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They go masked, their voices dry and rasping, exuding menace as they stride the wastelands. 

 
—

As a focus action, you can reach back through your interior connection to the world of the dead and find a 

mystic translator. You can understand, read, write, and speak any language living or dead. You can also 

learn necromantic spells. 

 

—

You are a terrifying abomination. You aren’t really alive, and no one is sure whether you can truly die or 

not. Your unseen face is a mercy to the curious—you hide your face for the good of others. If they see it, 

that’s generally a Horror 6 + your level experience. 

 

: Somber garb, ornate helmet obscuring your face. Starting Coin: 3d10 

gold x10.  

 

 

 Counter Energy.** Rested. Cast during the defend/protect phase, this spell allows you to intercept 

any magic cast directly at you. Both the one you intercept and you roll 1d10 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. This can also 

counter holy energy. You are immune to the magic radiation of the Scavenger Lands and the Scar. 

 

 Live on Death.** Constant. Finally, you have put the last vestiges of squishy life behind you. Your 

connection to death energies sustains your form. You do not need to eat, drink, or breathe. You take 

damage from clerics channeling holy energy at you, because you are now undead. 

 

 Master of the Living.** Constant. Add your Commitment and Daring together to intimidate or resist 

intimidation. If intimidating, the total is the horror inflicted on viewers. 

 

 Master of the Undead.** Constant. Ignore attacks that drain wounds through infusing negative 

energy. Undead cannot be compelled to attack you for any reason; they are compelled by their 

energies to shy away and show respect, even if they do not obey you. (This profoundly annoys 

vampires.) You can telepathically communicate with undead in your arena or adjacent arenas. 

 

 Rouse the Dead.** Rested. Focus action. You can spend up to 1 Awesome Point per your level, 

converting those points into Wounds or Death Talents. You can raise one or more corpses in your 

arena, infusing them with Wounds and Death Talents. Those with more than 1 Wound will have basic 

intelligence. 
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They come out of the howling storms of the Scavenger Lands, recognizable by their somber garb and 

ornate helmets that hide their faces. They pass teaching on to those who serve as their slaves for a few 

years, sometimes; those outside their tight-knit (and possibly alien) number usually get to use their spells 

because the magic has been infused in a talisman or weapon. 

 

 

There are many guesses about what the Black Warlocks are. Maybe they are reptile people exiled from 

the Dreamlands. Maybe they are “survivors” of the Army of the Lady of the White Way who lost their 

way and now seek only to prolong their own existence and animate new armies. Maybe they are spies 

from Mord-Stavian working the fringes of the World Between. No one knows, but the fear the Black 

Warlocks generate keeps most of the curious away. 

 

 

 Bolster Undead. Rested. Focus action (upgrades to move). All undead in your arena and adjacent 

arenas ignore the first Wound they receive from any attack, even from blessed sources. You can 

affect up to 5 Wounds of undead per your Commitment. 

 

 Dead Teachers. Rested. This ritual takes 12 hours and a secret narcotic mixture. The ingredients cost 

about 20 gold under normal circumstances. You go among the dead, find a teacher, and compel the 

teacher to infuse you with the knowledge of a talent that is open or restricted. (This only works when 

you have leveled and can buy a talent.) If you want an exclusive talent, you need the DM’s 

permission, and the talent takes both the talent and attribute slot for that level. 

 

 Dead Whisper Secrets. Rested. This ritual takes 12 hours and a secret narcotic mixture. The 

ingredients cost about 10 gold under normal circumstances. You go among the dead, find a spirit that 

knows a secret, and torment the spirit until it surrenders that secret to you. You must succeed at a 

difficulty 10 test for any 3 attributes selected by the DM to complete this mission, and the DM may 

raise the difficulty with Awesome Points split between you and the Bowl. This cannot be done more 

than once a day. 

 

 Quicken Undead. Rested. Focus action (upgrades to move). All undead in your arena and adjacent 

arenas (when casting—you do not need to stay close to them) get to act twice each round, and gain 1 

Wound. This lasts for about ten minutes, and when the spell is over, all the affected undead lose 1 

Wound (possibly destroying them.) You can affect up to 5 Wounds of undead per your Commitment. 

 

 Shrivel Soul. Arena. Focus action (upgrades to range attack). Hit all targets in your arena with 

Horror, difficulty of 1d10 + your level. Mindless creatures, undead, and otherworldly beings are 

immune. 

 


