
ABILITIES 
 
Every character either has an ability or gets +10% on earned experience. For those getting the 
experience, as soon as they level, calculate 10% of what’s needed to level again, and award it as a lump 
sum.  
 
Characters get an ability at level 1, 3, 6, and 9. (The level cap for all characters is 10.) If it makes sense 
that a character could get an ability from another class, that’s fine, but all characters must have at least 
one sentence explaining how they came by each ability that they have. 
 

Gray  Mechanically the same as dwarves. 

 
1. Scuttler. If a foe attacks and misses, you can automatically get behind the foe. 
2. Reader. If you examine Gray glyphs for 1 turn, you know their function. 
3. Mutant Healer. A full turn of rest restores 1 hit point or substitutes for a meal and drink. 
4. Scanner. Can read the surface thoughts only of 1 watched sentient target at a time, requires full 

concentration. 
5. Armor Gift. Increase the AC value of armor by 1. 
6. Levitator. Once per turn, can levitate up to 5 feet per level straight up. Must concentrate to ascend 

or descend, but can hold position and act. 
7. Healer. Take 1 hit point and a full round and grant 1d4 hit points to a target by touch. 
8. Sensor. Detect life energy within 5 feet per level with a round of concentration. No details. 
9. Psychic Link. You can choose one other at a time and form a 2 way psychic link to talk back and forth 

silently at will. 
10. Fixer. You can make a basic machine work again in 1 turn with psychic power. Some machines may 

require multiple rounds, but you can improvise parts. 
11. Mottler. Against a background of shadows or earth tones, if nude(ish), surprise on a 3+. 
12. Appraiser. Automatically count coins and know the value of gems and luxury craftsmanship (not 

clothes, animals, or alcohol, just metal, gems, and stone.) 
 

Daemonic (About 3 inches of horn grows per level per horn.) Mechanically the same as elves. 

 
1. Weatherwatcher. Unerringly know the weather for the next 12 hours, +25% chance for error every 

12 hours after. 
2. Dragon Eye. +2 to hit with bows. 
3. Ghost. Only detected on a 3+ in shadow or wilderness. 
4. Swordwarrior. +1 to hit and damage with swords. 
5. Cosmic Mystic. Cannot wear armor, can heal 1d6 hit points once per day per level with a round of 

concentration and a touch. 
6. Eldritch Blade. Once per day per level, after rolling to hit, a blade can ignore armor. 
7. Eldritch Point. Once per day per level, after rolling to hit, an arrow or thrown weapon can ignore 

armor. 
8. Charm. Adjust reaction rolls up or down by 1 at will, for sentients and animals. 
9. Sensitive. Detect incorporeal creatures or dimensional disruptions within 10 feet per level upon 

taking a full round to concentrate. 



10. Infernal Companion. A small animal or imp serves, it learns to speak to its master only, it can scout 
or carry messages or, if equipped with venom, use it. 

11. Scry. Gain 1 marker glyph per level. Using an attuned crystal (takes a week and 100 gp per level to 
attune) you can look in on any glyph once per day per level per glyph.  

12. Armor Boon. Your life force reinforces armor so it works against the incorporeal or armor piercing. 
 

Cleric 
 
1. Templar. Use any weapon. 
2. Illuminator. Generate a witchlight equal to a free-floating torch once per day per level, lasts 6 turns. 
3. Preceptor. Detect any lie told in your presence not shielded by potent magic. 
4. Penitent. D8 hit dice. 
5. Smiter. Once per day per level after rolling damage add 1 per your level to damage. 
6. Threadbearer. You know the hit points of all combat-worthy things at a glance. 
7. Restorationist. Once per day, with a touch and a full round of concentration, heal 1 hp per your 

level for someone you touch. 
8. Witchfinder. Detect unnatural energy within field of vision with one round concentration. 
9. Punisher. Take a full round of concentration to load death energy into one hand, and when it next 

connects (or the weapon in that hand connects) the target will suffer 1 additional hit point per level. 
10. Shieldbearer. If a shield has the mark of the Church on the shield, it grants +2 AC to you. 
11. Mourner. Spend 1 turn with a body to protect it from necromantic use and greatly slow 

decomposition. 
12. Converter. After 1 turn of conversation with possible converts, a 9 or better results in conversion, 

with a 12 granting a free retainer if there’s room. 
 

Fighter 
 
1. Ranger.  Can follow tracks in the wilderness, and read them for information on the target. 
2. Marine. Knows how to handle watercraft, knots, and nautical culture. 
3. Charger. Melee right after movement. 
4. Specialist. +1 to hit and +1 damage with 1 melee and 1 ranged weapon type. 
5. Heavy and Fast. Initiative unaffected by using a 2 handed weapon. 
6. Duelist. Can treat off-hand weapon as a shield. 
7. Roll With It. Once per day per level can cut incoming damage in half unless wearing metal armor. 
8. Bodyguard. Surrender up to 2 AC, and give it to a target in arm’s reach. (Max 4 AC from 2 guards.) 
9. Skirmisher. Give up 1 hit point to inflict an extra 1d4 on a flanked target, or target’s back (decide 

after rolling to hit but before rolling damage.) 
10. Tough. Once per day per level, rest 10 minutes and regain 1 hit point. 
11. Wrecker. After rolling to hit and rolling damage, add 1 hit point damage per sacrificed AC from 

metal armor and shield, up to all. Regain that AC at the beginning of your next turn. 
12. Undying. Once per level, survive death; lose 1 CON and gain 1d4 hit points, which are removed from 

hit point maximum from then on. These can be banked. 
 

Wizard 
 
1. Blaster. 1d3 blast, 30’ range, during missile fire combat, roll to hit, at will. 



2. Fast Caster. Resolve spellcasting before the Movement phase of combat. 
3. Mobile Caster. You can move AND cast a spell. 
4. Ultralinguist. Magically able to speak to and understand any talking person or monster. Not animals 

or text. 
5. Potent Caster. Spend 1 hit point to reduce a target’s saving throw by 1d4 after the target rolls. 
6. Specialist Caster. Choose one spell that you can cast as often as you want, it does not take up a slot 

but it costs 1 hit point per level each time it is cast. 
7. Charger. Spend 1 spell slot of magical memorization for a day and 1 hour, and recharge a magical 

device that has charges with 1 charge. 
8. Alchemist. Identify potions automatically by taste. Improve Poison saving throw by your level. 
9. Armored Essence. Immune to level drain. 
10. Reader. You can use the “Read Magic” spell for free once per level per day. 
11. Identifier. If you spend a full day you can uncover one trait of something enchanted, and you will 

know if there is more yet to discover or not. 
12. Weaponized Caster. You are proficient with weapons. 
 

Thief 
 
1. Disguise. +40% chance to get away with a disguise (difficulty dependent on circumstances.) 
2. Squeezer. You can get through any space your head can fit through, it takes 1 turn. 
3. Locksmith. +40% chance to pick locks. 
4. Trap Expert. +40% chance to detect or remove traps. 
5. Pickpocket. +40% chance to pick pockets. 
6. Sneak. +40% chance to move silently or hide in shadows. 
7. Wary. +2 to Hear Noise rolls. 
8. Thug. 1d6 hit dice. 
9. Tumbler. Opponents facing off with someone else count as not noticing you. 
10. Murderous. Sneak attack multiplier is +1 (x3 instead of x2). 
11. Evade. Once per day per level, after the to-hit is rolled but before damage is rolled, you can dodge 

an incoming melee or ranged attack (not magic or area effect.) 
12. Forgery. +40% chance to make a decent forgery (difficulty dependent on circumstances.) 
 

Ratkin Mechanically the same as a Halfling. 

 
1. Starver. Every full meal eaten regains 1 hit point. Eat up to 5 meals per turn. 
2. Sprinter. Spend 1 hit point to add +1/2 to movement once per day per level. 
3. Weaponized. Claws and jaws alone do 1d4 in melee combat. 
4. Escapist. If untended for a turn, pass a Paralysis saving throw to escape any non-magic binding. 
5. Clever Tail. A prehensile tail counts as a third hand, and can support a magic ring. 
6. Lucky. After rolling any saving throw, lose 1 hit point to add 1d4 to the roll. 
7. Armor Reflexes. The -2 AC works against human-sized opponents  and bigger. 
8. Savage Shot. Add an additional +1 to hit, OR +1 damage, to any missile weapon attacks. Decide after 

rolling to hit. 
9. Situational Awareness. Sharp senses reveal everything within 15 feet with a combination of 

heightened senses, even in the dark, fog, etc.  
10. Hider. Any terrain or setting with hiding places counts as “outdoors.” 



11. Verminchitter. You can speak the instinctive language of vermin, gaining +1 on reaction rolls with 
vermin and gaining the ability to have basic conversation to find out anything they would know. 

12. Humanesque. You have the practiced mannerisms, speech, and gait of humankind, and with a mask, 
gloves, boots, long coat, hat, etc. you can appear to be a somewhat short and slender person. 

 
 
 
Guns: 
 
Pistols do 1d8, rifles and shotguns do 1d10. A stick of dynamite does 4d6, -1d6 per 10 feet away or 
intervening obstacle, save vs. Breath Weapon for ½.  


