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Canticles of Chitin 

Prayers to Kytanlisk 

 

Kytanlisk is the chittering deity of swarming, survival, and adaptation. It is usually depicted as a beetle 

(of various aspects), a pointillist cloud, or a mantis head. 

 

Its holy symbol is a scarab. Its favored weapon is bladed or spiked tonfa. Its followers wear armor plating 

and/or iridescent cloth. 

 

It is pleased by strict and mindless obedience, survival, and adaptation. It is angered by contempt for 

insects, flame, and privacy. 

 
Prayers 

 

 Cast Swarm. Rested. Move action. Fling a swarming mass of flying insects from under your skin. 

The swarm can automatically interrupt one target’s focus action. The target must be in the same 

arena. You can interrupt up to 1 target per Wound spent creating and releasing bugs from your skin. 

The swarm is dispersed when the round ends. 

 

 Devour. Rested. Focus action. Summon a mass of scarabs from the earth. The next round, as a focus 

action, the scarabs will devour up to 1 heavy load of meat, supplies, leather, wood, or earth per your 

Commitment. Living meat takes 2 wounds per load devoured, unless they make a Daring or Brawn 

test difficulty 10, so they only take 1 wound per load devoured. You can keep them in existence for 1 

Awesome Point per round after the first. They cannot leave your arena. When they are done, they 

burrow back down into the earth. This does not work if there is no earth to act as a summoning 

gateway. 

 

 Exoskeleton. Rested. Mediate for 10 minutes, forming an exoskeleton that counts as light or heavy 

armor. The exoskeleton comes with weaponry that counts as a light, heavy, or reach weapon. The 

armor lasts until you sleep next or until it is removed, and the weapons dissolve at that point as well. 

This process can also excrete a pale luminescent chemical as bright as a torch that lasts for up to 12 

hours; it can be smeared on weapons or armor to give light. 

 

 Scuttle. Rested. You can gain short-range flight (no more than 1 arena a round), ability to walk on 

ceilings and walls, and ability to jump 5 times normal distance, for 1 round per Commitment. You 

can automatically manage most unusual movement, and if a roll is necessary, add your Commitment 

to it, possibly in addition to another attribute. 

 

 Survival. Constant. You can eat what insects eat to survive; carrion, small animals, insects, offal, 

slime, mold, etc. You can always heal with a short period of rest, even if you have less than 3 wounds 

left. You are immune to sickness and disease that would not affect an insect. 


