3d10 copper.
Available Talents
Blended Mosaic.**Constant. Focus action. You spent a molting meticulously treating your scales
with strange swamp chemicals, and practicing strange rites to the ancient reptilian gods. The process
has matured, and now you can blend in to the background if you hold still or move slowly. Double
your Cunning bonus when moving stealthily.
Claws and Jaws.** Constant. Fighting unarmed, you have honed your ability to use claws and jaws
so you count as fighting with a light weapon.
Tail Lash.** Arena. You trained to use your tail to surprise your foe in a fight. If you hit by 5 or
more, you can either get a free ―Push‖ action to whack them out of the arena, get a free ―Impede‖
effort to whip their legs out from under them, or do +1 wound.
Scale Mail.** Constant. You have painfully skipped a molting, deliberately toughening your hide
and scales. They serve as light armor, AC 10, and are less pretty and iridescent now. You cannot get
Awesome Points for fighting without armor.
Taste Scent.** Constant. Focus action. You have honed your already heightened ability to scent your
surroundings. When you use this talent, you get +2 Awareness for the round. You can also follow a
trail by scent, testing Awareness each time an obstacle arises in the trail that affects smell.
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The Sylari
These sylvan creatures are earth tones and greens, connected to each other through their link to the Great
Tree. The state of their emotions are manifested as the seasons in their appearance.
Attribute Maximums
Awareness
10

Brawn
5

Charm
8

Commitment
5

Cunning
8

Daring
5

Inherent—Collective Mind
Once per day, you can go into a trance as a focus action, to access the Great Tree and the minds of all
other sylari. Doing this, you can communicate facts into the collective mind, and also gain 1 answer
known to any sylari per Commitment.
Limitation—Emotional Novice
Sylari emerge from their cocoons as the equivalent of young adults—but they have no childhood, no
difficult adolescence, no teaching of the elders. Their experience with emotion is new, so they seem
naive, cruel, or flighty to those with more context.
Signature Items: Garb of leaves and vine, earthen jar of clear water. Starting coin: none.
Available Talents
Barkskin.** Rested. As a focus action, you can toughen your skin so it counts as light armor. This
lasts until you shrug it off or sleep. It costs 1 wound.
Blending Nature.** Constant. You gain +4 to Cunning tests to move through or hide in wooded or
green/earthy environments. You leave no trail unless you wish to leave a trail.
Drink Wholeness.** Rested. You can touch roots, and drain the plants attached to them (as well as
the soil) of life, vitality, and nutrients. This may kill the greenery. You can drain 1 wound (or 1 day’s
nourishment) from a patch of grass, 2 from a bush or sapling, 3 from a small tree or patch of brush,
and 4 from a tree. Special areas may have more life available.
Heal Plant.** Rested. As a focus action, you can give your wounds to a plant to heal it. This will heal
magic ailments, axe wounds, fire damage, vermin infestation, or whatever is wrong with the plant.
Shape Wood.** Rested. Focus action. You can shape wood as a focus action, forming it into
weapons, tools, shelter, etc. You can affect about one cubic meter of wood per use. When using
weapons or armor you formed yourself, the weapons are +1 to hit and the armor is -1 encumbrance.

http://fictivefantasies.wordpress.com/

51

Occupational Talents
Civilization has division of labor. People have different jobs, and all contribute towards the well-being of
the community. Most people the characters encounter will have 1 wound and 1 talent and not be
interested in adventuring; this list helps flesh out some of those occupational talents.
Characters can get an occupational talent with the DM’s permission, not getting an Attribute point (or
equivalent) when they level. Or, they can start with an occupational talent instead of one from the
template and give up the Attribute point (or equivalent) upon reaching second level.
These templates allow a character to automatically do easy tasks related to the profession, do an Attribute
test at +2 for basic tasks, and an Attribute task for difficult tasks.
Animal Trainer. Learn animal behavior, offer rewards and discouragements, teach commands.
Apothecary. Identify chemicals, brew potions, make poison, blend healing salve, make blackpowder.
Armorer. Repair and craft weapons and armor, both for all shapes of people, and for mounts.
Beggar. Survives on coins offered by others. Judge when to push and when to shrink back.
Blacksmith. Shoes horses, makes and fixes tools and cookpots, handles metal and fire.
Brewer. Takes basic ingredients and makes intoxicating beverages.
Butler. Runs a noble household, maintains the wine cellar, manages the servants.
Carpenter. Uses wood to make furniture, barrels, wagons, buildings, ships. Skilled at repair.
Castellan. Manages a castle; its rations, fortifications, military posture, army, and so on.
Cleric. Offers rites and education from the perspective of a church, cares for those who need it.
Cook. Takes basic ingredients on a broad spectrum and makes them into sustaining food.
Criminal. Instinctively senses forces of law, shifty judge of character, knows fences and locks.
Doctor. Skilled in bandaging injuries, diagnosing ailments, handling healing chemicals, and surgery.
Entertainer. Singer, dancer, storyteller, general all-around source of amusement and good feelings.
Farmer. Knows about seeds, crops, plant cycles, fertilization, animal care, and hard, thankless work.
Fisher. Can handle small boats, mend and use nets and traps, and bait fish. Can turn fish into food.
Guard. Used to standing for hours, patrolling, intimidating, keeping the peace, holding a poker face.
Gunsmith. Skilled in building, repairing, maintaining, improving, and dealing with firearms.
Jailer. Brutish, intimidating, dangerous, bullying, repairing locks, evaluating health, interrogation.
Laborer. Long experience carrying heavy things and doing heavy work of various kinds.
Mason. Skilled with tools, technique, and blueprints for building with stone, evaluating stonework.
Merchant. Familiar with appraisal, bartering, managing servants and guards, charming customers.
Navigator. Knows constellations and how to steer by the stars, as well as cartography.
Sailor. Familiar with ship-board tasks all over a sailing ship, rowing, working sails, drinking, cursing.
Scribe. Can read and write, often in several languages, and interpret law, manage correspondence.
Servant. Patient and used to demanding masters, carrying out orders and maintaining tasks.
Shepherd. Care for and diagnose ailments for herd animals, weather elements, shear wool, castration.
Soldier. Endures hardships, is prepared to kill, march long miles, understands orders, sleeps outside.
Tanner. Turns dead animals into leather, and leather into clothes, armor, decorations, and so on.
Weaver. Knows how to spin thread or yarn and make various cloths and clothing or hangings.
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Open Talents
These talents can be figured out or gained through experience, or there are many teachers who can help
learn them. DMs are encouraged to be really flexible in coming up with reasons characters could get these
talents, if they have been doing the right sorts of activities or have a little down time to train. With DM
permission, a character may spontaneously learn it, spending 3 Awesome Points for no leveling benefit.
Underlining indicates elements of the talent that can be upgraded if the talent is improved.
Name
Acrobatics

Source
Fey Warrior

Type
Arena

Armor of Scars

Fighter

Constant

Armor Skill

Knight

Constant

Backstab

Thief

Arena

Blather

Swashbuckler

Rested

Block Missiles

Fey Warrior

Constant

Butchery

Hunter

Constant

Carousing

Gambler

Rested

Charger

Fighter

Arena

Cheater

Swashbuckler

Arena

Description
Cut falling damage in half, rounding down. Also, as a
focus action, maneuver to attack a foe ignoring the foe’s
reach weapon AC, shield, and 1 level of armor.
You get +2 wounds. Plus you’ve usually got some old
war stories and a don’t-mess-with-me countenance that
gives you a +2 on any Charm check when trying to talk
someone out of violence.
Armor grants +1 Armor Class more than it normally
would, and counts as 1 load lighter (minimum 0 loads.)
Attack an opponent who is attacking somebody else this
round. Get +2 to hit them and do an extra 2 wounds.
As a focus action, immobilize a single foe with a stream
of half-sensible commentary, questions, and demands.
The foe must test Commitment against your Cunning to
be free of the effect—until free, the target can do
nothing but stand there.
You can huddle behind a large shield as a defend action
and deflect 1 Wound from all incoming ranged attacks
from a 90 degree arc.
Small animals can make 2 servings of meat and 3 silver
of hide. Medium animals (half human size) can make 6
servings of meat and 1 gold of hide. Big animals
(human size) can make 20 servings of meat and 5 gold
of hide. Huge animals can make 60 servings of meat and
15 gold of hide. It takes about 5 minutes to extract a
serving of meat from a corpse, and 5 minutes per silver
piece to prepare the hide. Special elements like ivory,
venom, and delicacies can be identified and removed.
Adjust these guidelines as needed.
You know how to celebrate in a way that includes
everyone nearby. Rousing songs, making all jokes funny
whether they are or not, and showing people a genuinely
good time. Easy come, easy go. This celebration is often
used as a distraction, or to get into the good graces of
those you need to impress, or to get the attention of
certain local elements. Sometimes just for fun.
You can act twice in a row to move and attack with a +2
bonus to the attack.
On a successful Cunning vs. Commitment test, switch a
foe’s bonus to a penalty until the foe takes a focused
action to repair the cheat or switches tactics to get
around it.
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Name
Cheating Skill

Source
Gambler

Type
Constant

Cone of Death

Firearms

Arena

Cutting Wit

Swashbuckler

Arena

Endless Daggers

Thief

Constant

Exploit Weakness

Fighter

Rested

Cartographer

Scholar

Constant

Deadly Weapons

Assassin

Constant

Duelist

Musketeer

Arena

Enough!

Musketeer

Rested

Escape

Prostitute

Arena

Fancy Swordplay

Questing Knight

Arena

Feint

Gladiator

Arena

Flattery

Noble

Constant

Ha HA!

Swashbuckler

Arena

5

Description
You know the sleight of hand, the grip on dice, the
count of the cards. If you want to cheat, you can add
your Cunning to a roll (or double your Cunning bonus if
it is already part of the game). Others detect the cheat on
an Awareness difficulty 10 test.
You can load two shots into a blunderbuss so it inflicts 2
wounds on targets in its path.
You issue a stream of insults against one or more foes in
the same arena (or an adjacent arena if they are using
ranged weapons). Foes targeting the character must roll
an extra die, and drop the highest.
You like to always have a cache of sharp things hidden
around your person, which you can use above and
beyond your main weapon as a secondary ranged or
light weapon. Any attempt to disarm you will always
result in you having at least one small blade somewhere
that was missed. These daggers do not count towards
your total number of weapon types.
As a focus action, you can carefully observe that a foe
has a weakness. If you can take advantage of it,
subsequent attacks you make against it get a +2 bonus to
hit and do +1 wound.
Can accurately read and draw maps. Upon studying a
map, can identify one useful conclusion from it that
others would miss.
Can put venom or poison on one or more weapons. This
takes a full minute, or a focus action with a Cunning5
test difficulty 6; failing the test, you poison yourself.
Saluting a foe (free action) and engaging in combat with
that foe (who must be tougher than a minion or a guard)
grants a +2 to-hit bonus against that target for the
duration of the fight.
Can attack up to all others in the same arena. Each
attack after the first costs 1 Awesome Point.
You know how to hurt someone who is trying to hinder
your movement. If they grab you or spread themselves
to block your way, automatically succeed on the
counter-attack, striking a single impeding character.
Roll attack dice at the same time as those attacking you
in melee. Trade one of your dice for one of theirs.
Always roll simultaneously with other attackers in the
arena. Activate this talent to trade rolls with one of
them.
You instinctively sense what they want to hear, and you
have no trouble suppressing your gag reflex and saying
it to them. Gain +4 to Charm attempts when you want to
really turn on the flattery—but if you still fail, then they
sense manipulation, and you are then –2 Charm until
you get past the awkwardness somehow.
In a burst of enthusiasm, add Daring to a melee attack
roll.

Improvement can drop the difficulty to 4.
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Heft

Name

Source
Fighter

Type
Constant

Locksmithing

Mechanic

Constant

Make it Look Good

Gladiator

Constant

Net of Steel
Nimble Attack

Musketeer
Elf

Arena
Arena

Nondescript

Ninja

Constant

Paired Pistols

Firearms

Arena

Powdermaster
Prick of Pride

Musketeer
Gambler

Constant
Constant

Reach Target

Assassin

Arena

Rhythm and Distance

Gladiator

Constant

Roll With It

Gladiator

Arena

Sense Weakness

Gambler

Rested

Description
You can carry one more heavy weapon or armor than
your Brawn would allow, and when you choose to wear
no armor at all, your sexy build gives you a +2 on any
Charm check you make against someone that might be
attracted to you.
Locks have a difficulty between 1 and 10. Each focus
action you spend on the lock reduces its difficulty by 1.
When you decide to roll to open the lock, add +3
difficulty to the Cunning test for each remaining
difficulty. With quality tools, the base difficulty is 3;
normal tools, 6; improvised tools, 9; no tools at all, 12.
Each test after the first increases base difficulty by 3.
Complex or simple locks may also affect the difficulty
as the DM wishes.
A successful hit renders the target -2 to attack and
attribute rolls instead of doing damage. A point of
penalty ―heals‖ every 10 minutes.
Can attack twice if outnumbered.
As a focus action, attack a foe in an unexpected way,
describing something cool involving the environment of
the arena. Do +1 wound and a cool effect if you
successfully hit, such as knocking the foe down,
embarrassing the foe, carving your initials, etc.
Others are always -2 to detect you, and if you are
actively stealthy they are -4. You blend in with a crowd,
or in a shadow.
You can shoot two pistols at one target, rolling both
attacks and choosing one to apply.
Only misfire when rolling two ―1‖ results to hit.
You know how to use subtle or blunt techniques to
question another person’s courage, honor, and financial
security in ways that motivate them to wager even when
that wager is unwise. Your Cunning against their
Commitment.
If a target is protected by others, roll opposed Cunning
vs. defender Daring. Defenders get +2 per defender
beyond the first. If successful, attack the target and
ignore the defenders.
Familiarity with all melee weaponry grants +3 arena
bonus instead of +2 for all weapons but Ranged.
The cost to reduce an incoming attack’s damage by 1
wound is halved to 1 AP.
Consider a group for at least 10 minutes, by playing
with them or watching them interact. Then, gain +2 on
an Awareness test for each member, DC 7 (+ their
Cunning bonus.) If successful, you have a sense of the
social pecking order of the group, who is hiding
something, and a ploy more likely to succeed against
each.
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Name
Shield Bash

Source
Dwarf

Type
Arena

Shield Skill

Knight

Constant

Sketch Artist

Scholar

Constant

Sprinter

Scout

Rested

Staves and Sticks

Archer

Constant

Streetwalking

Prostitute

Constant
Arena

Sweeping Blow
Targeted Strike

Assassin

Arena

Threaten

Noble

Arena

Thug Culture

Orc

Constant

Weapon of Choice

Fighter

Constant

Whack-a-Swarm

Rested

Description
If you are wielding either a shield or a hammer, you can
attempt a special attack that also stuns an opponent,
preventing them from using the attack action this round
or the next.
Shield grants +1 Armor Class, and also can take 1 hit
more than a shield of its type (2 hits for a light shield, 3
for a heavy shield) before disintegrating.
Can draw glyphs, portraits, statues, etc.— visual
representation as needed given a few minutes to do so.
Skilled enough for the accurate work to be useful.
You can lose 1 wound to cross 2 arenas during the
Move phase.
You can use a bow, crossbow, or arrow in hand to hand
without damaging it. Shortbows, light crossbows, and
arrows count as light weapons. Longbows count as
reach weapons. Heavy crossbows count as heavy
weapons.
You know how to advertise and handle rapid sexual
transactions. Every 3 points on a Charm test are 1 gold.
This generally takes 5-15 minutes per customer.
Do +1 wound when splitting damage between minions
or hitting a swarm.
You can ignore up to +4 to armor class from armor,
trained to aim for unprotected areas.
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.
Test Charm against Commitment; if successful, the
intimidated target complies with a request, or is –2 to
rolls until successfully making a Commitment test as a
focus action at least.
Substitute Brawn for Charm tests to command
underlings or to support a stronger leader. Bullying feels
natural and comfortable, both giving and receiving it.
Those who understand the strongest should rule will be
attracted to you.
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.
Double damage against a swarm.
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Restricted Talents
These talents can be learned from special teachers, or gained with the permission of the DM. They are not
to be plucked out of the air as cross-template talents; they require special inclination, training,
preparation, and so on. DMs are encouraged to be somewhat flexible in coming up with reasons
characters could get these talents, if they have been doing the right sorts of activities or have significant
down time to train.
Maybe a human has some orc blood, and can take some orc talents. Maybe a gladiator’s special arena
training allows the gladiator to mimic a primordial ape’s display. Maybe a fey warrior has been
befriended by an animal companion. And so on.
The DM may charge 5 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.
Underlining indicates elements of the talent that can be upgraded if the talent is improved.
Name
Acrobatic Leap

Source
Ninja

Type
Arena

Agility

Primordial Ape

Constant

Animal Empathy

Beastmaster

Constant

Appraise

Noble

Constant

Balanced

Tumbler

Constant

Battle Oath

Dwarf

Rested

Berserk

Zealot

Rested

Description
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.
You are +2 to push or throw, and to resist being pushed
or thrown, as well as to cross barriers and climb up and
down between arenas, and to dodge area of effect
attacks.
Upon seeing an animal, you can immediately tell its
mood, the source of any distress or enthusiasm it is
experiencing, what it wants, and its gender. In obscured,
swift, indirect, or other difficult cases, an Awareness
test may help uncover these facts.
You know quality. Whether it is real estate, food,
furniture, art, gems, or horseflesh, you can quickly
assess its base value and determine the best market for
it. Difficult cases or subtleties, or detecting forgeries,
may require an Awareness test. You can often increase
the value of an item when it is sold by 10% by going to
the best market for it.
Honed sense of spatial relationships grants +2 bonus to
all movement related tests, including Impede, Push, and
Throw.
As a focus action, make a solemn vow about a specific
outcome in the current fight, and get +1 bonus to all
attack rolls while the vow’s conditions are in effect.
Once the vow is broken somehow, all combat rolls
suffer a -1 until the combat ends.
Add Daring to AC and Commitment to rolls to hit, and
take 1 wound each round from overexertion. Stacks with
―Desperate Fury‖ talent.
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Name
Birdcall

Source
Scout

Type
Constant

Book of Power

Spellcaster

Magic
item

Braids of the Clan

Dwarf

Constant

Breathless Shot

Hunter

Arena

Busy Hands

Thief

Constant

Canny Prey

Hunter

Constant

Canticle of
Apocalypse

Zealot

Arena

Chi Block

Monk

Arena

Classical Education

Noble

Rested

Code of Transaction

Prostitute

Rested

Description
You can imitate the calls of various local and exotic
birds. These calls are generally used to communicate
basic information and orders with a minimal risk of
detection—those who are proficient detect the bird calls
with an Awareness test difficulty 7, others with
difficulty 14, and even then they don’t understand it.
You have acquired a magical tome holding a great many
secrets, rituals, and lore. By spending a couple minutes
looking things up, you always know a single important
fact about any given subject, either given to you by the
DM or made up on the spot with the DM’s approval.
Any regular dwarf you meet, no matter where you are,
you happen to know them or know someone that does.
You easily have something to talk about. These dwarves
are usually eager to provide you with help or
information.
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 (1d10
/2 round up) wounds on a successful hit.
As a focus action, a successful Cunning check against a
same-arena opponent’s Awareness allows you to
remove and acquire any visible object that they are not
actively holding, no matter what the situation is. During
combat this is usually noticed, regardless of success.
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.
Can combine a focus action with any other action; the
focus action is preaching, singing, ranting, or reciting
scripture. If successful, those in the same arena test their
Commitment against your Commitment; those who fail
must retreat or lose a round.
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. This does not work against firearms unless
you spend 3 Awesome Points. The DM may feed the
bowl to add difficulty for especially dangerous attacks.
You can know one important fact about a region, a
person, a legend, or some other appropriate subject that
may have been covered in your extensive education. If it
is sufficiently obscure, or there is a backup question, test
Awareness.
You know how to identify and approach potential
clients and negotiate the conversation to minimize
awkwardness. Per Charm, you can get 5 gold for
something simple, 10 for a standard exchange, and 20
for something strange. Usually takes 1 hour.
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Name
Command Skill

Source
Knight

Type
Constant

Companionship

Beastmaster

Rested

Compose

Bard

Rested

Connected

Noble

Rested

Conversationalist

Scholar

Rested

Conviction

Kiskov

Constant

Counter Influence

Bard

Rested

Craftwise

Ghim

Constant

Custom Fletching

Archer

Rested

Defuse

Hobbin

Rested

Description
You are accustomed to giving orders, measuring others
to determine their true capacity, and gaining trust. +1 for
leadership rolls, whatever the attribute. (Brawn to
command brutes, Cunning to devise plans to gain or
keep command, Daring to deal with intimidation,
Commitment not to fall back, Charm to manipulate,
Awareness to judge character, etc.)
You can have sympathetic, helpful animal companion(s)
with wounds equal to or fewer than your Commitment.
You must be rested to gain a new companion. While
they are sympathetic, helpful, and more clever than most
of their kind, they will not react well to abuse or being
exposed to extreme danger while you are safe (unless
they volunteer.) Releasing an animal from service
requires you to be with the animal. There are no hard
feelings on the animal’s part when it is released from
service.
Create a song or poem about an event or an exploit.
Share it. In a situation where it would make a difference
to the adventure, the DM can allow you to spend 1 AP
and roll to see if the people you are talking to have
heard the song or heard of the people in the song; the
difficulty is 12, -1 for each additional song or poem
involving the people. No more than 1 song can be
created about each adventure. The DM can modify the
difficulty based on setting. Those featured in a song can
note that on their sheet, and also ask the DM to check
and see if their fame precedes them.
Your family has developed networks and friendships
and enemies in a surprisingly broad context. Your signet
ring and name may open doors for you. Creating a
sympathetic NPC (with a sufficiently interesting
description) only costs 1 Awesome Point.
Widely read, you can engage just about anyone in
conversation on something that interests them. Gain +2
on a Charm check.
Double Commitment on any test where the result of
failure compromises the ability to honor the terms of a
vow.
Make music for at least a round. Grant all who hear a
Commitment test at +2 to resist any mind control,
persuasion, or magic effect currently influencing them.
You can use Brawn, Cunning, or Awareness on building
and repair checks. Add +2 to any check to build or
repair a structure or object.
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.
When violence threatens, if you can gain a hearing, you
can make a Charm test at +2 to calm tempers and make
diplomacy or negotiation possible.
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Name
Demolitions

Source
Mechanic

Type
Rested

Desperate Fury

Zealot

Constant

Display

Primordial Ape

Arena

Distraction

Thief

Rested

Dodge

Tumbler

Arena

Educated Poise

Scholar

Constant

Elusive

Scout

Arena

Evasive

Hobbin

Constant

Family Honor

Kiskov

Rested

Fey Allies

Fey Warrior

Rested

Description
You can look at a room (with a mostly unobstructed
view) or a machine as a focus action—then you know
where the load-bearing points and weak points are. Test
Awareness to make a plan to bolster or collapse the
structure or machine. You may not be able to bolster or
collapse it, but you know how to. This talent allows you
to create or use explosives, siege engines, or forceful
water.
Can take a penalty to armor class of up to -4, and get
that as a bonus to hit instead. Must be activated for free
in the first phase of the round.
You rise up, bare fangs, pound chest, and show off.
Minions automatically flee your arena. All those
wishing to attack you must test Daring difficulty 7 to do
so, and are -2 to attack this round.
Make a Daring check at +2 as a focus action, instead of
the usual Brawn check you would use to throw an
opponent. If successful, you force an opponent to move
to another arena they have access to. You do not need to
be in the arena where the target begins or ends, as long
as you are in an adjacent arena. You do need to describe
how you did it.
When hit with a melee attack, test Daring against a
difficulty of half the success to hit you. If successful,
you dodge the attack.
Can relate to nobility and the educated with comfortable
ease, gaining +2 to any attribute needed in social
dealings with them (usually cunning, daring,
commitment, charm, and awareness.)
If you can get out of line of sight, then you disappear.
Pursuers without special means (like scent ability or
magic tracking) cannot detect you; they only get a roll if
the DM feeds the bowl and gives you half.
You make the most of your small size, adding +2 to
your Armor Class for reflexive minimizing of your
profile and twitchy dodging.
State full name, including family lineage (this takes a
focus action). Automatically pass a Commitment test.
This talent is ineffective if your family is dishonored.
You have made friends among the fey in your travels.
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. Then it flies
away, and sends another to find you in the next day or
so.
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Name
Fey Spirit

Elf

Source

Type
Rested

Flashbang Exit

Ninja

Arena

Flexible Truth

Tumbler

Constant

Hail of Projectiles

Ninja

Arena

Hammer Mastery

Ghim

Constant

Hardened

Monk

Constant

Heart of Gold

Goblin

Rested

Hearthmaster

Hobbin

Constant

Hey Rube!

Tumbler

Rested

Horse Whisperer

Nomad

Constant

Description
As a focus action, you can summon a floating light
source that follows your commands. It can shine as
brightly as a torch or as dimly as a candle. You can bind
the spirit to a single item to light up the same way,
specifying what conditions make it glow (orcs being
near is a common one.) It will not leave your arena
unless you pass a Charm test difficulty 6, then it will go
no further than an adjacent arena.
During the ―Defend or Protect‖ phase of combat, cause
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.
Years on the margins of society have gifted you with a
talent for reframing a story (or generating one from
scratch) in a very convincing way. Gain +2 to Charm
tests when lying or offering misleading truths. Gain an
additional +1 per absolutely true fact included in the
story. This talent is countered by the target’s Awareness.
You fling a rapid-fire mass of palm-sized ranged
weapons, gaining +2 to hit or +1 wound damage, choose
after rolling to hit.
You have learned the depths of interactivity with kinetic
energy transfer, planes and angles, and the creative
application of force. You are +1 to any test using a
hammer. In combat, you can choose: +1 to hit or +1
wound.
Physical punishment and discipline have toughened
your body. You can make a Brawn test difficulty 7 to
reduce wounds inflicted from each attack by 1.
You can become adorable. Looking at your big innocent
smile, no stranger can believe you’ve done something
bad. Those with some experience with you may know
better. Against a hard target or someone who should
know better, Cunning at +4 against the target’s
Awareness.
You have an uncanny relationship with fire. You can
always get a fire started as a focus action if you have
flint, steel, and tinder (unless the DM feeds the bowl,
then you may get a Cunning test.) You can also
automatically put out a fire campfire size or smaller as a
focus action (unless the DM feeds the bowl, then you
may get a Daring test.)
It only costs 1 Awesome Point to create a sympathetic
busker (street entertainer) or gypsy NPC in a city
environment or on a well-traveled route.
Befriend the horse as a focus action. Then, you can get
the horse to do anything you want the horse to do. If the
DM wants the horse to behave differently, or face
unusual challenges, the DM can feed the bowl 1
Awesome Point for every 3 difficulty on the roll (giving
you half the Awesome Points), and the character can
control the horse with either Commitment or Charm.
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Name
Horsemaster

Source
Nomad

Type
Constant

Hospitable

Hobbin

Rested

Impressive Partying

Dwarf

Constant

Inventor

Mechanic

Rested

Juggler

Tumbler

Constant

Koan Discipline

Monk

Constant

Leaning Luck

Gambler

Rested

Description
As a free action, move around on horseback to face any
direction, hang down on the side, mount, dismount,
stand up, transfer horses, or whatever. If the DM calls
for a roll for an unusual circumstance, the DM must
feed the bowl 1 Awesome Point for every 3 difficulty on
the test.
You can make a group feel at ease. With a pack of
crackers and a waterskin, you can use your friendly wit,
creative eye, and humor to create a small restful haven
even in dangerous environs like caves or cells. You can
help up to 1 person per your Charm count as Rested in 1
hour, as long as there is something (however minor or
unpleasant) to eat, and a place to stretch out.
When it comes to celebrating and carousing, no one else
holds up. You automatically beat anyone who does not
have this talent at any sort of drinking or cursing
contest. Matches against others with this talent use a
contested Commitment or Daring roll.
If you want, you can invent devices to make your life
easier. Each week of work earns a Cunning test. An
invention can either give a +1 to a roll of some kind, or
allow Awesome Points up to the Cunning bonus to be
spent on a special effect (generally once per arena.) You
can carry 1 invention per Cunning point at a time. If you
roll doubles or a 1 while using the device, it either
doesn’t work this time and the user takes 1 wound, or it
breaks, your choice. Others must successfully test
Cunning to use your invention, and can only use one at a
time. The DM may allow other basic systems or effects
to be created with this talent. Confronted with an
unknown device, test Cunning to figure out how it
works. (+2 with ―Repair‖ also.) The DM is the last word
on this.
Can juggle objects equal to ½ Daring without needing to
roll. Also, +1 to hit when throwing ranged weapons
within the same arena.
Your mind is trained to engage riddles, ideas, and
obstacles in a variety of ways. As you use non-linear
thought, association, intuition, and re-framing, you see
the world differently. The DM may charge you
Awesome Points (up to 3) if you request insight, or
agree to accept it. The DM can give you a fact that you
could only know through intuition or a flash of wisdom.
Also, mental attacks are at -2 against you, or you ignore
their effects with a Commitment test, whichever is most
appropriate.
When it really matters how the cards or dice fall, roll an
extra die of the appropriate type and keep the most
favorable result. This works when gambling, but also in
combat or when testing attributes.
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Name
Legendry

Source
Questing Knight

Type
Constant

Logisitician

Knight

Constant

Long Shot

Archer

Arena

Magnetic Charm

Bard

Rested

Meditation

Monk

Rested

Mockery

Bard

Rested

Mounted Symbiosis

Nomad

Constant

Description
You have absorbed every story, every fragment of lore
you could get. Asked about any legend, you know at
least 1 thing, and most of the story if you succeed at an
Awareness test. Awareness tests can also possibly reveal
answers to follow-up questions.
You understand that wars may be affected by valor and
strength, but they are won with supply lines, equipment,
and efficient travel. On a personal level, you can pack a
load to reduce it by 1 heavy item effectively. On a group
level, you can increase a group’s travel time by 1/5. On
an army level, you can either increase a column’s speed
by 1/5 or increase its carrying capacity by 1/5.
Your range is +1 arena per Brawn rating, if you fire as a
focus action and can arch the shot (no low ceilings or
tree cover.)
You can make one person feel like they are the most
important thing in the world. Make a Charm test at +4,
resisted by Commitment. If the target does not succeed,
the target believes you are a good friend, and will risk
unemployment, hazard, embarrassment, and discomfort
to please you. However, these newfound friends tend to
be jealous, and the weird compulsion seldom leaves
them neutral towards you when it eventually ends a day
or a week later. If mistreated, the target gains another
Commitment test against your Charm without the +4.
You can meditate for an hour and overcome a
disadvantage. If reduced to 0-1 wounds, you can heal a
single wound. If disadvantaged with poison (that will
not kill you in an hour) or some other impediment,
whether magical or psychological, you can purge one of
those. Meditation can be used to reset the wounds to
heal daily. The DM may feed the bowl to require a
Commitment or Brawn test, or add other complications.
Either work into a composition, or work out in person, a
devastating nickname or disastrous slur to the
reputation. The target suffers a -2 to social interactions
in a setting where the mockery has caught on, must cope
with people humming the catchy tune mocking them or
trying not to let the popular nick-name slip out, or
curiosity from those who wonder if the target really is as
deviant as the rumors say. This is a dangerous talent that
does not have a set duration, and can bring woe to those
who abuse it.
You can spend Awesome Points for your horse to
succeed at difficult tasks, as long as you are in the same
arena. This can involve getting around obstacles
(jumping fences or chasms) and also increasing or
reducing damage.
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Name
Multiple Arrows

Source
Archer

Type
Arena

Parry

Musketeer

Constant

Pleading

Prostitute

Rested

Poison and Venom

Assassin

Constant

Politician

Knight

Constant

Powerful Strike

Samurai

Arena

Rage

Orc

Rested

Ranged Impede

Ninja

Arena

Rapid Shooting

Archer

Arena

Read Signs

Scout

Rested

Description
You can fire 1 additional arrow per +2 Cunning at once
when firing as a focus action. Each arrow after the first
is -1 to hit. Roll one to-hit against all target ACs. The
arrow targets must be within 2 meters of each other.
Multiple arrows hitting one target each count as a
separate attack to the one hit.
When using paired bladed light weapons, instead of
rolling 4d10 to hit and choosing the top two, you can
roll 2d10 to attack normally but subtract 1d10 from a
melee attack against you this round. (Cross template,
roll 1d10 to attack and 1d10 to parry.)
As a Defend action, you can beg for your life, safety,
and/or escape. Your attackers must succeed in a
Commitment test vs. your Charm, or they spare you.
Can identify, harvest, handle, and brew dangerous
substances for ingestion, skin contact, inhalation, or
other unpleasant entry vectors.
You can see past the immediate consequences to the
long-term implications of political and military
decisions. You speak the special code of politics,
understand and offer veiled threats and promises, and
think one thing while saying another. Gain +2 to
Awareness and Charm when understanding or dealing
with political situations.
You can strike as a focus action. If you hit, either you
double damage, or do normal damage and also a free
―Throw‖ move representing the target being hurled
back.
As a free action at the beginning of the round, channel
the ancestral fury and fly into a rage. You become
immune to mind control through charm or magic for
about a minute (12 rounds). You do +1 wound on all
attacks, and are +2 to hit. You ignore the first wound
inflicted by any attack. When the rage is over, you lose
2 wounds to exhaustion and strain.
You can throw caltrops in half an arena, or use a reach
weapon (that has a long rope or chain) to cover up to
half an arena, to impede someone across a barrier or at a
distance. A successful impede can also act as a grapple
hook and line if the character is falling but in range of
something stable.
You can fire a bow (not a crossbow) more than once in
the round by spending 1 Awesome Point for the second
attack, 2 for the third attack, 3 for the fourth attack, and
so on, up to 1 extra attack per Brawn rating—this takes
a lot of strength.
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.
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Repair

Name

Source
Mechanic

Type
Rested

Sacrifice

Zealot

Arena

Scholar of Note

Scholar

Rested

Sensitive Spots

Prostitute

Arena

Shadowkin

Goblin

Constant

Show Off

Gladiator

Arena

Shriek

Zealot

Rested

Silent Death

Assassin

Arena

Silent Step

Hunter

Constant

Slippery

Goblin

Arena

Smack

Primordial Ape

Arena

Description
You can fix it. Whether it is the great stone wheel that
operates the ancient gate, or the broken serpentine on a
pistol, or a mast snapped off a ship, or a wall fallen to
sappers, you have the know-how to direct a work crew
of up to your Charm rating, delegating as needed and
repairing a machine or structure. Scale determines time
frame; a sailing ship or wall, 1 day per roll. A gate or
room, 12 hours. A wagon or door, 6 hours. Hinges or
wheel hubs, 1 hour. Anything smaller, 30 minutes.
Halve times with ideal conditions. Confronted with an
unknown device, test Cunning to figure out how it
works. (+2 with ―Inventor‖ also.)
Down an unbeliever foe, and heal one wound (up to
maximum).
About once per session or setting, NPCs created with
Awesome Points are more connected, expert, reputable,
or powerful than those normally generated.
Striking unarmed or with a light weapon, a successful
attack does +1 wound if hitting by 5 or more. Points can
be spent to boost damage as normal.
As long as there is a dark place nearby, you can
disappear into it as a focus action. Anybody attempting
to attack you must succeed at an Awareness check vs.
your Cunning first. Once successfully in the shadows,
you receive a +2 on your next attack, after which you
are once again clearly visible.
Take a focus action strutting and flexing, and heal one
wound box. Only works if three wound boxes are left
uninjured, and if there is an appropriate audience.
Lose 1 wound and tear out a horrific scream of rage,
fear, and madness. All foes in the arena or adjacent
arenas must test Commitment or be –2 to hit for the rest
of the fight.
If undetected (or unsuspected) by a target, you can make
that target dead by rolling 1d10 and getting a number
higher than the target’s wound boxes. Otherwise, the
target is not injured, and is now aware of you. APs
cannot be spent on this roll. If used in combat, this takes
a focus action.
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.
The first attack on you during a round you’ve spent
Moving automatically misses, but you cannot choose the
move action on the following round.
After hitting and doing damage, spend 1 Awesome point
to stun the target. The target cannot act this round (if the
target has not yet gone) or next round (if the target acted
this round). Or, grants +4 to a throw of a target into
another arena.
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Name
Strange Fate

Source
Questing Knight

Type
Rested

Stunt Rider

Nomad

Constant

Suggestive
Inspiration

Bard

Rested

Surefooted

Swashbuckler

Constant

Survivor

Scout

Rested

Tireless

Orc

Rested

Tough
Tracking

Primordial Ape
Hunter

Constant
Constant

Transforming Quest

Questing Knight

Rested

Trapmaster

Mechanic

Constant

True Strike

Questing Knight

Arena

Ultimate Obedience

Nomad

Constant

Underfoot

Goblin

Rested

Description
You are worked into the mystic fabric of the surreal in
the world. If anything weird and magical, heroic and
deadly, legendary and insane is going on in your
surroundings you are pulled into it. The advantage is,
with an Awareness test you can sense whether
something is part of that mystic fabric, or just a
coincidence.
Add your Brawn or Daring to the roll to stay mounted.
Take 1 less wound from falling damage when unhorsed.
Making appropriate music for at least 10 minutes, you
can suggest that your listeners prepare to fight, sleep, or
celebrate. They get +2 to one Commitment roll or one
to-hit roll in the next hour (can be applied after rolling),
or are +2 difficulty to resist falling asleep (Commitment
test), or +2 to Charm tests or Brawn rating (for drinking)
during a celebration.
Gains +4 to ability checks or saves to manage
treacherous footing, like heaving wet ship decks or
patchy rope bridges or the rooftops of market stalls.
As a focus action, you can heal 1 wound per Brawn, or 1
wound if you have less than 3.
Once between periods of sleep you can dig into your
body’s reserves of vitality and count as though you just
ate a meal and slept 6 hours after a few minutes of
dozing.
Costs 1 Awesome Point to ignore 1 level of damage.
Identify who or what was present, and where they went.
Add difficulty for elapsed time, rain, difficult terrain,
and so on. Can test Awareness to know one important
fact about what happened or the state of those making
the tracks. Can be opposed with Cunning.
When completing a quest set by a supernatural being
and achieving a supernatural end, either immediately
gain a level, or a permanent new wound box. Keep track
of how many transforming quests have been completed;
that is a bonus to social rolls with creatures of legend,
who would understand what the questing knight does.
You are +2 Awareness to see mechanical traps (stacks
with ―Engineering.‖) 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.
Add your Commitment to your roll to hit, or add +1
wound to the damage. (You can decide after rolling to
hit.) In addition, this single attack affects incorporeal
creatures, and creatures that can only be injured by
mystic attacks.
Any Awesome Points the DM spends to create a
difficulty for a mounted task go straight to you.
You can give up an existing action to automatically
succeed at Impeding someone, and doing so trips them
up enough so that their next roll is made at a -1.
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Name
Uppercut

Source
Hobbin

Type
Arena

Wiley

Samurai

Rested

Zen Archery

Samurai

Rested

Description
Your combat training focused on fighting things bigger
than yourself. As long as you can attack upward, you
can use a fancy move to gain +2 to hit or +1 wound
against something bigger than yourself—decide which
after rolling to hit. This stacks with spending Awesome
Points for more damage. Used unarmed, this talent can
deny the target the ability to shrug off the damage with a
Brawn test, instead of +1 wound.
Part of your straightforward honorable mandate is to use
every strategy at your disposal. Your trained wits allow
you to combine your Cunning and Daring together for a
Cunning or Daring test.
The character can hit anything within range with a clear
line of fire when using a longbow, even 2 arenas away.
Firing takes a focus action. The character does not need
sight, wind can be blowing, there can be any number of
distractions. But the arrow will hit one target.
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Canticles and Grimores
Spellcasters have talents that come from a lifetime of mystic study, or from a relationship with a deity.
Because of this, they have access to magic that other templates can only use with DM permission.
Magic Worldview. Wizards study for a lifetime to get to the point where they can detect and harness
mystic energies. This is not something learned in a simple week of study with a tutor.
Players who want their characters to gain the ability to cast magic can, with DM permission, turn out
to be unusually gifted and able to learn quickly even as adults. This costs 5 Awesome Points that do
not apply towards leveling, and grant a talent ―Mystic Prodigy‖ and no attribute point upon leveling.
From then on, they can learn talents from grimores or the base Wizard template. If they choose, given
time, they can gain the Wizard inherent ability if they learn all 5 base template talents. (This could
also come from being dunked in mystic goo, or infused with energy by a godlike creature, etc. at DM
discretion.)
Divine Worldview. These talents come from a god, so they can be gifted to devoted servants of the god,
or others, as rewards.
The DM is free to allow a god to give magic power to those who are not clerics—but that power
comes with an understanding that the character will pursue the god’s agenda and work for the god’s
best interests. If the character does not, consequences will follow.
Grimores (Wizards)
Wizards start with the base template for wizards. A Wizard can learn any spell talent the Wizard can find,
given a week to study and practice each spell. Only Wizards or those with the ―Mystic Prodigy‖ talent can
learn spell talents.
A grimore is a spellbook. Each one has 5 spell talents. The DM can present a ―grimore‖ as a shelf of
books, or a pile of scrolls, or whatever; the idea is that there is a school of magic with five talents grouped
around a theme and some lore.
If a character takes a Grimore talent, then the character can cast any of the 5 spells in the grimore by
spending 3 Awesome Points (to use a talent from your template you have not yet gained.) Gaining the
Grimore talent takes a month of uninterrupted study time, to grasp the basics of all its spells.
Canticles (Clerics)
Each god has a base 5 divine talents that flow to their servants. Clerics can have two base templates at
once—the cleric template, and one of the canticles. (―Canticle‖ means ―song‖ and is a quick reference to
the liturgies, catechism, lore, legendry, and practices of one of the worshiping traditions.)
If clerics displease their gods, they may lose access to the canticle talents—but they only lose access to all
divine talents if they have really misbehaved. In either case, they atone by sacrificing things they care
about or questing for the god with negative conditions (like foregoing armor or weapons, taking no
money, fasting, etc.).
Clerics may only take talents from other canticles with the permission of their god, and the DM. Taking
talents from the base canticle or the base template both count as talents from the base template, for
purposes of determining how many cross-template talents the character can learn.

http://fictivefantasies.wordpress.com/

68

Canticles of the Deep
Prayers to Dufell
Dufell is the goddess of deep places in the earth, beneath the mountains, and in the endless darkness. She
is usually depicted as a wise and ancient goblin sage, or a troll, or sometimes as a blind elf child.
Her holy symbol is a black circle. Her favored weapon is a 3 meter staff. Her followers favor black robes.
She is pleased by acts of extinguishing light and sealing dark places, and angered by bringing flame and
natural light to her secret places.
Prayers
Dark Kin. Constant. Can see up to 10 meters in the dark, and sense where light disrupts it (even if
not visible from current location.) Communicate telepathically with living things that cannot see that
are in the same arena. +2 to Cunning to be stealthy where there are shadows.
Gravity Gifts. Rested. Focus action to cast, and to maintain. You can personally rise or sink 1 arena,
or cause something else to rise or sink by 1 arena, each round. You must be underground (spend
Awesome points to bend the definition, with DM permission.) You can move up to 200 pounds per
Commitment rating. An arena is about 5 meters of height.
Nourishing Earth. Rested. Focus action to cast. You can turn sand, rock, clay, or mud to food or
water, creating 5 servings of food or water per Commitment rating.
Passage. Rested. Focus action to cast. You can open and close walls, floors, and ceilings made of
stone or earth. You can move 5 cubic meters of material per Commitment rating, for creating or
collapsing doors, pits, and tunnels. Those who would be caught can test Daring difficulty 7 to leap to
safety, if it is possible.
Spatial Gifts. Constant. You always know how deep you are and which way is north, when
underground. You automatically memorize maps and remember where you’ve been.
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Canticles of War
Prayers to Geldurk
Geldurk is the god of war, large-scale violence, and occupying armies. He is usually depicted as a bronze
giant, a gory centaur drawing a flaming chariot, and as a hooded reaper.
His holy symbol is a cross with eight points. His favored weapon is a spear. His followers wear burnished
brass armor with red trim.
He is pleased by military success, unbreakable morale, and breaking unbreakable morale. He is angered
by cowardice, stupid tactics, fat and lazy cultures, and decayed fortifications.
Prayers
Fighting Strength. Rested. Focus action to cast. You can affect the fatigue and nourishment of a
group, up to [5 wounds of others per Commitment]. They count as rested, or count as carrying +1
heavy object until they rest.
Master of Death Dealing. Rested. Cast as a free action on your turn. For about a minute, or 12
rounds, you can spend 2 Awesome Points a round to add damage or reduce damage to yourself,
without spending Awesome Points (or counting them towards leveling.) You can spend Awesome
Points normally, but 2 per round are free.
Master of Minions. Rested. Focus action to cast. You can affect all minions in one arena, either
bolstering them to Guard status for about an hour, or disabling them, up to [5 wounds of others per
Commitment].
Master of Walls. Rested. Focus action to cast. You can double the effectiveness of walls and
fortifications in an arena, or halve them, for an hour. This affects the cover they offer and their ability
to withstand intrusion and damage.
Steal Reason. Rested. Focus action to cast. Everyone in one arena, up to [5 wounds of others per
Commitment], must pass a Commitment difficulty 10 test. If they fail, they become mindless fighting
machines that get +1 wound and cannot be intimidated or balked from their attack. They accept
orders from you or those you designate.
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Canticles of Air
Prayers to Saegrak
Saegrak is the goddess of the winds, the airless heights, and visions. She is usually depicted as a soaring
roc, an ethereal gossamer woman with four arms, or a flame.
Her holy symbol is a pennant with a curl of wind. Her favored weapon is a chain mace. Her followers
wear sky blue, with no more than light armor.
She is pleased by freeing birds, open buildings in high places, and fires with thin white smoke. She is
angered by thick heavy smoke, suffocation, and windowless buildings on the heights.
Prayers
Buffet. Rested. Focus action to begin, and each round to maintain. You can affect up to ½ an arena. In
that area, wind surges unpredictably. Defensively cast, this adds +4 difficulty for archery and thrown
weapons to hit, and +2 difficulty to melee attacks or movement. Offensively, gusts do 1 wound to
everyone in the area, unless the target passes a Brawn test difficulty 7 or moves out of the arena in the
direction the wind blows.
Gift of Breath. Rested. Focus action to begin, and each round to maintain. The target can breathe no
matter what; even if the nose and mouth are clogged, or there is no air, or the air is poisonous. The air
comes from divine energy, not the surroundings, and goes directly into the body. Used as an attack,
this can withdraw the gift of air; the target cannot breathe, and must test Brawn each round or take an
unsoakable wound. The difficulty starts at 3 and goes up 1 a round, +1 more per action taken without
breathing. Once suffocated, they count as ―bleeding out.‖
Healing Breeze. Rested. Focus action to cast. This spell automatically heals natural and supernatural
fevers, respiratory problems, insomnia, and 1 wound.
Sturdy Air. Rested. Focus action to cast. Lasts for about 1 hour, or until released. This can create an
arena. It can take many shapes; a wall, steps, bridges, a slide; it can be as visible or invisible as the
caster wishes. It has as many wounds as the caster’s Commitment, and can hold 50 pounds per point
of Commitment. (Improving this affects both wounds and weight from Commitment by +2.)
Windrider. Rested. Focus action to cast, lasts for about an hour. The character cannot carry more
weight than normal, but can move 3 dimensionally. In general, every 5 meters of height marks a new
arena. The character can move through or over 2 arenas a round, seeming light on currents of wind.
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Canticles of the Sea
Prayers to Thogro
Thogro is the androgynous godling of the roaring ocean in its heights and depths. He is usually portrayed
as a crustacean-crusted dwarf with flowing beard and frothing pate, or a giant shark, or a devil fish
(octopus).
His holy symbol is an infinity-shaped wave pattern. Her favored weapon is the chain mace. His followers
wear sea-shaded layered garb, with white gold jewelry.
She is pleased by sparing the lives of sea creatures, increasing the free flow of water, and offering
ceremonies and sacrifices during intense storms. He is angered by reclaiming land from the sea, intruding
where air breathers should not go, and boasting of sailing skill.
Prayers
Bounty of the Sea. Rested. Focus action to cast. You can summon food from the sea, and cleanse sea
water to be potable. You can cleanse or summon 5 servings per Commitment rating per casting.
Move Ship. Rested. You can becalm or move a ship, increasing or decreasing the wind by 1 per
Commitment. You can affect the ship for up to 6 hours per casting.
Saturation Mastery. Rested. You can make dry things wet, or wet things dry. You can make material
flammable, or impossible to burn. You can make things float, or sink. You can affect about 1 arena
per casting; subsequent context and action may change the state of the material again, but when you
change it, the spell does not elapse. This does not work on living material or metal.
Sea Kin. Constant. You can breathe water or air. You can communicate telepathically with sea
creatures. You ignore the first 4 penalty for moving in water or swimming.
Sense Seapath. Constant. You can navigate as if constellations and a compass were available, and
you know where the nearest land is, and what dangers are near the ship. If caught by surprise, an
Awareness test may be needed to get details.
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Canticles of Civilization
Prayers to Urmia
Urmia is the god of spreading civilization and the social contract. He is usually portrayed as a white-robed
old man; sometimes a judge, sometimes a doctor, sometimes a teacher.
His holy symbol is a keystone. His favored weapon is a heavy sledgehammer. His followers wear white
tunics.
He is pleased by making and keeping oaths, healing flesh and relationships, and maintaining order. He is
angered by the undead (an ultimate violation of the social contract), chaos, and slavery.
Prayers
Auras of Evil. Constant. Some places, things, and people reek of true evil. You can sense this by
concentrating as a focus action. Making an Awareness test, you can tell the source or nature of the
evil if it is disguised.
Bless Weapon. Arena. As a focus action, touch a weapon and declare a purpose for its blessing,
either quick or long term. The weapon does +1 wound with each successful attack, but you are down
1 wound until the purpose is reached or declared unobtainable, when the weapon returns to normal
and that wound heals.
Prayers of the Hurt. Rested. Casting takes a focus action. Spell to close wounds and restore health.
Touch target who is down to 2 wounds or less (possibly self) regenerated to 1 wound less than full.
Lights up the nearby area.
Turn Undead. Rested. As a focus action, invoke your god and touch your holy symbol to acquire a
divine aura around you and those nearby. Non-Minion undead must test their Daring against your
Commitment (at +2) to attack anyone in your party and arena, minions cannot attack at all. If you
remain undamaged for three rounds, the aura can sweep outward, destroying (holy) or controlling
(unholy) any one undead or group of minions in the same arena.
Work the Room. Rested. Make an impassioned speech for at least five minutes and inspire people
around you. They get +2 to their Daring or attack rolls for the next hour. Or, convince people of your
point of view, getting +5 to a following Charm check if needed.
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The Unknown God(s)
Some clerics worship nature spirits, or The Source, or a demon prince, or the Outer Gods, or the Great
Old Ones, or a tiki idol, or whatever. The following talents are not a Canticle; they are individual spells
that a cleric may learn from their patron divine source.
Banishment.** Rested. Tear time-space open in your arena or an adjacent arena (but only one). Then
1d10+your level wounds of creatures are yanked out of your dimension. Only whole creatures are
taken. The DM decides which ones go.
Divine Mouthpiece.** Rested. The gravity of speaking for a divine source can lead to respect in
believers and non-believers alike. Gather your energies as a focus action, then for the next persuasive
task or ceremony, add Commitment and Charm together to test either.
Divine Protection.**Rested. Once per game session, you get lucky. An unobtrusive escape route
opens up, a fatal hit does not land, you meet a friend in a surprising context, weather cooperates, or
you get some other windfall of luck.
Façade.**Rested. Manipulate mundane and supernatural circumstances to affect perception of
strength and weakness, projecting or hiding either. Few have any idea how potent your divine source
really is. Tell the DM how strong or weak the target thinks you and your forces are.
Fertility.** Rested. Cast in a 12 hour ritual. One person becomes fertile for 24 hours, a farm’s crops
will have a higher yield, a herd animal will be more productive for a year, and so on.
Protection Circle.** Rested. Take 1 hour per Commitment to make a circle of protection up to 1
meter per Commitment across, and decide what it protects against. Then, at a later time, the circle
takes 1 focus action by the caster (or a cleric of the same divine source) to activate. The circle has an
AC of the caster’s Commitment x4 that must be overcome to enter the circle. Ranged attacks cannot
go in. Magic attacks that succeed against the circle reduce it by 1 Commitment, shrinking it and
lowering its AC.
Recall Secret.** Rested. Take an hour of prayer with an appropriate sacrifice, and learn 1 lost secret
from your divine source.
Religious Fervor.** Rested. If a character or group owes you a debt, and you accept no payment
except asking for their religious fervor, they accept a level of enthusiasm for your divine source. The
greater the debt, the more long-lasting and passionate their fervor.
Resurrect.** Rested. A ceremony takes 24 hours of constant prayer and meditation. You, someone
else, and the target all lose 1 from an Attribute. Each person chooses which Attribute is affected. The
dead character rises with 1 wound. Missing limbs remain missing. The body cannot have been dead
more than a month, and it must be present for the spell to work.
Smite.** Rested. Focus action. One target in your arena or an adjacent arena takes 1 wound per your
level, and loses 1 round of acting and any magic enhancements.
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The Aglatch Grimore
The green-garbed wizards of the Aglatch Iridescent Swamp live in a tower crafted of melded bone, or
from a single impossibly large bone. Their chants go on day and night as they work towards some
mysterious master purpose, as they have for centuries unceasing.
If you can gain their trust and assist them in suppressing the monsters that threaten the Aglatch Bawn and
its Tower, then they may share from their store of mystic knowledge, granting secrets of how to transform
aether to material and manipulate the resulting energies. Or, you could somehow get your hands on a
spellbook from that mysterious enclave.
Lore
The reader can automatically find one useful fact on the Aglatch Iridescent Swamp by looking in the
book. The reader can also find useful information on incorporeal magic mechanics, including a useful fact
in dealing with incorporeal foes.
Spell Talents
Scrimmage Line. Rested. Focus magic. You summon four minions (appearance as you choose) who
will travel with you and who will use protect actions to be hit instead of you. They do not counterattack. They last for about an hour.
Imbue Staff. Rested. Focus magic. You place enough spell energy in a staff carved with proper runes
to recharge one ―rested focus magic‖ spell talent. The staff must be carved along its length with
special runes. This carving takes about 1 hour. The staff remains charged until emptied or until a year
and a day pass. Only you can access the energy.
Ethereal Armor. Rested. Focus magic. You gain +4 armor class6 for about an hour. This does not
stack with any other armor, it cannot be cast if you are wearing armor. It only affects you. It has a
shimmering look to it, and is clearly visible in the dark though it projects no useful light. It does not
generate encumbrance.
Conjure Weapon. Rested. Focus magic. You can generate a normal melee weapon of any kind. It
will last until you next sleep, and can be used by anyone, generating encumbrance normally. It is
stitched with runes, and an affect incorporeal creatures, or those immune to non-magic attacks, but
has no other magical properties.
Ethereal Thorns. Rested. Focus magic. The thorns shimmer and glimmer, but do not project useful
light. Half an arena (yours, or one adjacent) is overrun with the thorns. Those moving into, out of, or
within the thorny area are affected as though the thorns were impeding them. They must test their
Cunning against a difficulty of 6. If they fail, they take 1 wound and cannot move, their action lost.
The ½ arena counts in 3 dimensions. The thorns last 1 hour.

6
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The Khuselb Grimore
The deserts and badlands of the Khuselb province are notoriously infested with bandits, monsters, and
pilgrims to the Golden Shrine. However, there is one tower of wizards that has not only survived, but
flourished. While rulers have repeatedly requested that the Khuselb Tower wizards contribute to the
public good by curbing lawlessness, the requests are ignored as the wizards follow their own peculiar
agenda. If a wizard can gain favor with these strange hermits in the badlands, then the secrets they
jealously protect may be accessible.
Lore
The reader can automatically find one useful fact about the Khuselb province by looking in the book. The
reader can also find useful information on animating rocks and sand. In addition to spells, the book
contains tantalizing hints to what the Archmages of the order have accomplished with Runes of
Permanency, imbuing stretches of desert with a strange intellect, and forming monsters out of sandstorms.
Spell Talents
Animate Sand Minion. Constant. Focus action. As long as there is enough sand nearby to form a figure about
knee to waist high, you can infuse magic into it and form a gleefully protective little minion that will do
whatever you ask. The minion will last for about a day. You can generate 5 per day per Commitment rating.
You can communicate with them telepathically within about a kilometer. The minion is AC 8.
Animate Stone Guard. Arena. Focus action. As long as there are enough rocks around to form a figure about
waist high to human sized, you can infuse magic into them and form a sternly protective guard that will do
whatever you ask. The guard will last for about a day. You can generate 1 per day per Commitment rating. As a
talent, the guard can generate a ―light shield‖ if you spend an awesome point (or its caster—if an NPC, an AP
goes into the bowl.) You can communicate with them telepathically within about a kilometer. The guard counts
as AC 12 with a Heavy Weapon.
Animate Rock Monster. Rested. 1 hour. As long as there are enough rocks around to form a creature at least
human size and preferably twice as big, you can infuse magic into them and form a rock monster that will do
whatever you ask. You can communicate with them telepathically within about a kilometer. The monster will
last for about a week. You can generate only 1 per day. The monster counts as AC 14 with a Very Heavy
Weapon, and it has 2 wounds7 +1 per awesome point spent on it at the time of creation.
Sandstorm. Rested. Focus action. There must be a decent amount of sand in the arena, or an adjacent arena.
The sand animates, whirling and whipping like a sandstorm, dropping visibility to a handful of meters. Those in
the sandstorm are -2 to attribute tests (including Commitment) and must pass a Commitment test difficulty 4 or
take 1 wound per round in the storm. Those wanting to move through the storm can move half an arena if they
pass a Daring test difficulty 4. It lasts about 10 minutes or until released by the caster. It covers ½ an arena per
Commitment rating.
Animate Staff. Rested. Focus action. You can animate a staff with a specially prepared headpiece to move on
its own, using a Protect action each round to guard you. It can protect you through one fight. The staff has 12
AC and 2 wounds.

7
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The Migric Grimore
Their symbol is a rampant griffon, red on gold. They have a castle protected in a pocket dimension, and
inside they twist time and space to their whims as they study the deeper secrets of magic.
They tend to contribute a high percentage of adventuring wizards, as they train their apprentices from a
young age with values of competition, fair play, moral expedience, and the need for right to triumph
through might.
Lore
The reader can automatically find one useful fact on any wizard hero from the last thousand years by
looking in the book. The reader can also find useful information on combat magic, including suggestions
on combating evil magic attacks.
Spell Talents
Agony. Rested. Focus action to cast, and for each round of effectiveness (only one target per casting).
You target one creature in the same arena as you. They must make a Commitment test difficulty [8 +
your Commitment]. If they succeed, they may act, at -4 on everything. If they fail, they may do
nothing but writhe and scream. You may inflict 1 wound with each successful round of concentrating,
if desired, or do no damage.
Disarm. Constant. Shoot action. Point at one held object in your arena or an adjacent arena. The
target must test Cunning or Brawn (target choice) difficulty [8 + your Commitment]. If they fail,
objects in their hands fly out of their hands. You can take 1 wound to inflict 1 wound on the target.
Immobilize. Rested. Shoot action. Point at one target in your arena or an adjacent arena. The target
must test Commitment difficulty [8 + your Commitment]. If they fail, they are rigidly immobile for
about 1 hour per your Commitment.
Kill. Rested. Focus action. You target one creature in the same arena as you. They must make a
Commitment test difficulty [8 + your Commitment]. If they succeed, they take 2 wounds. If they fail,
they die screaming in horrific pain, life erased from them.
Mend. Rested. Focus action. You target one object or creature in the same arena as you. You restore
2 wounds, or repair the object so it is usable again. Badly broken objects may require Awesome
Points.
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The Nothul Grimore
Students of enlightenment and knowledge, these studious wizards wear scarlet robes and scour the world
to understand as many of its mysteries as they can. Their magnificent Libraricus Centralis in the city of
Baffram is legendary for the lore that is stuffed into every corner of the sprawling, inter-dimensional
space.
Lore
The reader can automatically find one useful fact on whatever region the character is currently in. The
reader can also find useful information on codes, locks, research methodologies of various mystic
cultures, and adventures of scholarly magicians.
Spell Talents
Book Bag. Rested. Focus action to cast. Turn a normal bag or sack into an interdimensional space
that can hold 1 heavy object’s worth of non-living material per your Commitment, only accessible
through the normal opening of the bag. This lasts until the spell is cast on the bag again. Only one can
be active at a time.
Communicate. Rested. Focus action. For about an hour, communicate verbally with anything that has
a verbal language as though fluent in its language.
Decipher. Rested. Focus action. For about an hour, read any written form of communication as
though it was clear and straightforward, including code and mystic writing.
Journal Automaton. Constant. As long as you carry a book with you that is enchanted for this
purpose (a process that takes about an hour), it will journal your experience. It will sketch maps,
record salient bits of conversation, jot musings, and footnote research.
Light. Constant. Focus action. Create a floating fist-sized ball of light that will move with you or a
designated target, staying in the same arena. It lasts about an hour, casting light as a torch.
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The Robinihak Grimore
These ancient spells have been taught to wizards of Sky Vault for centuries, allowing them to have both
practical and adventurous expertise to lend to other travelers. ―Simplicity Girds Complexity‖ is their
motto, as they attempt to reduce problems and solutions to elegant and stylish summaries with as much
panache as possible. They have a weakness for things that glitter, high thread counts, and exotic beauty.
Lore
The reader can automatically appraise gems, clothes, and decorations by spending a few minutes
consulting the book. It also has lists of classy things to say at parties; an hour of study can grant +2
Charm for the next 24 hours.
Spell Talents
1. Control Portal. Constant. Focus action. You can speak to doors of any type. You can ask them to
unlock themselves (successful Charm check), tell you what has gone through recently, or tell a single
door to bar itself against any entry (your Commitment vs. the Brawn test of anything trying to open
it.) You can only affect one door at a time.
2. Magic Missile. Rested. Focus action. You shoot a magical bolt that automatically hits anything in
your arena or an adjacent one (visible or otherwise), doing 2 wounds, automatically hitting the target.
You can increase the damage by 1 if you take a wound.
3. Mystic Reinforcement. Rested. Gain +1 per level casting a spell that requires a roll, or do +1 wound
with a spell that deals damage.
4. Puppet Strings. Arena. Focus action. Wave your staff, implement, or fingers to make 1-3 small
inanimate objects float about nearby. They will dance if you hum a tune. If you successfully cast in
combat, they can increase your AC by 2 until you take damage from a successful attack.
5. Sleep Spell. Rested. Focus action. You can make your voice take on a somber and restful tone,
making two opponents or any number of minions in your arena that can hear you fall asleep by
making a successful Charm vs. their Commitment(s). They will sleep through any noise, but a good
shake or swift kick is all it takes to wake them.
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The Zephreese Grimore
Sages whisper of wizards so drunk with power-lust that they sold themselves to the Unseelie Court, and
in the clutches of those twisted fey they learned depths of power that should be rejected by the intact mind
of a mortal. A few of the mystic secrets they earned have been wrested from the fallen, or given by the
mad wizards to their apprentices who work their will beneath the sun. These wizards tend to be pale, with
very dark eyes and colorless hair, broken loose from any natural rhythm. If a grimore of these dark spells
could be found, it would deepen (or break) the mystical powers of any wizard.
Lore
The reader can automatically find one useful fact on the Unseelie Court and dark fey. The reader can also
find useful information on fey legendry and artifacts, and places of power for the fairy kingdoms.
Spell Talents
Curse. Rested. Focus action. You can twist the skein of fate so that one thing that you say will come
to pass—maybe not the way you think, but somehow it will come true. There must be a condition,
however; some way that the curse can be broken. There are two ways to power a curse. One is to use
a boon from a fey court. The other is to give up your life force. If the scope of the curse is too big, or
the effect too awful, then the curse will somehow rebound and while you get what you want it will
lead to your sorrow and the destruction of your own hopes.
Disguise. Rested. Focus action. You can appear innocuous, take on the appearance of a stereotype, or
furniture or a natural object, or imitate a person. (If you imitate a person, those who know the person
may test Awareness against your Cunning to see through the deception.) This can add or subtract a
foot of height, half again your weight, and change clothing and equipment (though the equipment will
not function.) Voice is covered as well.
Geas. Rested. Focus action. This compulsion can only be laid upon a willing mortal—either the
mortal agreed to terms and broke them, or gambled, or accepted the compulsion willingly (whether or
not the target was under duress is unimportant). The target cannot break the terms, or the target is
whisked away to be a slave with an unpleasant form and unpleasant duties in the bowels of the
Unseelie Court. Scope is usually limited to a year and a day for extreme service, but can be for a
hundred years and a day. Banishment, service, silence, and questing are all typical compulsions.
Object of Power. Rested. Focus action. You can split yourself in two, putting half your wounds in an
object. You cannot die as long as the object is safe (you rise somehow 1d10 minutes after being
―killed‖), but should the object be broken, your life force shatters. While the object exists, each
wound put into the object counts as a Commitment point as well. Your aging stops.
Transmogrify. Rested. Focus action. Your target can have no more wounds than your Commitment.
The target is transformed into a harmless small animal that can be killed by 1 wound of damage, and
is limited in all forms but thought to its new form. Targets with Commitment of 2 or more can still
speak in a very limited fashion. You can undo this enchantment by casting the spell again, or an
Archmage or fey noble can do so.
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Adventuring Motives
These can be randomized, they can serve as inspiration only, they can be assigned by the DM, they can be
used for NPCs… these are tools to jump-start creativity, and have no hard-and-fast rules for their use.
Generally, add other goals as you continue, so when you do get to cross one or more off, you’ve got more
to keep you going.
Here are the 12 adventuring goals that are the game’s default, with the instruction to ―choose, roll, or
come up with your own.‖ The default list uses 1d12, the rest use 1d10.
Default
1. A cleric has divined the whereabouts of a rare cure for an ailing family member.
2. You’re after the bandit that killed one of your parents.
3. An ancestor forged a mighty weapon but it has since been stolen and lost.
4. You owe a dangerous underworld lord 5,000 gold pieces.
5. You will collect something from every foe you’ve defeated.
6. You’re obsessed with finding a strange and fantastical place that most people assume is just myth.
7. A dangerous person in power must be stopped, and you’re the one to do it.
8. An old lover or friend has gone missing or is involved in something dangerous.
9. An assassin is after you and you don’t know why.
10. You must prove yourself in danger to join the guild/circle/school you desperately want to join.
11. You were mentioned in a portentous prophecy.
12. One of these days you’re going to spit in a dragon’s eye!
Archer
1. Legends speak of a bow carved from the wing-bone of an ancient dragon. You want its power.
2. A woman trapped in a tower calls to you in your dreams. Find her, reach her, release her.
3. Your father’s lands have been taken by the evil Baron. Protect the common people from his greed.
4. Your daughter was executed for poaching. Now, you shoot two legged animals.
5. Until the old magician died, your stage show was the best. Find a new act to showcase your skills.
6. A goblin smith knows how to take the night sky and hone arrowheads from it. Find him, get some.
7. You are not the best until you’ve won the [regional archery tournament.] You need the entry fee!
8. Your mother, a great warrior, insisted the sword was to be your weapon. Your defiance continues.
9. Your grandfather used to tell you stories about a quiver that never emptied. Is it your ancestral tomb?
10. That [barbaric tribe] was going to cut off your hands for trespassing. They laughed. Shut them up.
Assassin
11. Your alter-ego will become the most famed assassin in the region, while you remain unknown.
12. [Ruler] enjoyed lording his power over your helpless family. Now he thinks you’re dead. Break him.
13. Those who employ assassins usually kill them. Find an employer you can trust.
14. Your study of monster venoms (and their market value) has inspired you to harvest them.
15. What’s wrong with this country is the king. Without the king, everything would be better.
16. You were shaken by your first kill(s) and now are reconsidering. How else can you use these skills?
17. You won’t know you have ―the right stuff‖ until you’re an unsuspected triple agent.
18. Your nemesis drank a dragon’s heart blood and became immortal. You need to find a way to fix that.
19. You helped destabilize a local regime, leading to years of civil war. Best if no one finds out.
20. You cannot take on an apprentice while your master lives. And you want an apprentice.
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Bard
1. Everyone compared you to your father growing up—he was so great. Outshine his reputation.
2. Compose a ballad that spreads through the orcish homelands, commemorating one of their heroes.
3. You have heard that dragons are tone-deaf, and you just can’t stop wondering if it’s true or not.
4. If you could be appointed to the king’s court, that would be the perfect place for you.
5. You learned music because it’s easy to manipulate people with it. You thirst for authority.
6. If the ancient arts taught you anything, it’s that the world is wide open with possibility. Explore it.
7. You are a spy for the Duke, helping him keep tabs on dangerous influences in his territory.
8. A thousand years of art have given you the words, the symbols—but can you truly love another?
9. You changed your name and appearance, moved away. [Baron] hates his nickname and blames you.
10. You collect poems, ballads, and epics to return them to the Archive; it’s a public service.
Beastmaster
1. [Local ruler] is destroying the natural area where your animal friends live. Put a stop to it.
2. Poachers have ruthlessly invaded an area under your protection. Discourage further incursions.
3. An invading army is stripping your area of food and timber. Bring your troops to defend their homes.
4. Your animal friends are remarkable thieves. Steal enough riches to set up a protected forest for them.
5. You don’t need a poisoned dagger; a snake really looks like an accident. Be the best assassin.
6. Since you were a child, you’ve dreamed of riding a companion griffon. Find one, befriend it, fly.
7. From the sewers, you’ve become a masterful urban spy. Embarrass [powerful figure]’s spy network.
8. An enclave of jealous elves have put a price on your head. They don’t own the forest. Prove it.
9. You have honed your abilities so when you find the island of dinosaurs, you can rule there.
10. Don’t let anyone find out you got rich by persuading sea creatures to loot shipwrecks for you.
Cleric
1. You are dissatisfied with the leader of your church, and want regional control to do it right.
2. Harmony within and between faiths maintains the great Balance. Why can’t we all just get along?
3. The king converted, but is having trouble establishing the faith in his kingdom. Help him out.
4. It is too inefficient to be bogged down in religious bickering. Push the other faiths out, rule well.
5. Your god has chosen you for a purpose, and your church gives you space to pursue it. What is it?
6. War is brewing. Find out all you can about this area before it is behind enemy lines, report back.
7. You think you know where some lost teachings of your church may have survived! Retrieve them.
8. Local clergy are far too soft on heretics who twist church teachings. Make sure people get it right.
9. Your penniless mother insists your father was a god. You joined for food. Could it be true, though?
10. The end is nearing. The signs are right. Now is the time to exert divine will in the world, through you.
Cosmic Channeler
1. A cult worships you as a god. Better get a look at what you’re ruling. Pick a place to start conquest.
2. Your first memories were in a monastery; the monks were silent, but kind. You need to see the world.
3. Father was a god. You finally escaped the god’s followers, and refuse to be used by them.
4. Prove that you are better than wizards in every way that matters. Anything they can do…
5. Father was a demon. You grew up in isolation. Monster hunters got your family. Get them back.
6. This is a trial period, a test. You may rejoin the divine cosmic power when you get the [magic stone.]
7. Somehow you know it is your task to judge the world. When the time comes, choose wisely.
8. You know the moment of your death, and the way it happens. Live every minute until then, deeply.
9. What good is all this power without love? You cannot end yourself, but you seek death and release.
10. Humans are so neat. You’d give anything to be really human. Until then, settle for being powerful.
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Dwarf
1. Legend, of a deep gem that has a tender skin and can be…drunk. Intoxicating gems?! Find out!
2. An orphan, you struggled with ancestor worship. You find relief in the short memory of humans.
3. Dwarven grandeur smells of hiding and slow death. Humans are crude, but they are vibrant, new.
4. You want to study antiquity that is decaying away; you need partners to go to ancient places.
5. A lost dwarven city holds within it a book of lineage that can establish your claim to the throne.
6. You are adventuring to gain wealth and fame so you can marry above your station back home.
7. Your ancestor was the finest goldsmith in [dwarf city]. Find a sample of his work so you can prove it.
8. It will come to war with neighboring humans, for control of the pass. Make human friends, prepare.
9. Dying, the master brewer told you his secret ale ingredient was fairy feet. Figure this recipe out.
10. Your clan was destroyed by [raiders]. You will not rest until they are all driven from the region.
Elf
1. No one can hunt the Iron Boar north of your woods—all have died. You will bring it down.
2. Having children is… well, it’s not part of the culture much anymore. You’ll show them. Have two.
3. An ancient elven city on an island was swarmed by raiders, and unmoored from reality. Myth?
4. Your family used to train dragons, and ride them at the head of elven hosts. Could you tame one?
5. You don’t appreciate music. This deficiency shamed you out of your community. Don’t tell anyone.
6. Proof that humans are devolved elves is out there, and you’ll find it to prove your theory for all time.
7. Fey energies are draining out of the forests locally. Revitalize them, no matter the cost.
8. How you wish you could stop time. Find a way to bring youth to your elderly human lover.
9. Passing years and increasing isolation foster distrust with human neighbors. Make friends again.
10. If the rightful king were on the elven throne, elves would regain power lost to ennui.
Fey Warrior
1. Some evil force sent an infestation that killed the sentient tree in your village. Find out what.
2. The dark world and this world have been connected. Stop the coming invasion.
3. Evil fey desert thieves killed your father, and you’ve always wanted revenge.
4. You were born with the Mark, and it is your destiny to become a hero and save the world.
5. A dragon destroyed your glade, all your friends, family, pets. Kill that dragon.
6. As champion of the fey court, you have been sent out to counter a menace they identified.
7. Slightly insane, you’ve always wanted to single-handedly take out something 30 times your size.
8. Sure, they all laugh. But you are sure a boomerang can have combat application. Prove it.
9. Your sister was kidnapped by pirates. You must rescue her as soon as possible!
10. You’re pretty sure this is all a dream, so have as much fun as you can before you wake.
Fighter
1. You’ve served in three armies and a mercenary band. Now you want to give the orders.
2. Your people were conquered, survivors scattered. [General] did this, and must die before you do.
3. You inherited the secrets of your family’s combat training. Pass that training to the next generation.
4. Your pragmatic agenda hides a deep wish, a childhood dream—kill a dragon and keep the head.
5. You’ve always wanted to clear threats from an area, restore or build a castle, bring civilization, rule.
6. Your skills are excellent—but could be better. Continue to hone your combat abilities, be the best.
7. They took your sweetheart. Now, you will fight through their endless ranks to mount a rescue.
8. You bear the mark. In the prophecy, you’ll be the last one standing, deciding between good and evil.
9. Magic! Magic weapons, armor, rings, loincloths, all of it! You totally want to glam out in bling!
10. Home was a cold, dark place. All you’ve ever wanted, trained for, dreamed of, is death in battle.
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Gambler
1. Mother was a master gambler. [Rich noble] lost to her, called her a cheat, and killed her. Get revenge.
2. You’ve always wanted to play with a castle as stakes. Win or lose, what a rush.
3. Everything else you’ve ever tried was a disaster, gambling is all you’re good at. Prove your worth.
4. These impressive skills came at the cost of impressive debts—and now there’s an impressive bounty.
5. No one must know you grew up on a farm. You’ll never labor again. Use games to build security.
6. Adventuring! The ultimate game of chance. Luck and skill interweave. You get paid or die.
7. Bankrupt parents, three ex-spouses, a dozen broken hearts—you’re a taker. Can you learn to give too?
8. What will be, will be. Choice is nothing in the universe’s random chance. Is your fate fame?
9. The first game where you won clothes, weapons, and a horse, you were hooked. Get rich. Quick.
10. Something’s wrong with you. You like crushing people’s pride. The world is full of it. Get busy.
Ghim
1. It is sloppy, that pass overlooking monster-haunted plains. It needs fortification. Get it fortified.
2. Malshuk was the founder of Ghim thought and philosophy. He wrote a book lost to legend. Read it.
3. When they raided your homestead, [raiders] took your best hammer, a family heirloom. Get it back.
4. You grew up hearing rumors that the West Gate of [city] was built by Ghim centuries ago. Verify.
5. The most tragic thing you ever saw was a battle between Ghim and their dwarf cousins. Make peace.
6. You always wanted to build a castle; you’ve dreamed up the floor plans since you were small.
7. Human brewers beat the Ghim in a beer festival. Find them, sample their beer, judge for yourself.
8. The lost city of [name] is legendary among Ghim, examples of their early architecture. Find it.
9. Your cousin disappeared, you heard rumors a necromancer is experimenting on Ghim. What?!
10. You’ll never have a chance to work with dragonscale unless you collect some yourself.
Gladiator
1. They said it was all fake in the arena, all rigged by the corrupt fixers. You must prove your skill.
2. You were sold to the arena a slave, your family killed. You must someday return home to bury them.
3. The arena lost its spice. Only death spices the boredom. Only mortal combat catches your interest.
4. There is a down side to betting on yourself. An impressive debt leads to impressive collectors.
5. They wasted your potential. The rewards, greasy coins and grudging respect. You can do better.
6. A cultural reform shut down your handler and the arena owner, you’ve been ―liberated.‖ Great.
7. You found religion. The whispers of your new god say you’ve been prepared for…something else.
8. So now they allow giant reptiles with armor and spikes in the arena. Time for a new line of work.
9. The brutal man who trained you never let you see his face under the leather mask. Now you’re ready.
10. You were inspired by what happened to the martyrs in the arena. You want that kind of meaning.
Goblin
1. You were a little too tasty to stay home with your big family. Become less tasty, so you fit in.
2. When you ate your dead da, you got his wanderlust. At least you got his sneakiness too.
3. Legends speak of a way to block the sun, so the whole world is twilight. You can make it happen.
4. Once, at a feast, you had elf bacon with orc gravy and a dwarf drumstick. Recreate the feast.
5. Your people are underestimated fighters. Lead a surface settlement. Evict current occupants.
6. Figure out a way to cheat so you can beat an ogre at an eating contest. Tell everyone the story.
7. Your granda was famous for having 1,000 gold pieces. Double his record, overshadow him.
8. You have 18 whelps. Feed, equip, and train them so they’ll serve you in a few years.
9. You will extract an apology on behalf of your people from three powerful local rulers.
10. Your chief picked a local mine as a new settlement site for your people. Clear it of current miners.
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Hobbin
1. You can out-do your brother—get hired in a human court as a minstrel, not as a fool.
2. A branch of the family crossed the mountains 800 years ago. What songs do they sing now?
3. It’s been called a squeezebox, accordion, and Devil’s Lament. Popularize the instrument!
4. Grandpa was a coward, he had no stories of his own to tell you. Get stories to tell your grandkids.
5. You are small, but mighty. Seduce an elf. Show your conquest that size isn’t everything.
6. Educate the wider world that Hobbin are responsible for orcs no longer wearing kilts. Show why not.
7. You will own an inn. The people that come there will be safe and happy, with good food and music.
8. Raised in a ghetto in a [race] city. Your family fell to crime or starved. Reclaim them with wealth.
9. Three generations ago, your family stopped keeping up the genealogy book. Find family, fill it out.
10. They call it Wizard’s Weed. It’s way, way better than normal pipeweed. Keep yourself supplied.
Hunter
1. You’ll mount a dragon head on your wall, or you will die trying.
2. Your clan was scattered when the [elves? orcs?] drove humans out of the forest. Get revenge.
3. The legendary [place] was naturally beautiful, now polluted with evil. Return it to its pure state.
4. Humans make no sense. Why won’t the elves allow you into their society? Find acceptance.
5. It was a cold winter of famine when you discovered delicious human flesh. Eat more. Secretly.
6. You were imprisoned for poaching as a pre-teen. The Baron values sport more than life. Punish him.
7. Your mother said your father was killed in a raid, but he sent you a letter last month. What?!
8. You want to track prey across every biome, snagging one prize trophy from each.
9. The [animal] is your totem and inspiration, and they are being hunted to extinction. Preserve them.
10. You will gather hunters to your banner, and ride the Wild Hunt through [the city]. Glorious.
Kiskov
1. You always wanted to have your own ship so you could chase that tease of a wind past the horizon.
2. You were chained to a rowing bench and whipped for years. Now free, you need some closure.
3. Raiders stole a shield from your clan that was marked with tribal wisdom. Find their stash, reclaim it.
4. Most of your people feel light armor is more than enough. You long for a heavy metal set of plate.
5. Until you avenge your ship, you will bear its rudder as a very heavy weapon in battle. Get the pirates.
6. You were orphaned, raised by humans. Find your family lineage so you can amplify your honor.
7. An assassin lied to you and tricked you, then killed your father. Find and kill the assassin.
8. You want to fund a stone wall around your home village, to help protect from coastal raiders.
9. The generation before yours was depleted by slaver raids. Find and release your kin.
10. Your father swore, blinded and tortured to death, his child would grind the torturer underhoof. Do it.
Knight
1. Your lands are granted by a lord that feuds with the rest of your family. Make peace between them.
2. You send troops to one of your lords, you support another; end their war before fighting your troops.
3. The one you love is not an advantageous political match. Find a way to marry anyway.
4. Your family supported the loser of the recent civil war. Protect them from the consequences.
5. Your pious family supports the church. Corruption in the church threatens your honor. Fix it quietly.
6. Your rival is granted a patch of land in the middle of yours by your lord. Arrange for his disfavor.
7. If you hosted a tournament, that would raise your family’s esteem. It won’t be easy or cheap.
8. You will be a Duke. That involves gaining prestige with the royal family. Stop at nothing to do so.
9. Raised by a rival noble house as an exchange prisoner, you must gain the trust of your own family.
10. Your domain is rebellious and discontented. Quell all dissent and make them productive.
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Mechanic
1. The Gate of Lions has a hundred thousand tons of machinery. You’d do anything to see them.
2. Flying must someday be within the reach of the common person. This is your mission—figure it out.
3. You’ve studied scraps of lore on the Dwarf Tomb of [Thane] your whole life. You can beat its traps.
4. Academics withhold respect to protect their status. Go out in the world where value is on usefulness.
5. You grew up in the shadow of the ruined clock tower. Someday you’ll repair it.
6. [Ruler] hired your father to build a tomb full of traps, then killed him to keep its secrets. Loot it.
7. You’ve got ideas. Ideas! You WILL build a device that lets people walk on water. You WILL!
8. All these crude shapes. You want to work on fine steel, precision craftsmanship; raise your standards.
9. You have this idea for a gun. A big gun. Or, maybe, a fancy gun. Anyway, invent an awesome gun!
10. You’ve heard legends of clockwork robots. You want to find them, see what makes them tick.
Monk
1. Your technique of wheel-kicking arrows away from your chest needs work. Annoy some archers.
2. The armor of the fish bends and yields; so must your protective focus flex. Seek and survive danger.
3. A group of bandits are bullying trade on the mountain pass. They threw you off a cliff. Punish them.
4. Your elderly master struck a stone once, smiled with his withered lips, died. That means something.
5. The head of the monastery cannot return to the celestial realm without a mystic stone. Help find it.
6. Legends whisper of scrolls teaching the one-finger death-touch. Find them, master it.
7. The duck walks, flies, and swims. Yet its feathers are lines or curls. You are master of triangles.
8. You will design a fighting style based on the mighty ape, to do very heavy damage. Someday.
9. The gray ribbon and scarlet leather bag are significant. You have something to learn from them.
10. You’ve spent years begging at The Gate, waiting for the one marked by fate. Now, follow that one.
Musketeer
1. The king’s stinking son fired you. Prove your mettle so you might protect royalty again.
2. Your father was a musketeer, and taught you all you know. You wish to join them!
3. You were a pirate who killed a musketeer and took his stuff. Can you prove worthy to wear it?
4. You are looking for the six-fingered man who killed your father so you might kill him.
5. Your mission is secret. Who menaces the throne? Find out, and return home.
6. Left for dead on the battlefield, you have returned to settle the traitor who stole your fiancée.
7. Your love for the prince/princess can never be, so you left. Seek death or a way to embrace your love.
8. A traitor among the protectors of royalty banished you, but your duty to expose him/her is clear!
9. You learned guns from the dwarves, fencing from the elves. Time to learn magic.
10. Your great grandfather is a legend, and your family history tells of his tomb in the mountains. Visit it.
Necromancer
1. Revive the culture that revered the God of Death and his high priesthood, necromancers. Get respect.
2. Join the court of the local ruler when he finds he needs your undead to bolster his weak armies.
3. He insulted you; drain the church’s leader to death to bolster your age, to accept his apology.
4. There are a thousand secrets whispering in the skulls of the [local catacomb]. Get through security.
5. You command great power, but still she does not know you are alive. Woo her, gain her love.
6. All these arena fodder you can make—gain fame running a gladiatorial arena, and get stupid rich.
7. Take on apprentices, and found an order of necromancers—named after you, of course.
8. Your dream castle is occupied by an annoyingly cheerful noble. Haunt it, and inherit when they leave.
9. Research has shown at least 2 grimores with further death magic. Increase versatility with knowledge.
10. Murder the jerks who pushed you around as a kid, animate their corpses, and get appropriate revenge.
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Ninja
1. Your master let you take the blame for him, you were glad to do so. How can you serve him in exile?
2. A ninja clan fought a dragon; spectacular. Only you and the dragon survived. That’s one too many.
3. You were proud to serve as a spy, but they wanted you to be an assassin too. Live better than that.
4. Everybody but you knew that those who use assassins usually kill them afterwards. Fake your death.
5. There are scrolls that contain mystic secrets to boost stealth and potency. Find them, study them.
6. You escaped from a rival clan that has sleeper agents everywhere. Anyone could be ninja. Stay alive.
7. You can’t attack a rival clan directly; do what you can to help their enemies find them to death.
8. You escaped your clan when you discovered they serve a demon. Expose them before you die.
9. Lacking necessary amoral detachment, you were evicted. Prove you’re heartless, get back in.
10. A legendary sword is rumored to allow ninja to flicker in and out of reality. It must be yours.
Noble
1. You were an illegitimate child, raised with benefits but unable to inherit. Well, you should inherit.
2. Third in line for title and lands, your mother suggested you become a cleric. Seriously. Inherit!
3. Your lands were on the border of the kingdom, lost in the last war. Get new lands.
4. You were born to title, refinement, and debt. Elevate your family’s fortunes once again.
5. Father had integrity, and it got him assassinated. His killer and the contractor must pay.
6. Your family has a legacy of even-handed rule and wisdom. You want to be worthy of the name.
7. There are six men in line between you and the throne, and that’s seven too many. Get in there.
8. The Queen has entrusted your line to protect [a secret treasure] six generations. Prepare for your turn.
9. You are the last of your line. Make heirs and defend what’s left of your dreary little fief.
10. You are the [prince/princess] in disguise, learning about the land you will rule someday.
Nomad
1. The [civilized faction] is trying to fence your ancestral lands. Keep them open. Whatever it takes.
2. The bloodline has thinned, but a divine stallion once interbred with mountain horses. Find a mount.
3. Some of your rider peers were captured by pygmies in a raid in that weird valley. Rescue them.
4. You would do anything to marry the chief’s daughter. First, you must outshine your rivals.
5. The herds sicken, the grass coarsens; your tribe needs new territory. Scout some out, transplant them.
6. Every year the [monster] raids get worse. Find a way to strike a decisive blow to protect your people.
7. The wintering location where you were born was destroyed by fighting wizards. Punish them.
8. You want your own herd, your own followers, and noble status. You want to be a secure wanderer.
9. Legends tell of the founder of your tribe’s brother, who crossed the mountains. Find the lost tribe.
10. If the stories are true and there are many dimensions, you’d like to see some of them besides this one.
Orc
1. Life was good when your tribe raided farmers to get food and fun. Then the army came. Get revenge.
2. When you tested your toughness to be an adult, in the desert, you had a vision. Find what you saw.
3. Your granddad had sex with 82 humans. You can beat that record, no problem. Yay half-orcs!
4. Your clan settled in a district in [the city], tried to get along. Now it is a ghetto. Lead them out.
5. Every matriarch in your clan eventually headed off to fight a dragon. Now it’s your turn.
6. Everybody goes on and on about how tasty elf babies are. Find out for yourself.
7. You will be the lord and master of a clan of goblins that will see to your every need or get mashed.
8. There is supposed to be this axe only orcs can lift that can chop walls in half. You want it.
9. You were supposed to kill all trespassers, and you didn’t, so now you’re an exile. Regain your honor.
10. A hero in his nasty little burrow, [dwarf champion] murdered your clan’s leaders. Eat him.
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Primordial Ape
1. Wizard created you and others to guard his fort, died long ago… you got bored. Find a new purpose.
2. This is a terrible curse. You are human, but your mind is trapped in—this! Get the curse broken.
3. The jungle, then the captors, then the zoo, then the fire, then the long swim—now here. Stay free.
4. Can a human ever love a beast? Or, at least, have sex maybe? But love is better? Sigh.
5. Weak and puny, they need steel and all sorts of weird things. Your people should rule instead.
6. The flash of light, and you were ripped from your world and brought here to guard a jewel. Get home.
7. Wouldn’t it be cool if you could get a bunch of cages and keep some humans as ―exhibits‖?!
8. They trained you to fight in the arena, to maul and scream. Now they don’t like it. Huh. Do it anyway.
9. You weren’t like other apes. You left. Thought about things. Now you can read. Learn more.
10. Legend states an ancient race of spell-casting serpent people hid in ape form from the human hunters.
Prostitute
1. This life is beneath you; you were not born to prostitution, after all. Regain your noble status.
2. You were seduced, lured from your home, and abandoned in a strange city. Get revenge.
3. The victorious army that destroyed your home considered you part of the loot. Be free again.
4. The Count will kill you if you do not help him influence the Prince. Get clear of the politics!
5. You hear some dragons can take humanoid form, and have remarkable skills. How good are they?
6. You were desperate. The cult paid you to couple with a demon. The spawn is on your conscience.
7. Enough of this. Find a wealthy patron and become a well-fed pampered pet already.
8. This was to be your assassin training, to get close to a target. Where has your mentor gone?
9. You have four beloved children to feed, and jobs are scarce. See to it they survive to adulthood.
10. [Church] wrecked your life with charges of adultery. Seduce their leader, see how they like it.
Questing Knight
1. The king is ill, but if you can find a mystic chalice of healing, he will recover and the land prosper.
2. You just completed serving a hundred years and a day in a faerie circle; get your bearings, purpose.
3. A giant in a cloud castle has captured the princess; you must find the castle and rescue her.
4. A wicked faerie queen put everyone in the castle to sleep; somehow, get past the thorns, wake them.
5. Great evil is bound by six signs, and a dark cult has set about collecting them. You have one.
6. There is a sword that destroys all undead it touches. You need it to release the Lich King.
7. A Crimson Knight has been killing erstwhile champions, lairing at [mystic place]. Discover his secret.
8. You once broke a faerie noble’s heart, plunging the faerie realm into civil war. Make peace somehow.
9. The Queen’s champion has disappeared while questing for her. Discover his fate, maybe replace him.
10. Bound in black armor, you may not speak or rest until the dark faerie kisses you—again. Find her.
Samurai
1. You carry your family’s daisho. You must use them to atone for the shame your grandfather incurred.
2. The daimyo is insane, there is a demon possessing the court. Slay the demon before you are caught.
3. Your daimyo was poisoned, now you are ronin. Slay his poisoner, to regain your honor.
4. You’ve been ronin a long time. You just found out your dead master has a son. Find him, serve him.
5. Your mission is to find the demon who slew your daimyo’s grandmother and avenge the family.
6. Great-grandfather’s daisho was melted by a dragon. Forge new honor swords to kill the dragon.
7. Your daimyo’s lands are by a monster-haunted battleground. Buy breathing space with raids.
8. Father committed seppuku to protect family honor because he was cornered by a rival. Get revenge.
9. Your family daisho are possessed by outlanders. Get them back, regain family honor, use the blades.
10. You must uphold your honor and obey your greedy daimyo; how can you bring justice and honor?
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Scholar
1. Your theories about a lost race underground were mocked in academic circles. Get proof.
2. While a local ruin has been thoroughly scoured over time, you have evidence they missed something.
3. To gain tenure at your institution, you must publish an academic paper requiring some field work.
4. Your uncle dug too deep into forbidden knowledge and became a necromancer. You aren’t like him!
5. Banished from your university for dueling. Well, now you’ll need that sword.
6. A whirlwind romance with a student led to a lot of angry male relatives pursuing you.
7. The Dean stole your work and got promoted. He’ll not enjoy his new post long.
8. You wish people would just shut up about the fire in the library. It was an accident.
9. Only three books left to collect, and you’ll have all 87 that Dovidicai the Sage wrote on zoology.
10. Your father insists you’ll be a lawyer. So you traded your inheritance for all this wonderful freedom.
Scout
1. You were scouting ahead when [foes] wiped out the hunting party your father led. Avenge him.
2. Just a conscripted kid, you were left for dead miles behind enemy lines. Never leave anyone behind.
3. Life’s greatest joy is sniping leaders when they think they are safe. Do it over and over again. Ha!
4. There is something rewarding about treading where no sentient has been, ever. Blaze new trails.
5. Someday, the outcome of a war will hinge on you getting critical intelligence to a general…
6. You have scouted many strange situations, but you long to scout another dimension.
7. You’ll keep bringing better and better gifts to [your crush] until it’s obvious you’re the best choice.
8. Grandpa said your family is special, and if you drink the blood of a dragon you can be a wizard!
9. Your family has escorted people through the [difficult area] for 5 generations. Find a new route.
10. The rest of your skirmishers are prisoners of war, and you are the only one who will rescue them.
Shaman
A woman weeping blood follows you. Find out what distresses her, so she may rest.
Your granddad said your totem spirit would be the yellow-bellied goat-sucker. Find that spirit.
In the distant mists of time, your ancestor domesticated wyverns. Get a wyvern mount.
You hire out to treasure-hunters to help them get what they’re after—and to get a decent cut.
Necromancers! So disrespectful, so hideous, so—so wrong! Find those monsters, stamp them out.
There has got to be a trick to breathing water, and you’ll find a spirit to teach it to you.
You strain to hear and understand the music of dawn, and you try to recreate it in this world.
The king’s uncle does not appreciate the spirit you loosed in his chambers. Don’t get caught.
You fell in love with a tree spirit, but nothing good can come of it. Try to forget her. Fail, but try.
Your rival got you fired. Capture the spirits of his ancestors. Renegotiate your relative positions.
Shokoro
1. Once every thousand years a dragon may pick one of your tribe for a mate. Prepare a mating display.
2. When you used to raid caravans you developed a taste for human liver. Arrange for a steady supply.
3. The ancient grudge war between the apes and the Shokoro can never end. Kill an ape, wear its hide.
4. Dwarves built a dam above your swamp, and are drying it out and building on it. Smash the dam.
5. A mystic tarry mud can turn you pitch black and give you magic powers. You may know where it is.
6. The shamen of your clan said you’d destroy the clan, so they banished you. Make that prophecy true.
7. You want to be a pirate. The sea, the warmth and sun, slaughtering prideful mammals—blissful.
8. A strange sickness is afflicting the scales of your clan. Find the source, and a cure, before it’s too late.
9. Shamen used to make a gem you could swallow to be warm even in the cold. Find one, swallow it.
10. Like your mighty ancestors, you plan to ride a Frilled Three Horn as a mount. Then you’ll be cool.
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Swashbuckler
1. No one can seduce the local [powerful figure]’s young adult child. Except you, naturally.
2. You will captain your own ship someday.
3. Men, women, children, and pets have died so that this treasure map could come into your possession.
4. Until you break the curse, going out in the open sea could be very, very dangerous for you.
5. Your long lost kinsman is forcibly held in the local magistrate’s prison. That cannot stand.
6. They thought you were murdered by pirates, but you joined the crew. Now you’re back.
7. Loyal to the captain, you were left on a spit of sand by a mutinous crew. You’ve been rescued.
8. You are the only one still living that has been to the legendary lost island.
9. They say your father was a powerful pirate lord. You’d like to meet him.
10. The local law hung several of your crewmates for piracy. MOST irritating.
Sylari
1. Horrible things happened to Sylari in the collective mind, in [an area]. Investigate cautiously.
2. A cult of necromancers have sworn to subvert the Great Tree. Organize resistance to stop them.
3. You have heard legends among the fey of those like you born of the ocean. Could it be true?
4. Make it safe to colonize a war-torn badland to help it heal and be green again.
5. An evil, cruel warlord called your people ―meat salad.‖ End the warlord’s ruthless pillaging.
6. Legends speak of a ―waking wood‖ as flexible as you are, as a weapon, pet, and armor. Get some.
7. [Plant] with unique healing properties is almost extinct. Harvest it where it grows, cultivate it.
8. You have been chosen; when the Great Tree releases a seed, you will take it to its new home.
9. Rescued by elves when you were very small, you grew up around them. Now, you defend their home.
10. The things you’ve seen… the woods have many enemies. Destroy what you can to save them.
Thief
1. You were jailed for trying to steal [famous gem]. You’ve escaped. Get it right this time.
2. Nobles have a grand dance at the [annual festival]. Every year, you sneak some jewels. Keep it up.
3. Mother wouldn’t tell you who your father was. Now she’s dead. You think he’s famous. Find him.
4. This region’s hero has a legendary sword. Get the sword, sell it to the orcs—you have a fence.
5. Someday you want to be a crime lord, organizing illegal activities so it runs smooth and lucrative.
6. No one knows what happens in the south tower of the palace. So it must be something expensive.
7. [Famous villain]’s tomb was designed to trap him and his cursed wealth inside. Beat it, be famous.
8. The King’s daughter has a door with 13 locks, it’s never been defeated. Get in there.
9. Your crazy mother left you with a huge debt to a local crime boss. Pay that thing off or die.
10. A legendary staff has six parts, and when assembled, enormous power. You have one part.
Tumbler
1. You are the illegitimate child of a powerful noble in the region. Wouldn’t it be nice to be recognized?
2. After years in prison for a crime you did not commit, you want to find out who framed you.
3. The only way to get close enough to the Baron to kill him is to be invited to perform at his court.
4. You’ve never seen a giant laugh. Wouldn’t that be something? You could make it happen.
5. There are 19 coaching inns on the [trade route] road. You must have sex in each of them.
6. Your true love was lost to you when the authorities purged [town] of gypsies. You must find her.
7. The captain of the guard in [town] murdered your spouse. Seems fair to seduce his/her spouse!
8. [City] has a very exclusive entertainer’s guild, and you think you should be a member.
9. The greatest entertainer of the age vanished into the mists of the [region] legends. Find him.
10. Yeah, wealth and a noble’s life of ease. It can be yours, if you play the angles just right.
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Wizard
1. As a teen, you traded your soul to a demon for mystic ability for 21 years. You don’t want to pay.
2. You come from a long line of gifted wizards; if you don’t earn your place in the family, shame.
3. Your master expects you to do all the work at the tower. Get rich, live in comfortable ease.
4. Ugly rumors, demons have been hunting wizards. Find out why before you are next.
5. A local cleric has been stirring people up against wizards again. Embarrass and discredit him.
6. You should be in charge because you’re smartest and most gifted. Build a following.
7. Demands everywhere! Build and equip a tower for research, where you can have peace.
8. If you officially finish your training, you’ll be drafted into the military. You escaped—stay free.
9. You were only a child when the necromancer killed and raised your parents. Get revenge.
10. You will become an Archmage. Gather as many spellbooks and items of power as possible.
Zealot
1. The Lord of Six Thousand Gates has its grip on the gate to this world next. It will open. We will end.
2. The iniquity of sexual practices in this world have risen as a tide of filth, we are running out of air.
3. You were a scholar, a student. And you cracked the code in the scripture imagery. Too much truth.
4. Your alcoholic parents beat the demons out of you when you were small. They missed a few.
5. No one must know what you did, the bargain you struck. You’ll glut demons with other souls instead.
6. If it was possible for [holy warrior] to be struck down, the gods have indeed abandoned us!
7. You were one of the ―survivors‖ of the assault on the [ancient ruins]. You understand what you saw.
8. All the churches are false. The gods dropped the world. We must repent before it lands.
9. As long as one true believer remains in each city, the world will not be destroyed. So few left…
10. They said there was no forgiveness for your crime. They tortured you. You eventually believed them.
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Optional: Level Titles up to Fourth Level
Usually you get your title from an organization, or you pick one yourself. There is no usefulness for these titles beyond flavor; you can choose
one to describe yourself, or the DM may allow players to use these as a code to communicate their level to one another in-game.

1.
2.
3.
4.

Archer
Yeoman
Sharpeye
Targeteer
Arcmaster

Gladiator
Entertainer
Favored
Champion
Dreadnaught

Ninja
Sneak
Whisper
Spy
Shadow Warrior

Scout
Lookout
Skirmisher
Vanguard
Sniper

5.
6.
7.
8.

Assassin
Killer
Murderer
Cleaner
Sealer of Fate

Hunter
Woodsman
Tracker
Stalker
Predator

Noble
Schemer
Politician
Contender
Diplomat

Shaman
Initiate
Spirit Talker
Seer
Conduit

1.
2.
3.
4.

Bard
Busker
Minstrel
Wanderer
Loremaster

Knight
Elite
Leader
Champion
Lord/Lady

Nomad
Horseman
Outrider
Centaur
Steppe Wind

Swashbuckler
Pirate
Marine
First Mate
Captain

1.
2.
3.
4.

Beastmaster
Trainer
Whisperer
Animal Friend
Wilder Ally

Mechanic
Greasemonkey
Journeyman
Machinist
Master Inventor

Prostitute
Dalliance
Affair
Willbender
Seducer

Thief
Rogue
Footpad
Burglar
Shadow

1.
2.
3.
4.

Cleric
Acolyte
Faith Keeper
Adept
Priest

Monk
Wise One
Teacher
Student
Fool

Questing Knight
Squire
Knight
Seeker
Grail Knight

Tumbler
Busker
Talent
Class Act
Celebrity

1.
2.
3.
4.

Fighter
Man-At-Arms
Mercenary
Warrior
Hero

Musketeer
Hand Gunner
Duelist
Agent
Paragon

Samurai
Warrior
Tactician
General
Artist

Wizard
Prestidigitator
Conjuror
Theurgist
Magician

1.
2.
3.

Gambler
Card Sharp
Player
Dealer
Luckmaker

1.
2.
3.

1.
2.
3.
4.

1.

Necromancer
Dabbler
Blasphemer
Puppetmaster
Dark Master

1.
2.
3.
4.

Cosmic Channeler
Sparker
Torch
Blaze
Inferno

Fey Warrior
Protector
Quester
Fatebearer
Legend

1.
2.
3.
4.

Dwarf
Shortbeard
Stout
Defender
Clansman

Ghim
Crafter
Artesian
Foreman
Architect

1.
2.
3.
4.

Elf
Wanderer
Whisperer
Quickbow
Warden

Goblin
Skulker
Sharpeye
Rutterkin
Trickster

Scholar
Teacher
Professor
Expert
Authority

1.
2.
3.

1.
2.
3.
4.

1.
2.
3.

1.
2.
3.
4.

Zealot
Street Preacher
Prophet
Visionary
Oracle

Hobbin
Yeoman
Bounder
Sheriff
Hearthlord

Primordial Ape
Howler
Freak
Monster
Lord of the Apes

Kiskov
Warrior
Oath Taker
Champion
Lord of Honor

Sylari
Leafkin
Sapling
Heartwood
Root

Orc
Thug
Raider
Boss
Chief

Shokoro
Thick Coat
War Coat
Shimmer Coat
Gem Coat
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Character Advancement
How Characters Level
Characters gain a level when their players spend 12 Awesome Points through them. Players may
choose to level together as a group, or individually. They may make this decision at the beginning of each
game session, and that decision is only binding for the duration of that game session—however, if they
choose to level as a group, at the end of the session they do not record spent Awesome Points towards the
next level, or current earned Awesome Points.
Leveling Individually. When the player has spent 12 Awesome Points through the character, when the
character has at least 10 minutes or so to rest and reflect, the character gains a level.
Spent Awesome Points and earned Awesome Points are recorded at the end of the session, and that’s
where the character starts at the beginning of the next session.
Leveling as a Group. All the characters level at the same time, when each player has spent 12 Awesome
Points through their character in one session.
At the end of the session, spent Awesome Point tracking drops to 0, and earned Awesome Points drop
to 0, so the group starts at 0 together at the beginning of the next session (even if different players or
characters are in play).
Players may share earned Awesome Points with each other as well as awarding them out of the bowl.
When the group accomplishes something (surviving a fight, solving a puzzle, or completing any
encounter that advances the story or serves as a victory somehow) the DM awards each character 1
Awesome Point from the stack.
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 template.
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 48 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.
o Characters have default extra languages equal to their Awareness bonus.
They may choose to learn to play a musical instrument proficiently, or be skilled in another artistic
expression, instead. (They may also take a musical instrument or other artistic expression instead of a
bonus language at generation.)
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Some templates allow players to gain other advantages for their characters besides an Attribute point
if they choose.
If the player decides to wait to gain a new Talent, the player can still raise one of the character’s
Attributes by one.
As noted on the racial templates, there are maximums to attributes based on race.
Race
Human
Cosmic Channeler
Dwarf/Ghim
Elf/Fey Warrior
Goblin
Hobbin
Kiskov
Orc
Primordial Ape
Shokoro
Sylari

Awareness
8
10
8
10
10
10
8
5
10
10
10

Brawn
8
10
8
5
5
5
12
10
12
10
5

Charm
8
10
5
8
5
8
5
5
5
5
8

Commitment
8
10
10
8
5
8
10
8
5
5
5

Cunning
8
10
5
10
10
10
5
10
8
10
8

Daring
8
10
8
8
8
8
8
8
8
8
5

Optional: Gaining a Wound.
Instead of gaining a Talent or an Attribute point, the player can choose to add 1 Wound to the
character’s capacity, writing ―Tougher‖ as a constant ability Talent.
o This can be done once per ―Brawn‖ point.
 If ―Brawn‖ points go up from increasing Attributes, then the capacity to gain
―Tougher‖ multiple times increases too.
o These extra Wounds stack with Wounds granted by Talents or Inherent Abilities.
Gaining a New Inherent Ability
When a character has 2 Talents from a template, the player can decide to switch the current base template
to be the one that was previously cross-class.
At that point, the character must gain at least half new Talents from the new base template.
If a character gains 5 Talents from a base template that the character did not start with, then the
character may gain the Inherent Ability from the base template instead of a Talent or Attribute +1
when leveling next.
o The exception is racial templates. Unless the character is allowed to be a ―half breed‖ by the
DM, the character cannot get a racial Inherent Ability.
Example:
Bill starts as a Wizard, with that Inherent Ability. He starts with ―Menace‖ and gains ―Counter-Spell‖ at second
level and ―Arcane Protection‖ at third level.
Intrigued by thieving, he makes friends with a thief that trains him; at fourth level he takes ―Endless Daggers‖ and at
fifth level he takes ―Backstab.‖
He now has 3 Talents from Wizard and 2 talents from Thief. He decides he wants to pursue Thief more than
Wizard, so he switches his base template to Thief.
o He can now learn Thief talents without training, but would need training to gain further Wizard talents.
o He may gain no more cross-template Talents than Thief talents—but his previous Wizard Talents don’t
count as cross-template.
At sixth level he takes ―Busy Hands.‖ At seventh level he takes ―Distraction.‖
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Bill makes friends with an order of warriors who train him as a Fighter too.
At eighth level he takes the Fighter Talent ―Exploit Weakness.‖ At ninth level he takes the Fighter Talent ―Heft.‖ At
tenth level he takes the Thief Talent ―Quick Reaction.‖
Now he has all 5 Thief Talents—he is fully trained.
At eleventh level he takes the Inherent Ability: Opportunity Knocks. He does not get to raise an Attribute, since he
takes the Inherent Ability and it is more demanding than a Talent alone.
He can either switch his base template back to Wizard, or keep Thief and continue to get cross-template Talents
(up to five, and he has two), or switch his base template to Fighter (since he has two Fighter talents already.)
o If he focused on the Fighter template, he could gain the remaining three Talents, and at fifteenth level
he could gain the Inherent Ability: Steely Eyed.

http://fictivefantasies.wordpress.com/

95

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.
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 move action.
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.
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Backgrounds
Instead of gaining an Attribute point upon leveling, a character can gain a background point instead.
These are subject to the DM’s approval, and represent connection to the game world.
Contacts
Contacts are people in a network that the character has met while adventuring, who are willing to help.
Upon leveling, the character can forego the +1 to an attribute, and get 1-4 points of Contacts, depending
on the power of the network.
4 points: a group with little to offer.
3 points: a group with local resources.
2 points: a group with specific expertise or local power.
1 point: a powerful group.
To use the Contacts, the player rolls 1d12 +1 per Contacts rating.
The player can add 25 gold to get +1 on the roll, before rolling, using some money to sweeten the
deal for the existing relationship.
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.
Contacts may be able to provide henchmen, equipment, transportation, shelter, and an introduction to
meet someone shy or connected.
Here are some sample contact groups. The number is how many points of ―Contact‖ a character would get
by spending the attribute point on them. These groups can be made up on the fly, and they can overlap.
Pembriss Scholars. (1) An elven lore center, they have incredible stores of ancient legendry and
primary sources. A deep network of adventurers is in their hire, finding out information about
wealth and danger on a wide-spread basis on sea lanes.
Khuselb Wizards. (2) Can provide enchanted potions, research into divinatory lore, travel
conditions along the Fydria trade route, contacts in Baffram.
Gellsetch Auction House. (2) Can provide shady labor and experts, buyers for rare antiquities,
access to fenced goods and magic, rumors from the criminal and law communities of Baffram and
surrounding areas.
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Baffram Court. (2) Noble intrigues, invitations to parties, the best gossip, contract services
nobles use (including guards, entertainers, criminals, crooked lawmen, private investigators,
wizards, etc.)
Fydria Traders. (3) Contacts along the trade route collect information about what goods are
moving, who is wealthy, who is criminal, who is mysterious, and what opportunities and
resources exist up and down the long, long trade route.
Hobbin Sheriffs of Medria. (3) Anything that happens near or within the boundaries of Medria,
the hobbin enclave, is known to the sheriffs. They also gossip freely with hobbin that travel in the
surrounding areas, whether attached to the wealthy as cooks and entertainers, or keeping a low
profile and listening in on local threats. They can provide excellent food and shelter, and they
have access to many grateful merchants.
Nhel’s Trade District. (4) The slums and back shops of Nhel, poorest quarter of Baffram. Sure,
people hear things sometimes. More often, there are friends here who will hide you, get you
equipment, help locate expertise for criminal activity, and spread the word on your behalf in
Baffram.
Domain
Domains are locations or networks ruled by the character.
Upon leveling, the character can forego the +1 to an attribute, and get 5 points of Domain. The DM can
add up to 4 more points of Domain with each purchase or upgrade to add Unrest.
Once a quarter, the domain’s finances are summarized. Roll 1d10, -1 for each point of Unrest.
1. Lose [Domain x 10] gold, then reduce the Domain by 1.
2. Lose [Domain x10] gold.
3. Lose [Domain x5] gold.
4. Break even.
5. Break even.
6. Break even.
7. Gain [Domain x5] gold.
8. Gain [Domain x10] gold.
9. Gain [Domain x10] gold, then increase the Domain by 1.
10. An adventuring possibility has serious implications for the future of the domain.
There are six kinds of domains. Any character type can get any domain type, but some are better suited
for specific character types than others. Listed below is the type of domain, and roughly what its scale and
composition is for the first 4 levels of Domain.
Type
Border
Church

Outpost.
Shrine.

Size 5

Size 10
Fort.
Temple.

Noble
Spy
Warlord
Wizard

Mansion. (Sir)
Route, special interest.
Warband.
Library.

Castle. (Lord)
Town and area.
Fighting unit.
Apprentices.

Size 15
Fortified Town.
Worship and admin
In an area.
Town and area. (Baron)
City and region.
Small army.
Tower.

Size 20
Fortress.
Worship and admin.
In a region.
City & region (Duke)
Large army.
School.

Unrest
When the character uses the Domain, the DM can at any time roll for Unrest, and if rolling equal to or
under the Unrest total, the Domain shows it is not fully under its master’s control.
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o This is deliberately vague, to cover the widest range of entertaining Domains.
When the character does something that pleases those in the Domain, Unrest drops one. Otherwise, it
rises 1 each time the character’s attention is elsewhere for more than a week or so.
Part of the fun of this system is allowing various character types to have different domains. A wizard can
become a noble, or lead a fighting band, or guard a border; a fighter can rule a temple, or manage a
library, or a spy network.
Legendary Objects
Legendary objects represent daring adventurers putting part of their essence in a chosen object that has
been through adventures with them.
Upon leveling at the end of a quest, the character can forego the +1 to an attribute, and give a piece of
gear a mystical advantage. This doesn’t work with any random item at hand, it must be something that is
near and dear to the character and has emotional and symbolic significance.
A character can put any number of advantages into an object (maximum one at the end of each quest upon
leveling) but cannot put the same advantage on an object twice. Here is a list of advantages.
+1 to hit.
Conditional +2 to hit (against spellcasters, against reptiles, etc.)
+1 wound.
Conditional +2 wounds.
Put one of your talents in the object.
o If a constant talent the bearer also has, add 1 improvement.
o If arena or rested talent the bearer also has, add 1 use.
o If someone who does not have that talent uses the object, they can use the talent.
Recharge 1 rested talent.
Reduce 1 Awesome Point cost for a favorite Awesome Point costing action.
Protection from 1 special attack, up to 1 wound or +2 resistance.
Summon a magical being once.
Good candidates include the weapon used to kill a dragon taking on some of its power, a good-luck charm
from the character’s deceased mother offering protection, a cleric’s holy symbol being more profoundly
blessed by the god, and so on.
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Rules
Here is a summary of the rules presented in Old School Hack.8
What You Need to Start
Dice. Everyone needs 1d12 and at least 2-4 d10, one of which looks different.
The Bowl. Where everyone can reach it.
Awesome Points. These can be poker chips, d6s, pieces of candy, or whatever. At least 15 per
player, more if the Awesome Points are edible!
Templates. Have a copy of all available templates (if starting fresh) or each person should have a
template for their existing character.
Character Sheets. Everyone gets one. Maybe have some extras on hand.
Optional Equipment
Quick Reference. Everyone should be able to quickly refer to the order of combat and basic
rules. There are quick reference sheets at the OSH web site (combat cards), and additional
resources at the Fictive web site.
o Weapons and Arenas. Armor and Healing.
Dry Erase Board (and marker and eraser). It’s a quick and simple way to sketch out arenas
and keep track of where people and objects are, as well as tracking where characters are in the
combat round and other details the DM may wish to note.
Tokens. Some people like making tokens like the ones in the original set, to help track movement
for characters.
Combat Hex Tracker. You can build one of these to keep track of the round. It’s in the base
rules.
Competition and Uncertainty
When characters compete or the outcome is uncertain (outside of combat) roll 1d12. 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 1d12 modified by attribute. Higher
win, tie is inconclusive.
Challenge. One attribute against a difficulty randomized or assigned by the DM. Tie is inconclusive.
Save vs. Magic. Commitment is usually the attribute used to resist magic effects as an opposed roll.
Encumbrance
Brawn is the number of heavy things you can carry without penalty.
Carrying Brawn +1 heavy things is encumbered; fail all rolls, stagger along.
o At 0 Brawn or lower, 1 heavy thing counts as being encumbered.
Every weapon after 2 counts as +1 heavy object.
Very Heavy objects count as 2 heavy objects.
Heavy armor is 1 heavy object, very heavy armor is 2 heavy objects.
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.
8

www.oldschoolhack.net
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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.
Combat Round
Choose one. Actions resolve in the order listed.
1.

Defend or Protect. Counter-attack those that successfully hit you in melee combat.
Defend: +2 Armor Class.
Protect: Attacks in this round that target a chosen friend in your arena attack you instead.
2. Shoot. Use a ranged weapon to attack someone in your arena or an adjacent arena. Can hold and aim to shoot
later in the round.
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 7, it happens.
Impede. Prevent someone from leaving the arena you are both in. Test your Daring against their Cunning.
4. Move. Move from the arena you are in to an adjacent arena.
If someone Impeded you, attack them.
5. Attack. Attack anyone in your arena.
6. Push or Throw. Move others around.
Push: Move one or more opponents to an adjacent arena, Cunning vs. each of their Commitment; if any
beat you, none move.
Throw: Test Brawn vs. either their Awareness, Brawn, or Commitment, their choice. Single target.
Focused Events. Focused actions go off if the focuser is still undamaged. If Impeding another and not taking
damage, the target is Cornered and cannot move next round either.

Wounds and Recovery
When characters lose their last wound box, roll 1d10.
o 4-10, knocked out. At the end of the combat, get up and uncheck a box.
o 1-3, bleeding out. Needs immediate healing, or at the end of combat, check Commitment and
get 10+ or the character dies.
 If an ally in the same arena gives up their action on the following round after a
character starts bleeding out, the ally can patch the character up. The injured
character moves to knocked out status instead.
Strained and bruised. If the character has more than 2 health boxes left, the character can rest, maybe
eat or drink or nap, and be better in an hour—up to full health. Heal 1 per Brawn rating between 6
hours of sleep.
Messed up. Less than 2 health boxes requires a minimum day of bed rest to heal back to full hit
points.
o Scar. Getting hurt that badly leads to scarring. Describe it on the character record.
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.
Fictive House Rule: A character can recover up to 10 wounds a day from taking a break and bandaging
up, +3 per Brawn. After that, they’ve been knocked around too much to shrug it off. This resets after a
full 6 hours of sleep once per day.
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Arenas
An arena is ―A place you might fight in that’s different from the places around it that you might fight in.‖
Where the rules talk about a half arena, feel free to suggest creative interpretations and work out the
results with the DM.
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. She 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!
An arena is tight, hazardous, open, dense, or neutral.
o 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.
o The arena type affects the effectiveness of weapon types. (See the weapon chart.)
Spending Awesome Points

1
2
3

Add +2 to any attribute roll.
Have something handy or in reach. (DM can charge between 1 AP and 5 or so.)
Use a per-arena talent again in the same arena.
Do +1 damage after a successful attack.
Heal 1 point of damage you just took.
Create an NPC you have a relationship with. (May cost more in a sensitive situation.)
Recharge a rested Talent outside combat. (May cost 4 to charge it in combat, with DM permission.)
Use a Talent you don’t have, from your base template.

Additional Fictive Rulings
Based on play testing and work with the system, following are some rulings that may be helpful or
interesting to those running their own Old School Hack games.
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.
Pickpocketing. Cunning vs. Awareness. If Awareness beats Cunning by 5 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 1 arena (generally about 6 meters or so.) If Brawn fails,
test Daring or Cunning, player choice, not to fall. Every 3 meters of falling is 1 wound, give or take.
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 can move ½ arena on a success, and on a failure, begin to
drown.
o Drowning. Test Brawn each round of drowning, starting at 3 difficulty, +1 difficulty a round.
Each failure inflicts 1 wound.
Social Tasks
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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. To scare someone, choose either Brawn or Charm or Daring to test against the target’s
Commitment, Brawn, Charm, or Daring (target choice). An intimidated target is -2 to all rolls until a
focus action gives the target a chance to test Commitment to shake it off.
Combat
An Extra Attack. A character can get an extra attack by paying 3 Awesome Points and describing the
attack.
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.
Flexibility. Spend 1 Awesome Point to 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.
No Help to Hit. Awesome Points cannot be spent to boost the to-hit roll.
Pause to Level. Combat is over when time is not tracked in combat rounds. However, the character
must wait to level until there is a significant break in the action of 5 minutes or more.
Smite Fleeing Foes. Spend 2 Awesome Points to hit a foe who was in melee with you, but flees
before the attack phase. (Can only strike 1 fleeing foe.)
“Puppet Strings” Spell and Firearms. Wizards can use ―Puppet Strings‖ to reload a second firearm
while they are loading a firearm.
“Perfect Accuracy” Talent and Firearms. This talent works with firearms.
“Bless Weapon” Spell and Firearms. This spell works with firearms.
“Weapon of Choice” Talent and Firearms. The ―weapon of choice‖ can be a pistol, musket, or
blunderbuss.
Stamina. A character can rest and recover 10 wounds +3 per Brawn rating in a day. Damage resets
once a day after 6 hours of sleep.
Awesome Point Distribution
Boosting. You can spend as many Awesome Points as you want to boost a roll—to the point where it
is successful, and not beyond. (You can’t spend more points just to level faster.)
Awesome Dues. When the DM spends Awesome Points to directly affect a character’s action, half the
Awesome Points go to the bowl, the other half to the hapless player. (This includes blunting damage
inflicted, doing more damage, increasing difficulties, and so on.) If dealing with odd numbers, feed
the bowl before the player.
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.
Progress! The DM may choose to put Awesome Points in the bowl at the conclusion of an encounter.
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.
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Limiting the Setting
This book has 40 templates in it. For new DMs, or DMs who don’t want to keep track of a huge pile of
talents and templates, use the material here responsibly.
Make copies of the templates that are available, and only allow others in if you want to.
Don’t allow characters to develop open or restricted talents without training, and only allow trainers
for the talents you want in the game. Or, just offer the open talents (conveniently listed together.)
Customize for your setting—if that means swapping out one or two talents on a template, go ahead.
Once you have the basic groundwork, then when people have requests (―I want to play a monk in the Old
West, like Kung Fu!‖) you can decide whether or not you want to accommodate.
Sample Settings
The Mysterious East
Available Templates: Fighter, Scout, Thief, Monk, Ninja, Samurai, Shaman.
New Template: Create ―Geisha‖ by mixing Bard and Prostitute, with the Prostitute inherent ability
(Seduction) and the base template talents: Magnetic Charm, Mockery, Suggestive Inspiration, Escape,
Sensitive Spots.
Humans only. No gunpowder. No clerics, no wizards.
High Fantasy Questing
Available Templates: Bard, Fey Warrior, Fighter, Hunter, Knight, Wizard, Questing Knight, Scholar,
Scout, Thief.
Humans only. No gunpowder. No clerics.
The Fabulous Fey
Available Templates: Cosmic Channeler, Elf, Fey Warrior, Ghim, Goblin, Hobbin, Questing Knight,
Shaman, Sylari.
No new talents without training.
No gunpowder, no clerics, no wizards.
Steampunk
Available Templates: Assassin, Dwarf, Fey Warrior, Fighter, Knight, Wizard, Mechanic, Musketeer,
Noble, Prostitute (renamed Adventuress), Questing Knight, Scholar, Scout, Swashbuckler, Thief,
Tumbler.
New template: Construct. Use ―Massive‖ from Primordial Ape as the inherent ability. Talents: Tough,
Tireless, Targeted Strike, Shrug it Off, Charge Up.
Revolvers and lever action weapons are available; use rules for black powder, but change reload time
to 3 bullets per focus action for revolvers, and 6 for lever action, and increase range by 1 arena.
Western
Available Templates: Beastmaster, Fighter, Gambler, Hunter, Mechanic, Noble, Prostitute, Scholar,
Scout, Thief, Zealot.
Use revolvers and lever action as in Steampunk.
No clerics, wizards, or non-humans.
Holy War
Available Templates: Everyone plays a cleric. Everyone gets a henchman from a class they choose.
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Weapons, Armor, Shields
Weapons
Type
Light
Reach
Ranged
Heavy
Very Heavy
Unarmed

Damage
Description
+2 in this Arena
1
3d10, ignore the lowest.
Tight
1
+1 armor class.
Hazardous
1
Attack earlier, and adjacent arenas also.
Open
2
Big, so they do more damage.
Dense
2 or 4
Huge, no shield, +2 more if beating AC by 5 or more.
2d10 to hit (pick higher of the 2 to hit, can spend 1 AP to add an attribute to the roll if able to
explain how it helps hit and injure) do 1 wound, only KO target. (AP can raise dmg)

Armor
Type
No Armor
Light Armor
Heavy Armor
Very Heavy Armor
Super Armor

AC
8
10
12
14
16

Example
Street clothes
Studded leather, chain shirt
Breastplate + chain, plate
Full plate
Super armor

Notes
Surviving a fight with no armor, +2 AP
-2 to cunning tests. Heavy object.
-5 to cunning tests. Very heavy object.
-8 to cunning tests. 3 heavy objects.

Shield
A light shield counts as a weapon, for encumbrance. A heavy shield counts as a heavy weapon—a
weapon, and 1 load.
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 weapon by itself, or with a light weapon, a heavy weapon, or a
reach weapon.
A light shield used offensively allows you to roll an extra 1d10 to hit.
o Used with a light weapon, roll 4d10 and keep the highest two results.
o Used with other weapons, roll 3d10 and keep the highest two results.
A heavy shield used offensively does +1 wound if you roll 5 or more above the target’s AC.
Shield Cover. Using ―Protect or Defend‖ the shield grants an additional +2 to AC (stacking with the +2
AC for protecting or defending, total +4), but no offensive advantage on a counterattack. This works
against ranged attacks.
Parrying Weapons
A parrying weapon must be light, and it can be used with a light or heavy weapon in the other hand.
Used offensively, the parrying weapon can grant +2 to hit or +1 wound damage. You decide after
you roll.
Used defensively, the parrying weapon can grant +2 AC or grant a counter-attack with 1d12 to hit.
Neither works against ranged attacks.
o If you are using the ―Defend‖ action and get a counter-attack with 2d10 to hit, the
parrying weapon is used offensively with that attack instead of granting a second attack.
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Blackpowder Firearms
Pistol
Ranged or light weapon.
Shoot as a very heavy weapon.

Musket
Ranged or heavy weapon.
Shoot as a very heavy weapon.

Blunderbuss
Ranged or light weapon.
Does damage in a cone. Those in
cone test Daring or take 1 wound.

Reload. Takes a focus action.
o If interrupted, a focus action to clear the attempt and another to load.
o If the powder gets wet, a focus action to clear the wet powder and another to load.
Misfire. If the shooter rolls doubles when firing, the gun misfires.
o If the shooter spends an Awesome Point, the gun fires but needs repair before firing again.
o If the shooter does not spend an AP, the gun explodes, destroyed, does 3 wounds to shooter.
Gruesome Carnage. Shooting and hitting in the face, add 1 extra wound as normal, and double total.
Morale. Target populations may need to test Commitment (difficulty 6) when fired upon to keep their
nerve; if they fail, they are -2 to all rolls until they take a focus action to calm down.
Cost. Pistols cost 25 gp. Blunderbusses cost 50 gp. Muskets cost 50 gp. Each shot costs 1 gp.
A blunderbuss does not roll to hit; damage is in a cone effect. Everyone that might be hit must test
―Daring‖ or take 1 wound. This can be modified by distance or cover. A target may spend an AP (or the
DM may feed one to the bowl per NPC) to automatically avoid being hit.
Heavy Crossbow
Weapon Type. Heavy crossbows count as heavy weapons in hand to hand, ranged when shooting.
Shooting Damage. They do 1 damage. However, heavy crossbows reduce the target’s AC by up to 4,
ignoring up to 2 levels of armor. The heavy crossbow only ignores armor advantage to AC.
Reloading. Reloading is a focus action.
Cost. The heavy crossbow costs 25 gold.
Other weapons, like slings, bows, and light crossbows, can be pulled and loaded for free. The heavy
crossbow takes longer because it has a crank mechanism, but that is why Brawn is not needed to reload.
The weapon is designed to puncture heavy armor.
Explosives
Characters with the Mechanic talent ―Demolitions‖ know how to make and use bombs. Other mechanics
can do this also, spending 3 Awesome Points to use a talent in their template that they do not have.
Collapsing Charge. Build time: 8 hours. Cost: 50 gold. Detonation method: fuse or timer (extra 2 or
10 gold.) Size: 50 gallon barrel, 3 Encumbrance (a little extra because it’s… delicate.)
o Everything in the arena takes 20 Wounds. Everything in adjacent arenas takes 4 Wounds. A
Daring test cuts the damage in half.
Flashpowder. Build time: 2 hours for 5 doses. Cost: 3 gold per dose. Detonation method: exposure to
flame or intentional magic. Size: 1 dose fits in a marble.
o Can grant +2 to Charm test, or be aggressively flung at a target who must test Daring or be -4
to the target’s next action (ignored if the target does not act for 1 round.)
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Grenade. Build time: 2 hours. 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.
Flashbang/Smokebomb. Build time: 1 hour. Cost: 3 gold. Detonation method: impact. Size: 1 dose
fits in a marble.
o Can be used with Flashbang Exit (Ninja Talent), enable ―Backstab‖ and ―Distraction‖ (Thief
Talents), or grant a +2 difficulty in an arena for a few rounds from smoke.
Unarmed Combat
An character can attack without a weapon, rolling 1d10 to hit and counting a hit as inflicting 1 wound.
You can spend 1 Awesome Point to add an attribute to the roll to hit, if you can explain how the
attribute helped.
Those put down by unarmed combat are always knocked out, not bleeding out.
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Horses
While there are many possible mounts in a fantastic setting, these rules cover horses specifically. They are
the most common mount in most settings, and a good system for horses can be adapted to other mounts.
Basics
A horse has 2 wounds and a base AC 8.
A horse can carry 2 normal riders, or 1 rider with up to 3 loads (total 6 loads.) The saddle is free.
Mounting or dismounting is a move action.
Falling from a horse, take 1 wound per speed, and ignore 1 wound with a Brawn test difficulty 7.
Staying mounted takes a move action
Being on horseback is being in an arena within an arena; attacking a mounted foe, or from horseback,
counts as being in a hazardous environment.
Against a lower, unmounted foe, gain +2 to hit or +1 wound after rolling to attack.
A horse can move 1, 2, or 3 arenas in 1 move action.
A horse can only move 3 if it has less than 6 loads.
Riders on a moving horse can declare they are riding, then act as they wish in the round, getting one
action (out of order if desired) as the horse moves.
Attacking in melee from horseback is +1 wound per current speed of the horse.
Controlling your horse, roll 1d12 as a free action against a difficulty set by the DM.
The horse can attack as a heavy weapon with no bonus to hit, instead of the rider acting.
Carrying capacity.
A typical horse can carry 6 loads; as little as 3, and as much as 9.
o A child or goblin or hobbin is 2 loads, a typical character 3 loads, an orc or ape or character with
17+ Brawn is 4 loads.
o Basic saddle, bridle, and tack costs no encumbrance.
 Barding costs encumbrance like humanoid armor costs encumbrance; it is heavier, but as
it is strapped to the horse, it encumbers the same.
o Loads worn or carried by riders apply against the mount too.
o A horse can only sprint if it is not fully loaded, and an overloaded horse can only walk and will
fail any rolls.
Mounted combat.
―Horseback‖ is an arena within an arena. This does not affect ranged weapons.
Mounting or dismounting is a move action.
o If there are exciting circumstances, require a Brawn or Daring test, base difficulty 6.
Attacking a mounted foe, or attacking from horseback, counts as being in a Hazardous arena.
Attacking from horseback grants either +2 to hit or +1 wound, determined after the roll, against targets on
foot (as long as they are lower).
Riders on a moving horse can declare they are riding, then act as they wish in the round, getting one
action (out of order if desired) as the horse moves.
Fighting horse.
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Horses attack as a heavy weapon. Trained warhorses attack as a very heavy weapon.
o If mounted, the rider of the attacking horse must test Daring or Brawn difficulty 4 to
remain in the saddle.
o The rider cannot attack in the same round as the horse.
Speed.
A typical horse has a speed of 3.
o Trotting is speed 1.
o Galloping is speed 2.
o Sprinting is speed 3.
 A horse can only sprint if it is not fully loaded.
Attacking from horseback does +1 damage per horse’s current speed.
The horse can cross 1 arena per current speed each round.
A rider can act once while the horse is moving, even if that action is not in its normal place in the
round.
Falling Off.
Falling off a horse does 1 wound per the horse’s current speed.
o The first point of damage can be avoided if the character passes a Brawn test at 7 difficulty.
Staying mounted under difficult circumstances takes a move action and a 1d12 test.
o Difficulty 3; the horse maneuvers, up or down steep hills or turning.
o Difficulty 6; the horse is startled and rears, or takes off.
o +3 difficulty per wound sustained by the rider or the horse.
o If the character already acted before the horse requires a test, the test is +6 difficulty.
Controlling the horse.
Roll above a 6 on a d12 to maintain control as a free action.
o This is to control a startled mount, to get the mount to attack, to compel the mount to back up, go
down stairs, pass something unsettling, or stop running wild.
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Beasts of Burden
Adventurers need to travel, and traveling usually involves moving equipment and supplies. Beasts of
burden become critically important. Here is a simple rule set for beasts of burden.
Size
Wounds Loads Carried
Min/Max
Example
Small
1
2
1-3
Riding dog
Medium
2
4
2-6
Donkey
Large
2-4
6
3-9
Horse
Huge
4-10
9
5-14
Small Elephant
Min/Max is what the weakest to the strongest specimens can carry; generally, they cost half or double
the cost for the animal.
Flying, swimming, and climbing beasts often have their carrying capacity halved because of their
unusual movement methods.
Riders. Riders count as loads.
2 loads per small person. (Brawn up to 10) Child, goblin, hobbin.
3 loads per normal size person.
4 loads per large person (Brawn 17+) Orc, ape.
6 loads for a monstrous beast like a kiskov.
Saddle and tack do not add to loads for the animal unless they are specialized.
+1 load for a flying rig.
+1 load for a large creature, 5+ loads.
+1 load for a specialized arrangement, like a jousting saddle.
+2 loads for a howdah.
Loads the riders carry are loads the animals carry too. If a rider is 3 loads, and the rider has a heavy
weapon and heavy armor, the rider counts as 5 loads.
Animals can drag twice as many loads as they can carry.
Vehicles
Wheeled vehicles add x3 to the carrying capacity with 2 wheels, and x6 for 4 wheels.
The vehicles take 1-3 loads per multiplier.
Up to 4 animals can contribute to pulling the load; more animals just means rotating which ones are
pulling prolongs the time they can pull.
For sleighs, use the wheel equivalent.
Basic Calculation
Type

Wheels

Load Multiplier

Load Weight

Wounds

Road Hazard Damage Diff.

Rickshaw
Cart
Wagon
Coach

2
2
4
4

x3
x3
x6
x6

Counts as 3 loads
Counts as 6 loads
Counts as 6 loads
Counts as 12 loads

3
3
6
6

3+
6+
6+
12+

Look at how many loads the one pulling the vehicle can carry, then multiply the Load Multiplier and
subtract the Load Weight of the vehicle to see how many loads the vehicle can carry.
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Road Hazard
The DM can add these to spice up a journey. They could be a tree branch in the road, or a chug-hole, or
running over an unfortunate who fell under the wheels, or a crumbling edge of the road. When
encountering these while moving, roll 1d12 for the vehicle; if it does not beat the difficulty, the vehicle
takes 1 wound.
The DM can feed to bowl to add to the difficulty, add to the damage, or add a special effect (like a wheel
coming off.)
If the vehicle gets stuck as a result of a road hazard, then the vehicle counts as +1/2 loads for the vehicle
and everything on it, and it must be shifted out of the hole or over the fallen tree or whatever. Wise
characters will empty the vehicle before trying to shift it.
Loads the Vehicle Can Carry Besides Itself
Type
Donkey (4) 2 Donkeys (8) 1 Horse (6)
Rickshaw
9
X
X
Cart
6
18
12
Wagon
18
34
30
Coach
X
28
24
Howdah
2
X
4

2 Horses (12)
X
X
66
60
X

Elephant (9)
X
21
48
38
7

Pulled by Character Strength (Characters may combine strength, ―loads‖ is how much they can carry)
Type
2 loads 3 loads 4 loads 5 loads 6 loads 7 loads 8 loads 9 loads 10 loads
Rickshaw
3
6
9
Rickshaws are too frail to carry more—get a cart.
Cart
X
3
6
9
12
15
18
21
24
Wagon
6
12
18
24
30
36
42
48
54
Coach
X
6
12
18
24
30
36
42
48
Howdah
X
1
2
3
4
5
X
X
X
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Hirelings
Characters hire 3 kinds of employees: labor, guards, and experts.
Pay Rates. A laborer expects 1 gold a day. A guard expects 5-10 gold a day. An expert expects 10-25
gold a day. These rates double for difficult or dangerous work. If an employee is expected to do the work
of more than one kind of employee, then the pay should stack.
Examples: If a guard must carry loads, the guard is paid as a guard and a laborer. If a fighter is hired,
the fighter can command guard and expert pay.
o Characters paid to go on a dangerous expedition where they carry their own gear, provide
expertise, and expect to fight may command 35-60 gold a day.
o Expected practice is to identify a beneficiary should you be killed. Your employees will
do the same.
The employer is expected to provide rations, weapons, armor, equipment, and transportation.
A character can command a number of minions equal to the character’s Charm rating. The
character can command more, because the minions can only handle pretty simple requests, and generally
they operate in groups or are at the character’s elbow.
A character can command a number of “guard” level employees (henchmen) equal to the
character’s Charm bonus, or the bonus of a relevant attribute.
Brawn. Warriors.
Cunning. Thieves, rogues.
Daring. Bandits, pirates, machismo types.
Commitment. Acolytes.
Charm. Anyone.
Awareness. Scholars, wizards.
In a mixed group, only the Charm bonus determines the maximum number of henchmen.
Leaving Employment. If mistreated, the hirelings test Commitment against the character’s Charm or
appropriate attribute; if they succeed, they leave employment. (And that’s only if the character wants
them to stay employed anyway.)
Porters. Expect to pay 1 gold per Brawn rating of porters; default is 1, but stronger porters may be
available, costing (for example) 3 gold a day for a porter with a Brawn of 3.
For handling treasure, assume 500 coins is 1 heavy load.
Field Promotions. If a DM and a player like a particular hireling, the player can offer to pay 3 Awesome
Points to promote the hireling one level. That is, from minion to guard, or from guard to beginning
character. Those promoted to beginning characters should be taken over by players, or set out to begin
their own career.
Talent. All hirelings are expected to have a single Occupational Talent.
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Games of Chance
It is no fun being a gambler without games to play. Here are some quick samples to enliven your setting.
You can also use any traditional games you want, or even have players roll dice as their characters—
whatever works for you. These are abstractions.
Horseshoe Dice. Characters ante up. The DM rolls 2d10. The players roll 2d10. Anyone rolling
exactly what the DM rolled is a winner. If no one does, the one (or ones in a tie) rolling closer are
winners. Split the pot between the winners.
Luck of the Roll. Characters ante up. Everyone rolls 1d10. Whoever rolls highest wins. In case of a
tie, the winners split the pot.
Roundabouts. Characters ante up. Everyone tests either Cunning, Daring, or Awareness. Those
getting 7+ continue to the next round; if no one continues, the one with the highest bonus on the roll
gains the pot. For those continuing, the difficulty is increased by 2 each round until someone wins.
Mountainclimbing. Characters ante up. One sets the difficulty, and beats it with a Cunning or Daring
test. You lose if you cannot hit your own difficulty, or the difficulty set before you. Last one to win a
round takes all when all others are out.

Poisons and Venoms
Individual DMs decide what is available in their settings, modifying the list as needed. What are the
punishments for being caught with poison? Who sells it? How is it harvested? The DM can work that out
on a need-to-know basis, and must approve all use of poison in the game.
Generally, weapons have 3 ―contacts‖ per dose (actual hits) except ranged weapons, which have 1.
Targets may get a modified Awareness test to detect substances lacing their food or water.
Assassins often assure access to antidotes for the poisons they use, but not always.
Clouded Eyes. Eye contact. Blinds the target until the target spends 5 focused actions clearing vision.
Drowsili. Ingested. The target sleeps for about an hour, only waking if caused physical pain.
Ghangesh. Weapon or skin. The wound takes a week to heal.
Heartkill. Weapon or skin. The target rolls 1d10 for each wound box remaining, and only survives if 1 rolls a
10 (going unconscious.)
Profound Sleep. Ingested. The target loses 1 Awareness an hour, falling asleep when at -2, never waking.
Screaming Choker. Weapon or skin. Target must pass a Brawn test (difficulty depends on dosage) or
hallucinate demons everywhere, and lose one wound a round until dead, terror frozen on the stiffening features.
Sluicem. Ingested. The target has about 10 minutes, then explosively vomits and has simultaneous intestinal
distress for about 12 hours. All tests are –4 during this time, -6 while gushing.
Zapallias. Ingested. Target appears dead after a few minutes, lasts about 12 hours.
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Enchanted Weapons, Armor, and Objects
Generally there is no ―magic store‖ to buy these items. Default selling price is 400 gold, but it has a lot to
do with what the market will bear. This magic loot is included to give players an idea of what might be
possible, once they get loaded down with gold.
―Arena‖ powers can be recharged as though they were talents, for 1 Awesome Point.
Ring.
Darkvision. Constant. See in the dark for 9 meters.
Protection. Constant. Gain +2 AC.
Healing. Arena. Heal 1 wound as a focus action, self or other.
Water Breathing. Constant. Able to breathe water.
Energy. Rested. Recharge a rested talent as a free action.
Critical Aim. Arena. After rolling to hit, decide a hit is ―to the face.‖
Shield. Shields can be light or heavy.
Uncrumpler. Constant. Is never destroyed, no matter how often used.
Lightshield. Constant. Projects light as a torch at will.
Armwall. Arena. Spend 1 AP to bolster the shield so it takes a hit and passes no wounds on to the
wearer. The shield is not damaged when used in this way. Works 3 times between sunrises.
Mirrored. Constant. Allows the wearer to fight foes without looking directly at them. In bright
conditions, can take action from another in same or adjacent arena, test Cunning vs. Commitment.
Dispillation. Arena. Adds +6 to an effort to resist magic, or +6 to AC vs. a magic attack.
Sight. Arena. Look over the top of the shield to see invisible or hidden objects, gaining +4 to
Awareness tests.
Weapon. Weapons can be light, reach, heavy, or very heavy.
Morphing. Arena. It can become any kind of weapon as a free action.
Extending. Arena. It can also attack those in adjacent arenas.
Flaming. Constant. It gives light as a torch and upgrades damage type by 1. (light or reach to heavy,
heavy to very heavy, very heavy +1)
Deadly. Constant. It does +1 wound with each successful hit.
Dancing. Arena. It can animate and defend its owner for the duration of a fight. AC 12, 2 wounds
deactivate it.
Vampiric. Constant. Every 2 wounds it inflicts heals the user 1 wound.
Armor. Armor can be light, medium, heavy, or very heavy.
Mystic Fitting. Constant. The armor is 1 less heavy.
Disorientation. Constant. Grants +2 AC by distorting perception.
Healing. Arena. Heals 1 wound as a free action.
Buoyant. Constant. Does not hamper swimming at all, grants free movement underwater.
Sustaining. Rested. Counts as resting the character, providing energy equivalent of food, water, and
six hours of sleep and recharging all rested abilities.
Stealthy. Constant. Grants +2 to stealth attempts, stealth is not penalized by armor weight.
Ranged.
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Heavy Crossbow of Flaming Doom. Arena. One bolt does 2 damage and sets aflame any flammable
target.
Self-Loading Heavy Crossbow. Constant. The crossbow reloads itself every round as a free action.
Featherfaced Bow. Arena. An attack automatically hits in the face.
Thunderhammer. Arena. This heavy weapon can be flung to attack others in the same arena or an
adjacent arena. It can be called back to hand with a focused action.
Quickbow. Constant. Spend 1 AP to get an extra ranged attack this round.
Bonedry Cannon. Constant. The powder in this pistol never gets wet.
Objects.
Amulet of Spikes. Arena. For 1 round, all attacking minions fall after they attack the owner.
Horn of Terror. Arena. Blow the horn, and foes must test Commitment difficulty 8 or flee. Toughest
foes test first; each fleeing tier is -2 morale to lower tiers.
Muscley Belt. Constant. Do 1 extra wound in melee, gain +1 to Brawn.
Evasion Boots. Arena. Test Daring difficulty 7 to avoid a successful hit in combat.
Stonecloak. Arena. Duck under the cloak, it stiffens to an appearance of stone. Awareness difficulty
10 to detect the fake. Seeing and hearing what goes on outside is -2 Awareness for the hiding
character.
Scamperclaws. Arena. Ignore any penalty or difficulty to climb or drop from one arena to the other
while empty-handed and wearing these climbing claws.
Scrolls. (Labeled, worth 300. Unlabeled, about 150.)
A scroll can contain a single spell from any school of magic.
Learning the Spell. When a wizard finds a scroll, the wizard can spend 3 Awesome Points that do
not count towards leveling, to learn the spell after at least 12 hours of study, as a talent when the
wizard levels. This does not damage the scroll.
Casting From the Scroll. A wizard can drain all magic from the scroll once and spend 3 Awesome
Points, casting the spell as though it was an unlearned talent from the wizard’s base template. The
spell works normally, but the scroll then disintegrates.
Potions. (Labeled, worth 200. Unlabeled, about 100.)
A potion takes a focus action to drink. Most also take a focus action to go into effect. Some potent potions
fit in a smaller space, and can be downed like a shot glass as a Defend action. The effects can be adjusted
by the DM for specific potions as desired—these are general categories.
Awesome Sauce. This potion grants 2d5 Awesome Points to the drinker.
Cosmic Insight. Gain a level immediately. Take 1 wound for every 2 Awesome Points you would
have had to spend.
Healing Potions. Drinking this potion either restores 1d5 wounds, or 1 wound if down to 0-2. This
healing does not count against the daily total.
Liquid Rest. These popular potions count as ―rest‖ and recharge all rested talents. Each one reduces
the drinker by 1 wound until the drinker sleeps for 6 hours.
Liquid Training. Gain its talent immediately, replacing the talent you’ll get when you next level. It
can be common or restricted—rumors of a few that teach exclusive talents excite drinkers.
Reverse Potions. They do the opposite of what they were meant to do; drain all rested talents, inflict
1d5 wounds, suck out 2d5 Awesome Points, yank 1 level away, ―forget‖ a talent, and other horrors.
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Old School Hack Character Record
Name
Description
Reason for Adventuring
Scars
Languages
Arts and Music

Concept

Birth Year

Player

Base Template

Inherent Ability
Inherent Ability
Level

APs spent this level (up to 12)
Description

Attributes
Awareness
Brawn
Charm
Commitment
Cunning
Daring
Talents
Name

Current Health

Current APs

Alertness and perception, reflexes, reading between the lines
Sheer size, number of heavy things you can carry, physical intimidation
Social aptitude, ability to inspire or encourage people, persuasion
Devotion, intensity, catch-all saving throw, shrugging off magic and wiles
Trickery, sneakiness, doing stuff others try to prevent
Courage, facing your fears, trying dangerous stuff without hesitation

Class

Weapons

Lightly injured
Badly injured

Type

Description

Treasure & Equipment
Gold:
Silver:
Copper:

1-3 KO, 4-0 Dying

ARMOR CLASS

Armor:

Shield? Light
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Cunning

-2

-5
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Weapons
Type
Light
Reach
Ranged
Heavy
Very Heavy
Unarmed

Damage
Description
+2 in this Arena
1
3d10, ignore the lowest.
Tight
1
+1 armor class.
Hazardous
1
Attack earlier, and adjacent arenas also.
Open
2
Big, so they do more damage.
Dense
2 or 4
Huge, no shield, +2 more if beating AC by 5 or more.
2d10 to hit (pick higher of the 2 to hit, can spend 1 AP to add an attribute to the roll if able to
explain how it helps hit and injure) do 1 wound, only KO target. (AP can raise damage)

Armor
Type
No Armor
Light Armor
Heavy Armor
Very Heavy Armor
Super Armor

AC
8
10
12
14
16

Example
Street clothes
Studded leather, chain shirt
Breastplate + chain, plate
Full plate
Super armor

Combat Round
Choose one. Actions resolve in the order listed.
7.

8.
9.

10.
11.
12.

13.

Defend or Protect. Counter-attack those that successfully hit
you in melee combat.
Defend: +2 Armor Class.
Protect: Attacks in this round that target a chosen friend in
your arena attack you instead.
Shoot. Use a ranged weapon to attack someone in your arena or
an adjacent arena. Can hold and aim to shoot later in the round.
Focus or Impede. Actions that take longer to manage.
Focus: Announce what you are starting to do for a focus
action; if unharmed by 7, it happens.
Impede. Prevent someone from leaving the arena you are
both in. Test your Daring against their Cunning.
Move. Move from the arena you are in to an adjacent arena.
If someone Impeded you, attack them.
Attack. Attack anyone in your arena.
Push or Throw. Move others around.
Push: Move one or more opponents to an adjacent arena,
Cunning vs. each of their Commitment; if any beat you,
none move.
Throw: Test Brawn vs. either their Awareness or
Commitment, their choice. Single target. Or oppose Brawn.
Focused Events. Focused actions go off if the focuser is still
undamaged. If Impeding another and not taking damage, the
target is Cornered and cannot move next round either.

Attribute

Up to 5: -2
6-8: -1
9-11: 0
12-13: +1
14-15: +2
16-17: +3
18-19: +4
20: +5

Notes
Surviving a fight with no armor, +2 AP
-2 to cunning tests. Heavy object.
-5 to cunning tests. Very heavy object.
-8 to cunning tests. 3 heavy objects.
Shield
A light shield counts as a weapon, for encumbrance. A
heavy shield counts as a heavy weapon—a weapon, and
1 load.
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 weapon by
itself, or with a light weapon, a heavy weapon, or a reach
weapon.
A light shield used offensively allows you to
roll an extra 1d10 to hit.
o Used with a light weapon, roll 4d10
and keep the highest two results.
o Used with other weapons, roll 3d10
and keep the highest two results.
A heavy shield used offensively does +1
wound if you roll 5 or more above the target’s
AC.
Shield Cover. Using ―Protect or Defend‖ the shield
grants an additional +2 to AC (stacking with the +2 AC
for protecting or defending, total +4), but no offensive
advantage on a counterattack. This works against ranged
attacks.

Checks and Saves
Opposed. One attribute against an adversary attribute.
Both roll 1d12 modified by attribute. Higher win, tie is
inconclusive.
Challenge. One attribute against a difficulty randomized
or assigned by the DM. Tie is inconclusive.
Save vs. Magic. Generally Commitment is the attribute
used to resist magic effects as an opposed roll.

Encumbrance
Brawn is the number of heavy things you can carry
without penalty.
Carrying Brawn +1 heavy things is encumbered; fail
all rolls, stagger along.
o At 0 Brawn or lower, 1 heavy thing counts
as being encumbered.
Every weapon after 2 counts as +1 heavy object.
Very Heavy objects count as 2 heavy objects.
Heavy armor is 1 heavy object, very heavy armor is
2 heavy objects.
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Spending Awesome Points

Parrying Weapons

1
Add +2 to any attribute roll.
Have something handy or in reach.
Use a per-arena talent again in the same arena.
2
Do +1 damage after a successful attack.
Heal 1 point of damage you just took.
Create an NPC you have a relationship with.
Recharge a rested Talent outside combat.
3
Use a Talent from your class you don’t have.

A parrying weapon must be light, and it can be used with a light or
heavy weapon in the other hand.
Used offensively, the parrying weapon can grant +2 to hit or
+1 wound damage. You decide after you roll.
Used defensively, the parrying weapon can grant +2 AC or
grant a counter-attack with 1d10 to hit. Neither works against
ranged attacks.
If you are using the ―Defend‖ action and get a counter-attack with 2d10
to hit, the parrying weapon is used offensively with that attack instead
of granting a second attack.

Wounds and Recovery
When characters lose their last wound box, roll 1d10.
o 4-10, knocked out. At the end of the combat, get up and uncheck a box.
o 1-3, bleeding out. Needs immediate healing, or at the end of combat, check Commitment and get 10+ or the
character dies.

If an ally in the same arena gives up their action on the following round after a character starts bleeding
out, the ally can patch the character up, moving to knocked out status instead.
Strained and bruised. If the character has more than 2 health boxes left, the character can rest, maybe eat or drink or nap, and
be better in about 10 minutes to an hour—up to full health.
Messed up. Less than 2 health boxes requires a minimum day of bed rest to heal back to full hit points.
o Scar. Getting hurt that badly leads to scarring. Describe it on the character record.
Stamina. A character can rest and recover 10 wounds +3 per Brawn rating in a day. Resets once a day after 6 hours of sleep.
Blackpowder Firearms
Pistol
Ranged or light weapon.
Shoot as a very heavy weapon.

Musket
Ranged or heavy weapon.
Shoot as a very heavy weapon.

Blunderbuss
Ranged or light weapon.
Does damage in a cone. Those in cone
test Daring or take 1 wound.

Reload. Takes a focus action.
o If interrupted, a focus action to clear the attempt and another to load.
o If the powder gets wet, a focus action to clear the wet powder and another to load.
Misfire. If the shooter rolls doubles when firing, the gun misfires.
o If the shooter spends an Awesome Point, the gun fires but needs repair before firing again.
o If the shooter does not spend an AP, the gun explodes, destroyed, does 3 wounds to shooter.
Gruesome Carnage. Shooting and hitting in the face, add 1 extra wound as normal, and double total.
Morale. Target populations may need to test Commitment (difficulty 6) when fired upon to keep their nerve; if they fail,
they are -2 to all rolls until they take a focus action to calm down.
Cost. Pistols cost 25 gp. Blunderbusses cost 50 gp. Muskets cost 50 gp. Each shot costs 1 gp.
A blunderbuss does not roll to hit; damage is in a cone effect. Everyone that might be hit must test ―Daring‖ or take 1 wound.
This can be modified by distance or cover. A target may spend an AP (or the DM may feed one to the bowl per NPC) to
automatically avoid being hit.
Base Economy
Metric system. 10 copper = 1 silver. 10 silver = 1 gold.
1 gp: Cheap adventuring stuff. Rope, 3 meter pole, fishing gear, torch, sling, a meal, an ale
5 gp: Basic stuff. Lock picks, lantern, tent, lousy cart, beast of burden, a night of drinking
25 gp: Cool stuff. Horse, light armor, elven wine, holy water, spyglass
100 gp: Expensive. Warhorse, heavy armor, carriage
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